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The Official 
Card Game of 
the U.S. )udo 
Association 
Team 


The Official 
Card Game 
of the U.S. 
Taekwondo 
Team 


An Official 
Card Game 
of the USA. 
Wrestling 
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Like a kick to the 

HEAD, IT’S KNOCKING 
k OVER EVERYONE! 


“...a super game!...easy to learn but its 
possibilities are endless!”-Mike Swain, 1987 
World Judo Champion, four-time Olympian 

u Plays great! Everyone who tries it loves 
it.. and the cards look great!” -Mike Coopers, 
Cooperstown Comics & Cards, Santa Rosa, CA 

“A really good game.. plays very well. . .one of the 
two best games on the market.” -John Caviello, 
The Little Shop of Magic, Flagstaff, AZ 

“We’ve gone through tons of it... One of the two best 
selling games... ” -Steve Lingelbach, Sports Card 
Fanatics, Portland, OR 

“great card design and pictures... We all love playing 
it. "-Bobby Hall, Something To Do Stores, 
Louisville, KY 

.. the most playable and most play tested game... 

In a class by itself... ” -Dinah Sanders, Inkspots 
Books and Games, San Jose, CA 


n ollect all 266 unique ULTIMATE COMBAT! cards and 
I you’ll hold the power of a martial arts master and his 
VJ devastating techniques. Wield the legendary weapons of 
the ancients. Use psychic abilities and mystical talismans. 

Each card is a masterful piece of art; the ultra-rare cards 
are enriched with stunning gold foil. The novice will find this 
exciting, fast-paced game easy to learn; expert players will 
love the complex strategies involved. Deck construction rules 
allow for competitive battle between a warrior with thousands 
of cards and a beginning fighter. 

Buy the Limited Edition cards today - and play one of the 
most highly acclaimed collectible trading card games! 

Dealers and distributors, call 1-408-271-0600. 

E-mail: shimban@ultimate-games.com Web: http://www.ultimate-games.com/~shimban/ 
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EN AV DEMNOGONJS TJENERE 
Soidater som sires av disse 
iegionajrene dor auromatisk. 


SPEKL NADAT EEN VAN jf AANVALlifRS LM: 
STRljD HEEFT OVERLEEFD, ZELFS Alii HIJ 
GEWOND IS GERAAKT. Date slag was pieaes 
war de warrior nodig had cm zijn moreet op 
te vijzelen. Je krijgt 5 D. AIs de warrior xojuist 
gewond is geraakt, is hij genezen. 
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Survey Winners 


Bozeman, MT 

Box of Rowena art cards from FPG 


St. Anthony, MN 

Box of Ken Kelly art cards from F PG 


Caldwell, NJ 

Box of Clyde Caldwell art cards from FPG 


Pueblo, CO 

Box of Jeff Easley art cards from F PG 


Atlanta, GA 

Box of Daryl K. Sweet art cards from FPGs 


Raleigh, NC 

Box of Bob Eggleton art cards from FPG 


Saugus, CA 

Box of David B. Mattingly art cards from 
FPG 

Coeur d'Alene, ID 

Box of Chris Achilleos art cards from FPG 


Springfield, IL 

Box of Wyvern Premiere Limited Edition 
Starters 


Ann Arbor, MI 

Box of Revised Boosters 
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fomori drips from Mari Cabra 9 * claws. Mewling packs of Wyrm crea- 
forel ler and vanish in fear into the Umbra. She smiles, and steps 
Wreftection: they will not escape her. Werewolv eshay e entered into a 
t. Greater danger - and greater triumphs - await in thWllvet Shadow, 
lofi of our world - the realm known as the Umbra. 


The Umbra isthefirst expansion for RAGE, the ba 
combat. With over ROiiew cards, the Umbra introd 
of play, includingjlwand-new Quest card series, ni 
Wahya Ohni, and a variety of novel foes, such as urn 
warping Nexus Crawler. ^ A 


I CTPfpes t-sellinq game of werewolf 
fans an entirely new level 
pPlfSwjrs such as the legendary 
ral spirits and the dreaded reality- 


(ollrctible trading Card6amr r ; v ■- : ~ 'Cm STMti 

The Umbra, Rage, Wei ewolf:Ibe Apocalypse, and White Wolf are trademarks #Vhite Wo# Inc © l^ White Waif, Inc. All rights reserved. The card/hoiograra conciliation Is a trademark of the Upperdeck Company. All rights reserved. 
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The War of A 
is upon us 


.from Daedalus Games comes one of the hottest 
*.Shadowf ist comes in 60-card Stdrter Deck 
and 1 2-card Booster Ffacks ($225,0,: 
B or Boxes, please call for special price. A Is 
Combat in Kowloon (this is an introductory - , 
and Netherworld- (the first expansion for ShJdcw 


adowtist: 
padowf ist) 
|L5 O/ pack). 


To receive our FREE catalog, call: (518) 237-5112 

Outside of the US and Canada please send 4 I.R.C.s to receive our catalog. 

Fax orders to: (518) 238 0543 

Mail orders to: The Magic Source, POB 424-SC8C, Cohoes, NY 12047 

• Open M-F llam-7pm and on Sat. 12-5pm, ET. 

• We accept checks, money orders plus Visa, Mastercard, American Express 
and Discover cards. 

• We ship anywhere in the world. 

• Free airbourne next day SDS shipping on certain orders. 
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Dear Scrye: 

Let me begin by say¬ 
ing that you have a won¬ 
derful magazine, and pro¬ 
vide a valuable and hon¬ 
est service to your readers. 
Your price guide is invalu¬ 
able to young traders who 
may be swimming among 
the sharks. 

1 am writing this letter 
to address problems I've 
overhead, seen on the 
Internet, and read about 
in your magazine. 1 know 
that virtually every gam¬ 
ing, hobby, and col¬ 
lectible store that carries 
these cards uses your 
magazine, and so I offer 
these simple solutions to 
them. 

The Problems are: 

#1 - Players who have 
been in the game for a 
long time are upset that 
some of their older cards 
are banned from use in 
tournament play (or all of 
them in the case of "type 
11" tournaments). They 
feel that they deserve a 
reward for being in the 
game so long. 

Problem #2 - Newer 
players are frustrated at 
the older players' decks 
fdled with unattainable 
cards. They feel, and 
rightly so, that they can¬ 
not compete in tourna¬ 
ments against such decks. 

Problem #3 - Facing 
the same type of decks 
over and over and over, 
i.e. copycat decks. The net 
is Fdled with complaints 
that the same decks 
appear multiple times in 
every tournament (the last 
one 1 was in had almost 
1/2 the players using 
"Winter Orb/Denial" 
decks and another 1 /3 
using "Lightning Bolt/Red 
Damage" decks. 1 offer a 
simple solution to these 
impossibly con- _ 

dieting problems: 

First, allow all 
cards to be legal. 

Second, restrict all J* * 
cards ( 


MB S . Horton 

W\1 Orange , TX 

#1§ Wizards of the 

Coast prints many, 
many more cards 
BpjQpl than Decipher. 

are plenty of 
stores that don't 
gouge for cards... patron¬ 
ize those stores. 

Dear Game Gurus: 

I'd like to compliment 
you guys on your totally 
rad mag. You have the 
very best articles and 1 
totally agree with your 
prices and all, but your 
game release dates are all 
wrong. #6 said that 
Highlander Cards were to 
come out in March...but 
guess what? I'm writing 
this letter on the 14th of 
May, and my local game 
store still hasn't received 
the game. 

I'm not trying to 
insult your mag or any¬ 
thing, though. It's proba¬ 
bly not even your fault, 
you may have received 


cards are Fallen Empires, 
although I do have some 
good ones. I just started 
playing Star Trek CCC», 
and I think it's really 
cool. I think Wizards of 
the Coast should lighten 
up and put more cards on 
the market. I'm just 14 
and on a tight budget. 
Around here the card 
shop owner and his 
friends have good cards. 
They horde them as if 
they were gold, and if you 
want to buy one they 
charge at least twice the 
Median amount! Even if 
you want to buy a Booster 
it's $5.40! This is outra¬ 
geous. 1 plead with 
___ Wizards of 


tors and proxies. Doing 
these three things will 
allow the older player to 
use all of the cards (pro¬ 
vided he/she is willing the 
"risk" to those precious 
gold mines), yet gives the 
newer player a chance due 
to the restriction of just 
one of any card. It will 
also force diversity and 
creativity in deck con¬ 
struction (no more 4 
Black Vices or 4 of each 
type of Red Damage 
Spell), and put the 
emphasis back where it 
belongs - skill in play and 
card evaluation. It will 
also make players consid¬ 
er cards that they rarely _ 
play (I have a new I 

respect for Siren's Call, I 
Guardian Angel, and I 
many others!) 1 hope all ■ 
tournament directors ■ 
read this and consider H 
these fun, fair rules. 19 
T Peracchio , jm 
Cleveland , 0//B 
What do our other ||| 
tournament fiends out 
there have to say about 
this subject? Please let us 
know: What are great 
house tournament rules 
that make most players 
happy? 

Dear Scrye: 

I just picked up #6, 
and I thought it was fan¬ 
tastic! I've been playing 
Magic for about 6 months 
so I don't have many 
expansions. Most of my 


the Coast (and you, Dr. 
Garfield) to stop trying to 
squeeze all the money out 
of the plant, put out more 
cards, put out more rares, 
more cards that favor the 
little guy. I'm starting to 
get disgusted and so are 
my friends. At least 
Decipher puts out a lot of 
cards. With them you 
always make your money 


incorrect 

information from 
Thunder Castle. Anyway, 
I'll still always be a Scrye 
reader. 

C. Woodmore 
Philadelphia , TN 
Unfortunately, not all of 
the manufacturers keep us 
up-to-date on their release 
dates. Highlander is now 
due in July. 

Dear Scrye: 

You're magazine is so 
cool that the store near 
me sells out in less than a 
day! Try as I might, I have 
l yet to figure out how to 
subscribe! Any ideas? 

Also, 1 just bought 
some Wyvern, great art- 
|| work! I was very confused 
to find out that, accord- 


except the 
five basic Lands) to 
only one. Third, 
completely ban the 
use of card protec- 
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Anchor 

Fayette' 

Rogersi 


The exciting new collectible trading 

CARD GAME WHERE MIGHTY TEMPLES CLASH 
AND AWESOME DEITIES WALK THE EARTH! BE 
THE FIRST TO SUMMON YOUR GOD TO THIS 
WORLD, BUT BEWARE YOUR ENEMIES, FOR THEY 
WILL TRY TO STOP YOU AND MAKE THEIR GOD 

supreme! See these fine Wargames West- 
sponsored STORES TO EXPERIENCE THE 
Tempest of the gods! 


Retailers: Wargames West should 
be your store's distributor! We 
offer America's fastest shipping, up 
to the minute computerized 
inventory, and free advertising in 
top magazines! Call us today! 


■obbycraft ^ 
HgAryof Cham^fcs 
^SSpark Inc. 

■Bluest 

^Gathering 
§r>5en Caveman Games 
wuce's Book-0-Rama 
Neverland 
[Novastar Game Co. 
Gator Games 
GjMp-A-Holics 
AanB<£portscards 
iwflpPunlimited 
ReTbmic Pit 
Top of the Ninth 

H House of Cards 
Spellbound 
Game Master 
Gamesquest 
My Book Store 
Asgaard Games 
Crazy Egor's 
Ice Age Comics 
Comix Universe 
r Gamesmasters Unltd. 
Commissary Games 
Gamesmasters Unltd. 
MfjcLHatter's Games 
ground Zero Comics 
Games People Play 
Games People Play 
Games People Play 
Games Plus 
CANADA: 

Dragonstrike Games 


[AlisdfWfejo J 
Davis j 

Fresno ■kfl 
Plea? \ 

Saj^^H 

#|l 

* * i 

M|| 

Travefsfc^Bi 

Holly Spnrwfc 

Lincoln 

Fairlawn 

Albuquerque 

Las Cruces 

Las Vegas 

Rochester 

Jackson 

Hanover 

Clearlake 

Houston 

Houston 

Lubbock 

Tyler 

Logan 

Orem 

W. Valley City 
Woodinville 


WA 


Victoria 


2 locations: University Hghts Mall & Johnson 

For a free 136-page catalog, write: ^ 

PO BOX 9496, ALBUQUERQUE NM 87119-9496 i 
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Card art is copyright 1995 by the artist (top to bottom): Brad Williams, Brad Teare, Matthew Yarn 
Susan Van Camp, and Jeff Menges. Tempest of the Gods is a trademark of Black Dragon Press. 
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cards won't you deserve for the 


er to find cards of early 


break the 
bank! 

Now, this 
statement 
in the 


Magazine and all your 
efforts. I thoroughly agree 
with your opinions on 
chase cards, they create 
more harm than good. I 
also appreciate the effort 
you put forth to commu¬ 
nicate with your readers. 

Last, but not least, I 


editions like the Arabian 
Nights or OOP's. 

N. MauB\ 
Braunschweig, Germany 
It's hard to keep up with 
European prices in the US. 
Thanks for clueing us in! 
Dear Scrye: 

I have just picked up 
#6 of your magazine, and 


April/May 

Scrye has me quite upset 
(page 11, column 1) 
Really? Wyvern is definite¬ 
ly one of the best games 
in the field. It has a lot of 
strategy to it and winning 
it seems to value player 
skill more than spending 
the most money on deck- 
building. I realize your 
comment was not direct 
or blatant! You conve¬ 
niently did not say Magic, 
but it is very clear where 
you were going...This is 
Wrong! I firmly disagree 
and feel that a statement 
such as this will mislead a 
new player! It is a grave 
underestimation of the 
game and a slap to 


mg 

to the list in 
Scrye #6, half of my 
cards don't exist. What's 
up with card numbers 
greater than #136? 

/. Konar 
Stevensville, Ml 
We don't accept sub¬ 
scriptions at this time, 
sorry. Buy Scrye in your 
favorite hobby, comic or 
card store. You may be 
able to arrange with 
your store to order a 
copy specifically for you. 
Your Wyvern cards are of 
the Limited Edition, not 
Premiere Limited 
Edition. 

Dear Scrye: 

I really did mean to 
write much sooner. I 
started playing Magic in 
August '94 and of course, 
I've read every Scrye. The 
information you provide 
is highly valued at this 
end. Thank you!! 

Further, 1 would like to 
share some thoughts 
with those coming into 
the game recently and 
anyone else who wants 
to listen. L have heard 
much talk of Moxes, 
Black Lotus and other 
highly priced cards with 
extreme play value, and 
cost. These are wonder¬ 
ful cards, which are lust¬ 
ed after by all. The lack 
of them, however, does 
not mean you will lose. 
Try looking at an oppo¬ 
nent with these cards as 
a target! Even your 
chances: Copy Artifact, 
Steal Artifact, Dust to 
Dust, Disenchant, 
Scavenger Folk, 
Powerleech, Rust, 
Crumble, Desert Twister, 
Shatter and Artifact 
Blast. The cost of these 


love seeing the art of 
NeNe Thomas!!! 

I hope you enjoy the scrib¬ 
ble and I look forward to 
your next issue. 

/. Woodward-Lagow 
Anahuac , TX 

Your points are excellent! 
Thanks for sharing them. 
Dear Scrye: 

I'm a 17 year old 


it was the 

first Scrye 1 have ever read. 
1 think that this magazine 
is great, but I wondered 
why you didn't put the 
Spellfire expansion sets in 
the price lists, and why 
you didn't have more 
prices of other cards. 

E. Chen 
Washington Twp., NJ 
We didn't show Spellfire 
Expansion set prices in 
Scrye #6, because there 
wasn't enough trading in 
those cards to obtain reli¬ 
able price data. We collect 
prices from retailers all 
across the country to pro¬ 
duce the prices in Scrye. 
We do not invent prices 
and if there is insufficient 
data to produce reliable 
prices, we cannot publish 
them. In this issue we 
have started a new section 
to provide an indication 
of 


WotC. Further, the 
ability to win at Magic is 
based on your knowledge 
of the game, your ability 
to combine cards, and 
CHANCE!!! The rarest, 
most expensive cards 
won't win the game if 
your don't know how 

to use them. 1 _ 

And finally as 
stated before, g 

WotC has pro- 20K^4 
vided the play- — 

ers with many 
commons with 
which to bal¬ 
ance out one's 
chances. 

Now, I feel 
better...and I 
hope you see my point. I 
don't want "this" however, 
to cloud the praise I feel 


Magic player and 
happy that our local store 
gets Scrye Magazine every 
month. 

In Germany the prices 
for cards nearly match 
those which 


prices for sets 
that have limited sales. 


printed in Scrye (UL Black 
Lotus 200DM = $142.85 
US or Howling Mine 5DM 
= $3.60 US) but it is hard- 
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Heresy: Kingdom Come™ is a fast-moving game of fallen 
angels, cyberpunk demons and awakened dreamwalkers. 
Set amidst the Ruin of a Forsaken Earth, somewhere in our 
own dark and distant future, players struggle for global, 
spiritual and virtual domination in a race for re-ascension. 
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You may notice that 
I we've changed the for¬ 
mat of Mondo ComBos 
slightly. After the last 
issue of Scrye, a little 
red guy suddenly 
appeared in a puff of 
smoke wailing "CoP 
Green can't stop loss of 
| life from a Channel! 
Read the [friendly] 
card!" in a high, keen¬ 
ing voice. The Rules 
Demon, as he intro¬ 
duced himself (although 
[ we prefer the more PC 
"Rules Nether-Person"), 

I insisted on looking over 
the Mondo ComBos per¬ 
sonally, shredding the 
ones that don't work, 
and making comments 
on the ones that do. 
Since his teeth and 
claws are rather sharp, 
we decided to oblige 
him. 

There is this 
dude called 
Johan from 
Legends. He 
allows all your 
creatures to 
attack untapped 
(what a dude)! 

The obvious 
choice now is 
Stasis, right? But 
to make it even 
more frustrating for your 
opponent, play Kismet. 
All creatures, Lands and 
Artifacts come into play 
tapped. Make sure to 
Mana Short them so they 
can't do any 
Counterspells or such. 
Also, for good measure, 
put in Birds of Paradise 
with Instill Energy on 
them and a Ley Druid 
with two or three Instill 
Energys on him. This 
makes sure you can 


untap two Lands per turn 
and your opponent can't 
do a thing. It is really a 
tournament legal Time 
Vault deck only your 
opponent gets to pick 
up. 

G. Martin 
Eastbourne, England 
Also remember this: One 
of the beautiful things 
about Kismet is that only 
your opponent's cards 
come into play tapped! 

A Mondo Combo for 
your magazine involves a 
Dingus Egg, 

Armageddon, and 
Reverse Polarity. On your 
turn, have two white 
Mana in your hand, an 
Armageddon and a 
Reverse Polarity. Cast 
Armageddon, lay down 
two Land, and use 

Reverse 
Polarity. 
Your oppo¬ 
nent goes 
down in 
life while 
you go up. 

B. light 
& Anderson 
You'd 
need to 
have a 
Fastbond in 
play to play 
two Lands on your turn. 
Instead, simply tap two 
Plains and have the white 
Mana sitting in your 
Mana pool before you cast 
Armageddon. Destroying 
the Land doesn't destroy 
the Mana that's already 
in your Mana pool. This 
combo also works well 
with Reverse Damage. 

Pack a ton of your 
opponent's creatures on 
to a War Barge and use 


Hurkyl's Recall on your¬ 
self. 

R Radwan 
Buffalo, NY 

Great! You could also use 
a Boomerang, 

Disenchant, Crumble, or 
Divine Offering on the 
War Barge to bury his 
creatures. 

Channel, Braingeyser 
and Storm Seeker. 

B. Eukunaga 
Honolulu, HI 
And if that 
doesn't kill 
her, play a 
Black Vise for 
good measure! 

Orcish Spy 
and Millstone. 

With this 
combo, you 
can leave your 
opponent 
without Lands. Look at 
the top three cards of 
your opponent's library, 
and if you see some 
Lands coming, send 
them to the graveyard 
with the Millstone. Then 
take care of the Lands 
already in play with 
some Stone Rains. You 
could do the same to 
prevent him from getting 
creatures or powerful 
spells in play. 

I Dejesus 
Fajardo, PR 
You can also use this 
combo to look at your 
own deck and get to the 
cards you want faster. 

Keldon Warlord, 
Breeding Pit, and Arena. 
(After a while you have 
an invincible creature 
who takes out all oppos¬ 
ing creatures.) 

P Conant 


Arena also works well 
with those big creatures 
like Leviathan that you 
wouldn't normally attack 
with. 

Atog & 4 Ornithopters. 
Sacrifice the Ornithopters 
and you would have an 
9/10 creature on the sec¬ 
ond turn. 

T Chester 
Cortland, OH 
Atog is a 
mean card 
with any 
cheap Artifact. 
Load up your 
deck with zero 
and one point 
casting cost 
Artifacts and 
make your 
Atogs really 


Use Creature Bond 
(throw it on a creature). 
Then you can use a 
Terror, Fireball, 
Disintegrate, or some¬ 
thing else that will kill 
the creature. Your oppo¬ 
nent will feel the damage 
both ways, 
losing a 
creature 
and losing 
heath. 

D. Garcia 


Bingo. 

Throw in a 
Skull of 
Orm to 
bring the 
Creature 
Bonds 

back from your graveyard 
and your opponent will 
really hate you. 

Cast Channel and 
Carrion Ants. Then throw 


a Spirit Link on the Ants. 
Any life you spend to 
pump the Ants up, you'll 
get back from Spirit Link. 

Ds McClain I 
Ekwis, C A | 

...Assuming you attack 
with the Ants, of course 
(which means they need 
to have been in play in 
your territory at the 
beginning of your turn). 

This also works well with 
Killer Bees, which only 
requires a 2-color deck 
rather than a 3-color 
deck. 

Take any creature that 
has the rampage ability 
(Wolverine Pack or Craw 
Giant work fairly well), 
cast Lure on it, and then 
attack when your oppo¬ 
nent has lots of creatures. 

A. Balm B 
lincmft, NJ 

" Let's see... You have 15 
Saprolings. That makes 
my Arathi Berserkers... 
umm... 44/46, right ? 

Good luck!" 

Tap all your black 
Mana for Pestilence and 
then cast Reverse 
Damage. 

M, Brawn j 
Fulton, Canada j 
Just watch out 
for those blue 
Counterspell 
decks! 

Elvish Farmer 
with Night Soil 
and Soul Net. 

Use Night Soil to 
bring out a lot of | 
Saprolings and then use 
the Elvish Farmer to sac¬ 
rifice them and gain two 
life. Then pay one Mana 
to use Soul Net and gain 
another life. 
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A. Wilborn 
Richmond, VA 

I Of course, Magic maniacs 
will say "Why stop at one 
I Soul Net?" 

Circle of Protection: 

I Artifacts and Bottle of 
I Suleiman. 

W. Snyder 

B. Forman 
Seattle, WA 

I Add in an Argivian 
Archaeologist, 
Reconstruction, or 
Drafna's Restoration and 
keep doing it over and 
| over! 

The best Mondo 
I ComBo I've had is Ebon 
Praetor and Breeding Pit. 
There's nothing like the 
look on your opponent's 
| face when you have a 
I 20/5 first strike/trampler. 

K. Powell 
LaGrande, OR 
I Except maybe a 20/5 first 
strike trampler who's also 
unblockable! Can any¬ 
body come up with a 
I combo to do that? 

Here's a cool way to 
I gain lots of life and get 
cards out of your hand at 
I the same time: Cast Soul 
Burn on yourself putting 
all the black Mana you 
have into it. Then cast 
Reverse Damage. You 
gain life from putting 
black Mana into Soul 
Burn and from the 
Reverse Damage, giving 
JH you double your invest¬ 
ment back. 

F. Jones 
Glendale Heights, IL 
I This didn't 
work with 
Drain Life, 
but Soul 
Burn is word¬ 
ed slightly 
different. 

I Nasty! 

Keep tap¬ 
ping your 
Ip Rod of Ruin 
1 on your 
B Fungusaur. 

S. Steglinski 
B West Springfield, MA 
Or use a Prodigal 
Sorcerer or any other card 
that can repeatedly do a 
point of damage to make 


your Fungusaur bigger. 

I think this is the best 
combo. First use a 
Nettling Imp to make 
opponent's creature 
attack. Next use a 
Sorceress Queen to make 
it 0/2 then use a Royal 
Assassin to kill it. 

C. Laatsch 
Highland Park, IL 


Here's a combo I actu¬ 
ally managed to get in a 
game once: Black Lotus, 
sacrifice for three blue 
Mana. Then Reconstruct 
the Black Lotus and sacri¬ 
fice it for three more 
blue Mana. Then 
Reconstruct it again and 
sacrifice for three more 
blue Mana. Then cast 
Mahamoti Djinn on turn 


You actually don't even 
tieed the 

one. 

_____ K Rnth 

Sorceress 

Queen, 

because the K fipl 

creature will 
die as soon 
as the 

Assass i n 's 

effect HBBB 

and 

the refo re 

won't be 

rv. ixuL/i 

*itSBBB Glendale Heights, 
11 

Efl^B I'm picturing 
^B| your poor oppo- 
BBM nent going "Uhh 
HB . . . Forest. Tap 

for Sciyb Sprite 

Unless she's got a 

^^^B lot of Scryb 

Sprites, it won't 

B1BBI b e l° n S before 

around to 

deal damage during the 
damage dealing part of 
the attack. 

she's gone. 

Wrath of God and 
Tormod's Crypt, then All 



Use Titania's Song to 
get rid of those pesky 
Moxes or Black Lotus. 

S. Fitzgerald 
High Falls, NY 
This is also a good pre¬ 
emptive strike to prevent 
your opponent from play¬ 
ing those zero cost 
Artifacts when she does 
get them. 

I have a card combo 
I'd like to present: Any 
Fallen Empires card and 
Garbage Can. 

M. Graham 
Dale City, VA 
Hee hee! Even though I 
think Fallen Empires does 
have some 
good cards 
(and wonder¬ 
ful artwork if 
nothing else), 

I love this 
combo! 


Royal 
Assassin and 
Icy 

Manipulator 
E. Breitenfeld 
Escondido, 
CA 

Ahh, a classic combo 
made even easier to get 
with the inclusion of Icy 
Manipulator in the Ice 
Age expansion. 


Hallow's Eve 

B. Schiefen 
Ridgewood, NJ 
Actually, save the 
Tormod's Crypt until right 
before the All Hallow's 
Eve is going to go off. 

Your opponent is less like¬ 
ly to try to Disenchant the 
All Hallow's Eve if he 
thinks he'll be able to get 
back his creatures too, 
and the look on his face 
when you dis¬ 
abuse him of 
that notion 
will be price¬ 
less! 

Put out 
Circle of 
Protection: 

Red, then cast 
Inferno. 

L. Frascogna 

Jackson, MS 
Just be sure to 
leave a point of Mana 
available to use the 
Circle, or you'll be nice 
and toasty too! 

Bring out Time Vault. 
Then turn it into a crea¬ 
ture with Animate 
Artifact. Then put on 
Instill Energy. That will 
provide you with unlim¬ 
ited turns to crush your 
opponent. 

B. Kim 


All lands in play 
are destroyed. 


[ Ulus. © 


Ann Arbor, MI 
Another classic combo. 
Abusive combinations like 
this are exactly why Time 
Vault was banned by the 
Duelist's Convocation. 
Killjoys! 

Put Lure on any crea¬ 
ture and when everything 
blocks it, cast Spore 
Cloud, tapping all your 
opponent's creatures and 
your 1/1 creature. They 
won't untap during your 
opponent's next turn, so 
on your turn you can: a) 
attack with all your crea¬ 
tures; b) use a lot of 
Elvish Hunters with 
Instill Energy and Bari's 
Cages (I think that's what 
it's called) with Power 
Artifact to keep your 
opponent's creatures 
tapped, then chew up his 
ranks with Royal 
Assassins; or c) do both 
a) and b). 

P. Soeller 
Chino Hills, CA 
Perfect. Your opponent 
will be madly scrambling 
to find blockers. Play a 
Smoke and he'll really be 
in trouble, since he'll only 
be able to untap one crea¬ 
ture per turn. 

Cast Aladdin's Lamp 
and then use Crumble 
on it so you gain 10 life. 

L. Korbel 
Cheektowaga, 
NY 

Those 

Crumbles and 
Divine 
Offerings 
come in really 
handy when 
you can't 
come up with 
a Stream of 
Life or 
Alabaster 



Potion. 

Arathi Berserker and 
Goblin War Drums. 

M. Rorie 
McLean, VA 
Goblin War Drums will 
sure make your opponent 
think twice before block¬ 
ing any creature with the 
rampage ability. 

Ten ways to destroy, 
bury or remove a Shivan 


Dragon from the game: 
Terror. Festival and 
Siren's Call. Swords to 
Plowshares. Royal 
Assassin (if Shivan is 
tapped). Desert Twister. 

Do a zero point 
Disintegrate then use two 
Lightning Bolts to 
remove it from the game. 
Use a Sorceress Queen 
on it, then hit it with a 
Lightning Bolt. Hand of 
Justice and three white 
creatures. Fissure. Do a 
five point Hurricane, 
Fireball, or Disintegrate. 

M. Pendergast 
Foxboro, MA 
These are all great ways 
to take out a Shivan 
Dragon. Most of them 
will also work against 
any other big creature 
that you're interested in 
taking down. But you left 
out my favorite way to 
kill a Shivan Dragon: 
Earthbind, Disenchant, 
Earthbind, Disenchant, 
Earthbind! 

Dingus Egg, Living 
Plane, and Pestilence. 

A. Gauche 
North Bend, OR 
Just remember that this 
will also destroy all your 
Lands and damage you in 
the process. If you can, 
put out a Martyrs of 
Korlis first to take the hit 
for you. 

Armageddon, 
Nevinyrral's Disk and 
Balance 

G. Allen I 
Union, ME | 
Wow! A combo for the 
truly destructive, this will 
destroy all Land, crea¬ 
tures, enchantments, 
Artifacts, and (assuming 
you have no cards in your 
hand after casting bal¬ 
ance) even your oppo¬ 
nent's hand! 


Have a favorite card 
combo? Send your 
Mondo CotnBos to 
MCB c/o Scrye, Inc. 
30617 US Hwy 19 N 
Ste 700, Palm Harbor 
FL 34684 
or e-mail them to 
rulesd@tesser.com 
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Dear Scrye, 

What would happen if 
you used Copy Artifact on 
a Bronze Tablet, then used 
it? Would your opponent 
get the Copy Artifact? 

Zapyo 

A Copy Artifact completely 
copies its target-it is, for 
all intents and purposes, 
exactly the same as the 
original Artifact. Since 
Bronze Tablet allows you 
to exchange the Tablet for 
any card your opponent 
has in play and keep it, 
you can use a Copy of the 
Bronze Tablet in the same 
way. You end up with your 
opponent's card and she 
ends up with your Copy 
Artifact. Of course, now 
that Copy Artifact is out of 
print and Bronze Tablet is 
in print, you might want 
to think twice before doing 
this! 

Dear Scrye: 

Every time my friend 
and I decide to play a 
friendly game of Magic, it 
turns somewhat hostile. 
We have these recurring 
arguments and were hop¬ 
ing you could answer 
some questions. Can a 
Library of Leng prevent 
someone from being 
Millstoned? If so, then 
shouldn't it do the same 
for a Deep Spawn? 

The effect of a Millstone is 
to take the top two cards 
from a player's library and 
put them in his graveyard. 
Library of Leng says, "If a 
spell or effect forces you to 
discard..." Since the 
Millstone isn't making you 
discard (it's simply taking 
the cards from your library 
and placing them into your 
graveyard) it can't stop a 
Millstone. Deep Spawn is 
worded the same way and 
also cannot be stopped by a 
Library of Leng. 

After a creature has 
been controlled with 
Control Magic, can it 
attack that same turn, or 
does it suffer from 
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summoning sickness? 
Summoning sickness is a 
very misunderstood term, 
partly because it's really a 
misnomer-it doesn't just 
happen when a creature 
has been summoned. The 
concise rule is this: You 
cannot attack with a crea¬ 
ture or use a creature abil¬ 
ity which requires tapping 
unless the card (or token) 
has been under your con¬ 
trol since the start of your 
most recent turn. 

(This is a minor 
change from the old ruling 
which said that the card 
must have started one of 
your turns under your con¬ 
trol. It only makes a differ¬ 
ence with relatively unusu¬ 
al combinations like a 
Seasinger untapping to 
release a creature and then 
tapping later to take it 
back.) 

Abilities that don't 
require tapping as a cost, 
such as regeneration (it 
taps the creature as a 
result, not as a cost) or 
"pump" abilities (like on a 
Frozen Shade or Shivan 
Dragon) can be used right 
away. Also, remember that 
the card doesn't have to 
have been a creature since 
the start of your last 
turn-it simply must have 
been under your control 
(this affects cards like 
Mishra's Factory or Living 
Lands). 

Does The Fallen still 
do damage after it has 
been destroyed? 

In Scrye #3 one of our 
retailers said, "Black has 
The Fallen, who do a point 
of damage to a player 
every turn, even after it 
has been destroyed", in his 
retail advisory. That would 
be really nice, but it's 
unfortunately not the case. 
Once The Fallen has done 
damage to an opponent, it 
will do 1 point of damage 
to that opponent during 
each of its controller's 
upkeeps. When it is 


destroyed and in the grave¬ 
yard, however, it can no 
longer deal damage to the 
opponent. 

Here's another situa¬ 
tion: Miles attacked with a 
Dragon Whelp enchanted 
with Farrel's Mantle. He 
also made it unblockable 
with a Dwarven Warrior. 
Matt had a Maze of Ith 
and a Jandor's Saddlebags, 

Could Matt untap it 
with either to prevent 
Miles from doing damage 
to one of his creatures? 

Matt and Miles 
Union County, KY 
Farrel's Mantle doesn't 
care whether the creature 
it enchants is tapped or 
untapped, or whether it 
deals damage as a result of 
combat or not. It only 
cares that the creature it 


enchants attacks and is not 
blocked. If both of those 
conditions are met, it can 
choose to deal its power 
plus two to a target crea¬ 
ture. Jandor's Saddlebags 
merely untaps a creature 
and Maze of Ith untaps an 
attacking creature and pre¬ 
vents it from dealing or 
receiving damage as a 
result of combat. Neither 
card removes a creature 
from the attack, so if you 
can't block it (because of 
the Dwarven Warriors), 
Farrel's Mantle can still be 
used. 

Try using Ebony Horse, 
which removes the creature 
from the attack, instead. 
Dear Scrye: 


I recently got a 
Homarid Spawning Bed. 

It said put X Camarid 
tokens into play instead of 
Homarid tokens. Is this a 
misprinted card? 

/. Jordan 
Granite Falls, WA 
No, it's not a misprint. 

Just as dogs produce pup¬ 
pies and cats produce kit¬ 
tens, homarids produce 
camarids and thallids pro¬ 
duce saprolings. 

Greetings Scrye: 

I have a couple of 
Spellfire cards that say 
403 of 420, etc. I have not 
been able to find many 
cards to this set. Is there a 
420 card set out there, and 
if so where? Or, are the 
twenty cards that were 
added to the second edi¬ 
tion these very cards? 

/. Carr 
Punxsutawney, PA 
Spellfire First Edition is a 
400 card set marked "First 
Edition" on the back and 
numbered 1 to 400 of 400. 
When Second Edition came 
out, TSR removed 25 rare 
cards from the set and 
added 20 new rare cards. 
These new cards are num¬ 
bered 401 to 420 of 420, 
and are marked "First 
Edition" on the back even 
though they are distributed 
in Second Edition decks. 
Dear Scrye: 

If a Mahamoti Djinn 
(or any other card) goes 
to the graveyard, and 
someone uses Animate 
Dead on it, when you 
have a Vesuvan 
Doppelganger or Clone, 
does it also have to take 
the -1/-0 or not? 

J. Murdock 
San Marcos, CA 
Well, unfortunately, you 
cannot Clone or Doppel a 
card that is Animated. The 
WotC Rules Team has said 
"Clone and Doppelganger 
can only copy permanents 
created by a 'Summon' or 
'Artifact Creature' spell, or 
tokens that inherently 


count as creatures. 

They may not copy per¬ 
manents which are only 
creatures due to some sort 
of animation such as 
Animate Dead." 

Dear Scrye: 

When I cast a Control 
Magic on my opponent's 
Leviathan (for example) 
and my opponent casts a 
Control Magic on the 
Leviathan, who gets con¬ 
trol of the Leviathan? 

S. Fouladgar-Mercer I 
Manlius, NY | 
The Magic rules say 
"Whenever you have mul¬ 
tiple existing effects in 
play, apply them in the 
order that they occurred." 
This means that since you 
and your opponent have 
conflicting enchantments 
on the Leviathan (you 
can't both control it), you 
apply the Control Magics 
in the order they were cast. 
Thus, the first Control 
Magic gives you control 
over the Leviathan, but the 
second Control Magic then 
gives the control back to 
your opponent. If his 
Control Magic were to be 
removed for any reason, 
control would revert to 
you. 

Dear Scrye: 

If I tap my Orcish Spy 
(to reveal my opponent's 
top three cards in his 
library) would my oppo¬ 
nent get to look at the 
cards? 

C. Louis 

Richmond, BC, Canada 
Orcish Spy says "Look at 
the top three cards of tar¬ 
get player's library." Since 
the card doesn't say "Show 
your opponent," only you 
get to see the cards. 

Dear Scrye: 

I have just one ques¬ 
tion. I want to know why 
Serendib Efreet has a 
green border, but it 
requires blue Mana to 
unleash it. Is this a mis¬ 
print and if so what color 
is it supposed to be? 


















well tap the 
Knowledge Vault for 
you too! Send your 
questions to us and 
well go to the experts to 
get final rulings. 
Send letters to TKV c/o 
Scrye, Inc, 30617 US 
Hwy 19 N, Ste. 700 
Palm Harbor FL 34684 
or e-mail them to 
rulesd@tesser.com 


E. Grimenstein 
Audubon, NJ 
Yes, this is most definitely 
a misprint. In the Revised 
Edition, Serendib Efreet 
was amazingly butchered. 
The card text and casting 
cost was correct, but the 
border and artwork were 
from the Arabian Nights 
Ifh-Biff Efreet. Even 
though the card has a 
green border, it is consid¬ 
ered a blue card because, 
as the Magic rules say, 

"The color of a card is 
determined by the type of 
Mana you need to cast it, 
as specified in the upper 
right comer of the card. If 
a card takes more than 
one color of Mana to cast, 
it is considered all those 
colors at once. If the card 
requires no particular color 
of Mana or no Mana at all 
to cast, as with Artifacts 
and Land, then the card is 
colorless." 

Dear Scrye: 

If I were to Fork a 
Fireball or Disintegrate 
with ten Mana pumped 
into it, would I have to 
pay the ten Mana all over 
again? Or do I get the 
Mana pumped in too? 

D. Stallings 
Mill Creek, WA 
When you Fork a spell it 
copies everything about the 
spell except the targets (if 
any). This means that any 
casting costs, number of 
targets, etc. are copied. In 
the case of a Fireball, you 
get a Fireball with the 
same number of targets 
doing the same amount of 
damage. You cannot 
change the number of tar¬ 
gets or add or subtract 
Mana from the Forked 
Fireball. 

Dear Scrye: 

Can I sacrifice my 
opponent's goblins for 
Goblin Grenade? It says 
"sacrifice a goblin." Can I 
throw 4 Goblin Grenades 
on only one goblin? Or 


Collector's Edition sold. 

The Collector's Edition 
cards can be easily distin¬ 
guished from standard 
Magic cards because they 
have square corners, a gold 
border, and " Collector's 
Edition" prominently writ¬ 
ten on the back in gold. 
Collector's Edition cards 
are not legal in most tour¬ 
naments. 

Dear Scrye, 

Will this combo work? 
You have out a Maze of 
Ith with Wild Growth on 
it and a Ley Druid. The 
Ley Druid attacks. You use 
the Maze of Ith to untap 
it, giving you a Mana 
(from the Wild Growth). 
Then you tap the Ley 
Druid to untap the Maze 
of Ith. Then the cycle 
starts over. But is the Ley 
Druid now considered an 
attacking creature? 

C. Dobbins 
Pittsburgh, PA 
I know... You're probably 
thinking "Didn't last 
month's Knowledge Vault 
start out with this ques¬ 
tion?" Yes, it did-but the 
answer given was incor¬ 
rect, so here's the correct 
answer: This combination 
used to work-if you were 
using a pre-Revised Edition 
Wild Growth. However, on 
June 15, the WotC Rules 
Team issued this errata to 
Wild Growth: "Wild 
Growth only provides 
Mana when the target 
Land is tapped for Mana... 
This applies to all versions 
of Wild Growth." 

Thus, you can use a Maze 
of Ith and an attacking 
Ley Druid to untap each 
other as many times as you 
want, but no matter how 
many times you tap the 
Maze of Ith you won't get 
any Mana. 

Here's how it works: 
There are myriad chances 
for fast effects during an 
attack. First, you declare 
that you're making an 


attack. Then both par- ^ 
ties can do fast effects. 

Then attackers are 
declared. Then more fast 
effects. Then blockers are 
declared. Then-you 
guessed it-more fast 
effects. During each of 
those chances for fast 
effects, any player may per¬ 
form as many fast effects 
as she wants. So...The Ley 
Druid is declared as an 
attacker, and is tapped for 
that. Then the Maze of Ith 
is used on the Ley Druid. 

This has two effects: 
First, it untaps the Ley 
Druid. Second, it makes it 
so that the Ley Druid 
won't be able to deal or 
receive any damage as a 
result of combat. Maze of 
Ith doesn't remove the 
attacking creature from the 
attack, so the Ley Druid is 
still in every way an 
attacker. Since the Ley 
Druid is now untapped, 
you can tap it to untap the 
Maze of Ith, and then tap 
the Maze of Ith to untap 
the Ley Druid (which is 
still an attacker). This can 
go on as long as you like. 

Of course, you can still 
use this infinite tapping 
combination for other 
things. For instance, try 
putting a Psychic Venom 
on the Maze of Ith and 
then casting Reverse 
Damage after tapping it a 
few hundred times. You 
can even combine this with 
a Channel to get as much 
Mana as you want, but it 
becomes a pretty complicat¬ 
ed combo! 


do I need 4 goblins? 

Sure you can sacrifice an 
opponent's goblin-if you 
control it. The rules say 
"You cannot sacrifice a 
card under another play¬ 
er's control, nor can you 
sacrifice a creature that 
has taken lethal damage 
or is otherwise headed to 
the graveyard." 

As for sacrificing one 
goblin for four Goblin 
Grenades, the sacrifice is 
part of the cost of casting 
a Goblin Grenade. Just as 
you can't use the same 1 
red Mana to cast four 
Goblin Grenades, you can't 
use the same one goblin to 
cast four Goblin Grenades. 
Dear Scrye, 

I just bought my first 
Booster packs of Ice Age 
and I have a question. I 
didn't buy a starter deck 
because I already have 
enough Land and since 
the Land in starter decks 
is the only reason I would 
need to buy one unless I 
was just starting out or I 
needed a rulebook. So I 
bought three Booster 
packs. And since I didn't 
buy a starter deck I don't 
have a rulebook. So please 
answer this one question: 
What does cumulative 
upkeep mean? 

Lou Frascogna 
Jackson, MS 
Well, first of all, let me 
point out that Ice Age has 
a special type of basic Land 
called "snow-covered 
Land" which can only be 
found in starter decks. 
These snow-covered Lands 
are affected by or affect 
other cards in the Ice Age 
expansion, so between that 
and getting a rulebook, 
those of you who are stay¬ 
ing away from starter 
decks to avoid basic Lands 
may want to think twice. 

Cumulative upkeep is a 
special type of upkeep that 
gets bigger each turn. If a 
card has a cumulative 


upkeep of 1 Mana, for 
example, you would have 
to pay 1 Mana during the 
first upkeep after the card 
comes into play, 2 Mana 
during the second upkeep, 

3 during the third, and so 
on. This can get pretty 
expensive after a while, 
and if you choose to not 
pay the upkeep, the card is 
buried. 

Dear Scrye: 

White Knight attacks. 
Land Leeches block. Who 
dies? What's up with the 
M:TG Collector's Edition? 

I bought an Icy for ten. 

D. Perkel 
Atlanta, GA 
The White Knight is a 2/2 
creature with first strike, 
and the Land Leeches are a 


2/2 creature with first 
strike. When you go to 
resolve combat damage, all 
creatures with first strike 
simultaneously deal their 
damage first , and then you 
check for creature deaths. 
Then any creatures without 
first strike that are still 
alive get to deal their 
damage and you check for 
creature deaths again. In 
the situation above, the 
White Knight and the 
Land Leeches will each 
deal two damage to the 
other and both will die. 

The Collector's Edition 
was a boxed set of all the 
cards that were in the Beta 
Edition (363 cards). There 
were 10,000 of the U.S. 
Collector's Edition and 
5,000 of the International 
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young and old. With prepara¬ 
tions under way on the CNE 
grounds for the Molson Indy, it 
would have been great to see the 
Batmobile do just one lap of the 
Indy track, letting go the twin 
rear parachutes right in front of 
the Automotive Building (just 
dreaming, of course - this was 
not done). 

Spider-Man and Wolverine 
seemed to have thoroughly 
enjoyed the weekend. They 
roamed freely about the build¬ 
ing, impressing those youngsters 
who were not playing POG or 
stuck to the Batmobile. 

Chaos Comics had artists 
and writers on hand from Lady 
Death, Evil Ernie, and Razor. 


They were signing autographs 
steadily, selling limited edition 
issues of their comics and a t- 
shirt of Razor that was easily the 
coolest shirt I saw all weekend. 

TSR had a table manned by 
Jim Ward, who was playing the 
relatively new TSR game, Blood 
Wars, one-on-one with any inter¬ 
ested passersby. Free Starters of 
Blood Wars, Spellfire and 
Boosters of Dragonlance were 
available to anyone who asked. 
Pretty good marketing actually, 
for a power-house roleplaying 
company that desperately needs 
a slice of the card game pie. 

Having played Spellfire with 
other people's cards, it will be 
nice to have my own cards for a 
change. After reading the rules 
for Blood Wars and glancing at 


the cards, I admit it 
appears a lot more 
interesting (and less 
complicated) than I 
was led to believe. 

At odd times, TSR 
artists, Elmore and 
others, were signing at 
the TSR table. This 
was conveniently close 
to the Guardians 
booth, which claims 


to have a few TSR veterans on 
their own team. The FPG staff 
demonstrated play of the not- 
yet-released Guardians game 
using pre-alpha mock-up cards. 
Daedalus Games was also 
demonstrating their yet-unre- 
leased game, Shadowfist, on 
mock-up cards - both of these 
games look great. 

Galactic Empires had an 
impressive display and ran 
demos all day Sunday. Robert 
Kraus, one of the GE artists, had 
his own table selling his own 
publications and prints. He men¬ 
tioned that his comic book char¬ 
acter, Chakan, the forever Man, 
besides already appearing in a 
Sega video game, will become an 
indestructible Galactic 
Empires card in the near 
future. 

Naturally, the most 
innovative and colorful 
display was Wizards of 
the Coast. The undisput¬ 
ed Lords/god/King Bufu 
of Collectible Card 
Games promoted card 
and roleplaying products: 
M:TG, Primal Order, and 
SLA Industries. I heard 
very little about Vampire: 
The Eternal Struggle 
(besides the rumor of a 
mysterious Jyhad tour¬ 
ney). Demos 
of Robo Rally 
went on con¬ 
tinuously. 

WotC's 
biggest con¬ 
quest of the 
weekend, how¬ 


allowed to 
leave in the 
middle of 
rounds, and 
breaks between 
rounds were on 
the order of 3-5 
minutes, there 
was some dis¬ 
comfort. 
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f EIRDHESS... 

I mean, some things you can 
expect when you get out of bed 
in the morning and they still 
take you by surprise when they 
happen, but others... 

The Magic: The Gathering 
Duelist Convocation three day 
event, held in the Automotive 
Building at Exhibition Place, in 
Toronto, Ontario, surprised a lot 
of people for many different rea¬ 
sons. 

The Canadian Nationals kept 
a low profile. Unless it was all 
over on Friday (I didn't get there 
until Saturday), I don't know, 
but only one or two people I 
talked to had even registered for 
it and most of them dropped out 
to play Ice Age. 

By far, the Ice Age sealed 
deck tournament drew the 
biggest crowds. Players were 
pleasantly surprised to find that 
the Starter deck and Booster pack 
of Ice Age cards were compli¬ 
mentary; this, after the advertise¬ 
ments clearly stated that decks 
could be bought at the time of 
registration. 

As might be expected, the Ice 
Age tournament decks, sched¬ 
uled to be handed out at 11:00 
am Saturday, did not reach their 
new masters until 1:20 pm 
(slightly into the second round 
of what was supposed to be the 
tournament proper). 

Seventy-five minutes 
were allotted to deck 
constmction, so the 
tourney could begin at 
2:35 pm and because of 
the late start, the first 
couple of rounds were 
somewhat mshed. Since 
players were not 


Meanwhile, 
word spread 
of the Ice 
Age speed- 

tournament on Sunday. 
For $5.00, players would 
receive another 
Starter/Booster of Ice Age 
and play games all day, 
as fast as possible, for 
the most wins. Well... 
many players already 
had a taste of Ice Age 
from Saturday (it is a 
wonderful expansion, 
but more on that later), 
and here was a great 
excuse for a lot of people 
to opt out of the smaller 
Sunday events, with a 
refund. 

As a result, the Type 
II Singles and Type II team 
revised scheduled for Sunday 
did not happen as planned. 
Organizers did not seek new 
players to replace those who had 
jumped ship. I do not know 
which other events were can¬ 
celled that day (if any). There 
was the mmor of a Jyhad tourna¬ 
ment somewhere on the premis¬ 
es (and me without my Jyhad 
deck), but no one I talked to had 
seen it or any of the players. 
Maybe they didn't want to vio¬ 
late the 
masquerade. 

Besides Kato Kaelin, Adam 
West was on hand with the crew 
from team Batmobile. The illus¬ 
trious black vehicle was revved 
up at various intervals through¬ 
out the program,to impress 
Batman fans 


All Photos Courtesy of Josh Hall 


I was lucky enough to get in 
on the Ice Age World Premiere 
Sealed Deck Tournament in 
Toronto (thanks Joanne). We 
were each given one Starter 
Deck, one Booster Pack, and one 
of each basic Land. Out of this 
80 card total, we were instructed 
to build a deck with no less than 
40 cards. The leftover cards were 
considered the Side-Board. After 
careful consideration, I talked 
myself out of running all five 
colors and instead ran all but 
blue, despite the fact that blue 
had my largest creature (the 
Illusionary Forces, a 4/4 flyer 
with a cumulative upkeep of 1 
blue). My deck started out at 42 
cards and ended up, after win¬ 
ning some ante (all matches 
were for ante), at 48 cards. 

The tournament was really 
fun, despite starting over two 
hours late (yawn!). My first 
match was won in two games, 
thanks mostly to my two 
Norritts and the Icy Manipulator. 
The next match I won in two 
games using my Skyknights and 
Skycaptain (white flying, band¬ 
ing, first strikers). In the fourth 
match I won two out of three 
mostly because my opponent 
did not get many creatures out 
and when he did they were just 
not up to the test. In that match 


ever, was 
unmistakably 
the world pre¬ 
miere of Ice 
Age; the latest 
stand-alone 
expansion set 
for M:TG. 

What a beauti¬ 
ful set it is too; enough to satisfy 
even the staunchest critic of 
Fallen Empires. It introduces 
snow-covered Lands and two or 
three new rules, such as cumula¬ 
tive upkeep and drawing cards 
on the next upkeep, but overall 
play hasn't changed. Magic: The 
Gathering, however, may never 
be the same; when you get these 
new cards in your 4th Edition 
decks with a few Chronicles in 
July, those have-it-all-know-it- 
all's with Moxes and Lotuses bet¬ 
ter watch out (serves them right - 
sour grapes (grin!)). 

A rule follows with any event 
such as this; if you have fun you 
can't lose. As a good time was 
had by all (those who survived 
the cafeteria cuisine), I saw a lot 
of winners walk away from the 
Duelist Convocation Canadian 
Tournament. Kudos to Wizards 
of the Coast and the boys from 
1,000,000 Comics for pulling it 
off. 

R. “Psych" Gregory 

SCRYH Reporter 


I split the first two games and 
the last game came down to who 
had the most life at the time. 
With a little dipping into my 
side-board, I managed to 
scrounge enough direct damage 
to have a four life lead when 
time was called. 

By winning four rounds I 
actually placed in the final 32 
and gained the distinction of 
being a Finalist. Unfortunately, I 
was eliminated in the first round 
of the Finals. My opponent 
(Trevor Hart owes me a 
rematch!) smashed me with a 
Scaled Wurm, despite the fact 
that I managed to gain control of 
it and defeat him in the first 
game. (Not bad, even for a guy cart¬ 
ing around his 4 month old son). 

All in all, I enjoyed myself 
thoroughly. The people at 
Wizards are really friendly (even 
when they are stressed). All of 
my opponents were courteous 
and challenging players. The city 
of Toronto has a fantastic night 
life. 

Josh Hall 

Scryi Regional Advisor 
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Wizards of the 
Coast News 







Homelands! The next expansion set for Magic: The 
Gathering is coming in two shipments, one in 
October and one in November. The 8-card Booster 
packs will sell for $1.75 "Hidden away by a mysteri¬ 
ous wizard for generations, the forgotten world of 
Homelands awaits discovery! Revealed within are 
many peoples, cultures, and creatures in a realm of 
complex allegiances and sinister plots. What secrets 
will you uncover as you venture into Homelands?" It 
is a Limited Edition set of more than one hundred dif¬ 
ferent black-bordered cards. 

WotC will have a new edition of the M:TG Pocket 
Players Guide out in August. It will 
include text relevant to 4th 
Edition and Ice Age. 

WotC has announced that the 
site of the Magic World 
Championships will be in Seattle 
(August 4-6), and not in 
Milwaukee at GenCon. 

In September, the suggested 
list price of 4th Edition, Ice Age 
and Chronicles is increasing. Starter 
Decks go to $8.95 [$89.50/box], Booster packs to 
$2.95 [$ 106.20/box) and for Chronicles, $2.45 
[$ 110.25/box]. Increases in paper prices, printing costs, 
and the dramatic fall of the US dollar in the interna¬ 
tional market were cited by WotC as the reasons. Even 
at the new prices, these cards will still be cheaper than 
Star Trek and Star Wars CCG cards. 

Coming in August from WotC are two new T-shirts. 
The black Fallen Empires shirt has the artwork from, 
"Order of the Ebon Hand", by Christopher Rush. The 
white Ice Age shirt has Richard Kane-Ferguson's "Elder 
Druid". 

Ultimate Games News 

Ultimate Games is proud to announce the upcom¬ 
ing release of the first expansion set for Ultimate 
Combat!, the martial arts trading card game. "The 
Ancient Fighting Arts of 
China" will introduce six 
new series of techniques: 
Rung Fu, Tai Chi, Shao 

_ Lin, Creature Styles, 

' "^T\ZT _ r Chinese Wrestling, and 

I Drunken Styes, as well as 

two new classes of cards, 
Impact cards and Coach cards. CHINA will have over 
120 new cards, which will include several "Easter 
Eggs" from the wide world of CCGs, and will feature 
enhancements to both the look and play of Ultimate 
Combat!. Playing in Ultimate Combat! tournaments 
might get you a nifty belt rating like I have. 

Caliber Game Systems 

Powercardz (First Strike) was released in June. It's a 
two-player game wherein super-heroes and super-vil¬ 
lains mix it up in a versatile and exciting combat sys¬ 
tem. The inclusion of special Enhancement cards 
lends to the game by enabling participants to either 
positively or negatively affect Character cards during 
play. Cards range from common to ultra-rare and the 
entire Set One totals 300 cards. 

Spawn Powercardz arrives in August. Powercardz' 
first expansion features Spawn, by its creator Todd 
McFarlane. The entire set numbers 180 cards ranging 
from Common to Ultra-Rare and is designed to play 





by itself or combine with the 300 card 
Powercardz set and contains Violator, Angela, 

Overkill, the Clown and more. 

Powercardz (Second Strike) arrives in August 
too. It adds 60 new cards into Powercardz' First 
Strike. A total of 220 of the 300 card Set One 
will be available. Characters from Big Bang, 

U.N. Force and the villainous Arcana debut in 
the Second Strike as well as special Ultra- 
Enhancement cards, Mission cards and Territory 
cards. 

Daemonstorm: Realm of the Dead comes to 
stores in October. This fantasy-horror CCG is 
based on characters from Caliber's Deadworld 
and The Realm series, such as King Zombie, 

Terroreck, Silverfawn, Othaaris, Darkoth and 
many more. This new collectible card game has 
participants taking up the role of a god-like 
deity. Link realms and recruit fanatical disciples, 
control Simulacrums and traverse the 
Demonstorm between worlds as you seek to 
attain the ultimate goal...manifestation on the 
material plane! 

Atlas Games 

Arcana To Feature Chase 
Cards - Atlas Games has 
announced that Arcana, the third 
expansion to On the Edge (on 
schedule for August 1995 release), 
will feature chase cards. Each dis¬ 
play box will contain one of four 
designs, placed loose under the 
Booster packs. Due to the limited size of the 
Arcana print run (the size of which has not yet 
been made public), the four chase cards are 
expected to be the rarest On the Edge cards yet 
in existence. 

Comics & CCGs 

Acclaim has three new Magic comic books 
debuting in July. Two new mini-series, Magic: 

The Gathering — Wayfarer and Antiquities — 

War On The World of Magic: The Gathering, 
and a single-issue story Magic: The Gathering 
Special — Nightmare. Nightmare features a 
painted cover by Melissa Benson. 

FPG has recently announced that their 
Guardians game will be the subject of a new 
Dark Horse comic series. Expect to see it materi¬ 
alize in January... 

New Releases... 

Coming in July from 
Knight Press Games is Realms 
Arcana. The Dark Dungeon 
Starter deck has 60 
cards, a six-sided die, 
a Ral Partha minia¬ 
ture, and two 2" 
medallions. There are 
three types of cards: 
Champion, Territory 
and Encounter. There 
are more than 130 

cards in the set. The art on the cards are B/W 
illustrations which were subsequently colored, 
like INWO, but the cards are painted primarily 
in pastel colors. "V 

Brady Games, the division of Macmillan 
Computer Publishing, which should bring us the Star 
Trek: The Next Generation Customizable Card Game 
Official Player's Guide in July, is working on two more 
projects for our field. The first one we will see is the 
Totally Unauthorized Guide to Magic: The Gathering 
Card Game. 
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Atlas/Trident: On The Edge 

On The Edge Unlimited 
On The Edge Standard 
Cat-Ups Expansion 
Shadows Expansion 
Card Sharks: Super Deck! 

Columbia Games: Dixie: Bull Run 
Dixie: Shiloh 

Companion Games: Galactic Empires 
Primary Edition 
New Empires 

Decipher: Star Trek: The Next Generation 
Star Trek: TNG Unlimited 
Star Trek: Warp Pack 

Heartbreaker: Doomtrooper 

Doomtrooper-Inquisition 
Doomtrooper Foreign Editions 
Mag Force 7: Star of the Guardians 
Mayfair Games: SimCity — The Card Game 
Medallion Games: Echelons of Fury 
Echelons of Fire 
Mullisim: Kabul (French) 

October Games: Divine Intervention (French) 
Steve Jackson Games: Illuminati: nwo 

Illuminati Factory Set 
INWO (German) 
Thunder Castle Games: Towers in Time 
TSR: Spellfire 

Spellfire Expansions: Ravenloft 

Dragonlance 
Forgotten Realms 
Artifacts 

Blood Wars 

Blood Wars Booster #/ 

Blood Wars Booster #2 Factols & Factions 

Ultimate Games: ultimate Combat! 

U.S. Games Systems: Wyvern-Premiere 
Wyvern-Limited 

White Wolf Game Studios: Rage 
wizards Of the coast: Magic: The Gathering 
Magic: The Gathering Collector's Edition 
Magic: The Gathering (Italian) 

Magic: The Gathering (French ) 

Magic: The Gathering (German) 

Magic: 4th Edition 
M:TG Expansions: 

Arabian Nights Antiquities 
Legends The Dark 
Fallen Empires Ice Age 
lyhad 

The other is a new collectible card game, Mortal 
Kombat Kombat Cards. Brady Games has announced 
Mortal Kombat collectible card game. It's coming in 
October and is based upon the world of Mortal 
Kombat 3. This is the first CCG to be based upon a 
video game. This should be interesting to see, as I 
don't believe the MK world has a lot of detail to draw \ 
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from. The Limited 
Edition Blood Border 
decks will sell for $7.99 and the 
Boosters for $2.50. 

WotC & FPG 

Coming from FPG (Guardians) in 
September is the Everway Companion 
Collector Cards for use with the 
Wizards of the Coast roleplaying game, 
Everway. The set of 90 cards was hand¬ 
picked by WotC's Everway team. They 
feature an incredi¬ 
ble lineup of 
artists... Rowena, 
Sanjulian, Ken 
Kelly, Don Maitz, Tim White, Mike 
Ploog, Roger Dean, Jeffrey Jones, David 
Cherry, James Warhola, Chris 
Achilleos, Richard Hescox, Darrell K. 
Sweet and Bernie Wrightson. They 
come in packs of ten cards and there 
are six metallic chase cards to lead you 
into stores this October. 

Heartbreaker News 

For Heartbreaker Hobbies' Mutant 
Chronicles games (Doomtrooper is set 
in that world), both a Sega Genesis 
and Super Nintendo video game will 
be hitting stores this Summer. It fea¬ 
tures Mitch Hunter and Max Steiner, 
armed to the teeth and fight¬ 
ing their way through 
Venusian jungles, Martian 
deserts, Mercurian cave sys¬ 
tems, and the Citadel of 
Nepharite Overlord Alakhai 
himself! 

Pressman Film Corp. is 
developing Mutant 
Chronicles for the Big 
Screen. The film's producer is 
Edward R. Pressman, (film credits 
include Conan The Barbarian, Wall 
Street, Das Boot, The Crow, and Judge 
Dredd). Special-effects wiz, Stephen 
Norrington, whose first movie, Death 
Machine, caught Pressman's eye, will 
direct. 

A Doomtrooper Player's 
Companion book is coming in 
October. This guidebook has rule addi¬ 
tions, hints for both beginners and 
advanced players, and lots of back¬ 
ground information on the world the 
game is based upon. 

THE CROW 

Based on the dark horror film 
released in 1994, The Crow CCG is tar¬ 
geted for a September debut. It 
includes artwork by 
James O'Barr and 
several previously 
unreleased shots 
from the movie. 

The Crow comes in 
Master Boosters of 15 
cards plus complete 
rules. You'll want to start 
with at least four 
Booster packs. There are 
over 100 cards in the set, with ten 
extremely rare prism cards by O'Barr. 
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GOLDENEYES, JAMES BOND 007 

Coming in November, this CCG 
features pictures from Goldeneyes, this 
Fall's James Bond movie starring Pierce 
Brosnan, and pictures from most or all 
of the earlier movies. Starter decks con¬ 
tain 44 cards drawn from a set of 112. 
There will be Ultra Rare hologram 
cards featuring villains and women of 
the James Bond saga. Also in 
November, the first expansion comes 
out, titled 007-Q. It features the fasci¬ 
nating equipment, most sinister traps, 
and surprising vehicles from the 
movies. The 15-card Boosters draw 
from a set of 122. The second expan¬ 
sion, Villains & Women, a set of 115 
cards, is targeted for January. 

KULT 

This is a new CCG based upon the 
adult horror roleplaying game by 
Metropolis. You take on the role of 
either an Archon or Angel of Death, 
and manipulate the Realms of Passion, 
Dreams, Death, and Madness to 
achieve your goals. Of the more than 
300 cards in the set, the special 
Archons and Angels of Death cards will 
be printed with engraved super-lux 
prism technique. This is due out in 
October. 

In August comes Warzone, the sec¬ 
ond expansion for Doomtrooper. 
(The first expansion, 
Inquisition, is due out in early 
July.) A 100-card set, Warzone, 
focuses on the powerful corpo¬ 
rations. It also features a new 
card type, Warzones. They allow 
you to instantly change the 
scene of battle, giving your 
troops considerable advantages 
on their "home turf", while 
adding to your opponent's misery. 

Fight your way out of the deserts of 
Mars, the jungles of Venus, or the cav¬ 
erns of Mercury. 

Warzone will be a one-time Limited 
Edition printing. Besides the red pin¬ 
stripe on the border of the cards, there 
will also be a distinct logo on the face 
of the card to distinguish that the card 
is from the Warzone expansion. 

M0RTIFICAT0R 

Scheduled for Fall '95, MORTIFICA- 
TOR, is the third expansion for 
Doomtrooper. Released along with a 
four-issue comic and PC CD-ROM 
game, both with the name MORTIFI- 
CATOR, this expansion will circle 
around the Mortificators, the clandes¬ 
tine assassins of the Brotherhood and 
bring some new dimen¬ 
sions into Doomtrooper, 
such as covert operations 
and secret warfare. It will 
also focus on the plot, charac¬ 
ters and villains in the story. 

Just like INQUISITION and 
WARZONE, MORTIFICATOR 
will be a Limited Edition run 
marked with the red pinstripe 
and a discrete logotype in the bottom 
right corner of the picture, indicating 


These Games & Expansions are Coming 
Soon ... 

Atlas/Trident Games: On The Edge Standard Edition 
OTE Arcana (August) 

OTE Wetworks (November) 

Black Dragon Press: Tempest of the Gods (July) 

Brady Games: Mortal Kombat Kards (Oktober) 

Cactus Game Design: Redemption (July) 

Calibre Game Systems: Powercardz: Second Strike (August) 
Spawn (August) 

Daemonstorm: Realm of the Dead (Oct) 
Card Sharks: Super Deck! Expansion 
Cardz Distribution: Hyborian Gates (July) 

One on One NFL Game (September) 
Chameleon Eclectic Entertainment: The Last Crusade (October) 
Columbia Games: Eagles: Waterloo 

ComiCO Games: Chrysalis: Borne of the Supernature (August) 
Comic Images: Star Quest: The Regency Wars (August) 
Companion Games: Powers of the Mind (July) 

Time Gates (August) 

Advanced Technologies (November) 
Daedalus Games: shadowfist (July) 

Shadowfist Standard (August) 

Combat in Kowloon (August) 

Netherworlds (September) 

Decipher Games: Star TrekiTNG Alternate Universe (August) 

Star Wars CCG (October) 

Star TrekiTNG QrContinum (Fall ‘95) 

Star TrekiTNG Holodeck Adventures (Dec 95) 
FPG: Guardians (August) 

Heartbreaker/Target AB: Doomtrooper: Warzone (September) 

Doomtrooper: Mortificator (late Fall) 
Super Nova CCG (July) 

The Crow CCG (September) 

James Bond Goldeneye (November) 
iron Crown Enterprises: Middle Earth (tba) 

Isomedia/AEG: Legends of the Five Rings (October) 

Knight Press Games: Realms Arcana (July) 

Last Unicorn Games: Heresy: Kingdom Come (September) 

Mag Force 7: Wing Commander III (August) 

Marvel/Fleer: Overpower (August) 

Metropolis/HHG: Kult (October) 

MicroProse: MagiciTG CD ROM (October) 

MagiaTG CD ROM II (Winter) 

New Millenium: Battlelords (July) 

Outer Earth: Moons Of Khadar (Aug) 

Parker Brothers: Star TrekiTNG CCG 2-Player Set 

Star Wars CCG 2-Player Set (Dec) 

Portal Productions: Portal (October) 

Precedence: Gridiron Fantasy Football (October) 

Steve Jackson Games: IlluminatiiNWO Unlimited (July) 

IlluminatiiNWO Assassins (August) 
Thunder Castle Games: Highlander (July) 

Towers in Time: Greek (October) 

Towers in Time: Amazon (December) 
TSR: Spellfire: Powers (August) 

Blood Wars Expansion: Powers & Proxies (August) 

Dragon Dice Collectible Dice Game (August) 

Ultimate Games: The Mystic Fighting Arts of China (August) 

U.S. Games Systems: Wyvern: Phoenix (July) 

Wyvern: Kingdoms (Fall) 

White Wolf Game Studios: Rage Unlimited (August) 

Rage: The Umbra (August) 

Rage: The Wyrm (December) 
Wildstorm Productions: wildstorms (August) 

Wizards Of the Coast: Magic: Chronicles (July) 

Vampire: The Eternal Struggle (August) 
VampireiTES Dark Sovereigns (September) 
Magic: Homelands (November) 















COMING SUMMER '95! 


Ancient Greeks named the creatures that brought art across dimen¬ 
sional boundaries. Collectively, they were known as muses, and in 
myth, each held dominion over a specific talent. In reality each muse 
was an entrance to a parallel universe, and mortals with courage and 
vision found their way in. If they survived, the art and knowledge 
they brought back enriched and advanced mankind. 

Two well known explorers of these alternative realities are BORIS 
VALLEJO and JULIE BELL. Their art speaks volumes about the 
mystical characters, nightmare creatures and heroic warriors they 
encountered on inter-dimensional journeys. 

The HYBORIAN GATES card game brings this fantastic collection of 
art to life. 

Players collect and create special decks which pit magic against tech¬ 
nology, or vehicles against monsters, or any combination of powers 
unique to the six races included in the starter sets. Controlling power¬ 
ful vortex gates, players project heroes, monsters and troopers to bat¬ 
tle for control of parallel universes. 

Infinitely expandable, HYBORIAN GATES is the new generation in 
collectible card games. 


Meet the artists of 
HYBORIAN GATES, 
Boris Vallejo and Julie Bell, 
at GEN CON® Game Fair. 


Jo// e Ben . 
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from what expansion the 
j card is taken. Mortificator 
j will include 122 new cards and it is sched- 
| uled for November '95. The Boosters will 
| be printed on a deep metallic black foil. 

Wing Commander III 

Mag Force 7 will design, produce and 
distribute a collectible trading card game 
based on the best-selling CD-ROM com¬ 
puter game, WING COMMANDER III: 

Heart of the Tiger, from Origin Systems, 

Inc. Designed by award-winning game 
designer Jeff Grubb, and Don Perrin, the 
designer of the STAR OF THE GUARDIANS 
trading card game, the WING COMMAN¬ 
DER Collectible Trading Card Game fea¬ 
tures space-fighter combat in a collectible 
trading card format. 

The computer game WING COMMAN¬ 
DER III will cost over 4 1/2 million dollars 
to produce, making it the most expensive 
computer game ever created. Its cast of 
Hollywood stars include Mark Hamill, 

John Rhys-Davies and Malcolm McDowell. 
The card game will feature these stars with 
their own cards — not as stills, but as 
photo-realistic paintings. Tentative release 
date is August 15 and the Limited Edition 
print run will be 12 million cards. There 
are 300 cards to the set. A box of Starters 
has 6 red decks (Kilrathi) and 6 blue decks 
(Terran Confederacy). Suggested prices are 
$8.95 for a deck, $2.95 for a Booster. 

TSR News 

From TSR: Collation changes for 

Escalation Pack #3: Powers & 
Proxies. Two thirds of the 
packs will have 9 Commons, 
4 Uncommons and 2 Rares. 
The balance of the packs will 
have 8 Commons, 4 
Uncommons, 2 Rares, and 1 
Chase. 

Interplay Productions plans a new divi¬ 
sion to create games based on the licensing 
agreement it signed with TSR, Inc., produc¬ 
ers of the best-selling line of Advanced 
Dungeons & Dragons games. Interplay 
owns the exclusive license to produce all of 
the electronic entertainment games for 
TSR's Forgotten Realms and Planescape 
product lines. The new division will be led 
by Mark O'Green, division director, and 
will include over 50 artists, designers and 
programmers. The first products are sched¬ 
uled to be released in the fourth quarter of 
1995 and will not only be traditional role¬ 
playing/adventure games, but will also 
include strategy, simulation and action 
games. Interplay titles include Descent, 
Cyberia, Boogerman, Voyeur, Battle Chess 
and C2: Judgment Clay. 

Chameleon Eclectic 

Coming in early October from 
Chameleon Eclectic Entertainment is The 
Last Crusade, a collectible card war game 
based on the battles of World War II. The 
Last Crusade is based on the invasion of 
France by the allies and the Battle of the 
Bulge - the struggle between the American 
and German forces in Northern France, 
Belgium and Germany in late 1944 and 



early 1945. (In fact, the first release of the 
game will be labeled the "50th Anniversary 
Edition" to reflect the 1995 anniversary of 
the end of the war.) Cards feature infantry, 
armor and air units from both German and 
American forces (each card generally repre¬ 
senting a platoon-sized element), as well as 
terrain, leaders, fortifications and special 
events. The game rules elegantly combine 
forces as diverse as combat engineers and 
strategic bombers, and provide for an infi¬ 
nite variety of tactics, while retaining the 
realistic feel of a true historical game. The 
Last Cmsade will be sold in 60-card decks 
($9), each containing enough German, 
American, and Terrain cards for a two-play- 
er game. The card set includes 300 individ¬ 
ual designs, in three levels of rarity. There 
will be ten Rare cards per deck, making it 
relatively easy for players to quickly accu¬ 
mulate a wide selection of unusual cards. 

RAT-at-tat-tat... 

From Corglenberg Ltd. comes 
Gangland, a mob wars game of the 1920's 
and 30's. Although it's not a collectible 
card game, they have plans to release col¬ 
lectible expansion sets. 

Microprose Update 

Magic: The CD ROM has now been 
delayed until October. However, a mini 
working version is coming out in July...it 
should cost $5 in most 

computer soft¬ 
ware stores. 

We've gotten a 
look at the latest 

demo...this is very cool! In winter of '96 we 
may see Magic: The CD-ROM II - an expan¬ 
sion. 

In early June, Microprose announced 
that GEnie was the online service chosen to 
have the online version of the game. Many 
M:TG players aren't happy about this, as 
most who use an online service are using 
AOL or CompuServe, or even The 
Imagination Network. 

Hot Summer Stuff 

From Reaper Miniatures, also in July, 
comes the new 
| Scrye Life 
! Counters. 

Sculpted by Julie 
Guthrie, the high¬ 
ly readable enam¬ 
eled disk comes in 
six colors. A small 
dragon wraps a 
wizard's arm com¬ 
ing from the ground, 

clutching a brilliant 12mm German crystal. 
We saw these at the GAMA trade show - 
they're very cool! Also coming in July is the 
Scrye Ultimate Combat! Hit Point Counter 
by Reaper Miniatures. Yes, in black, and 
also three Hit Point Counters that go from 
-259 to +259 hit points. 

In July, Wordware has a new 144 page 
book coming out called "Learn Magic 
Cards". I think you can guess what it's 
about. In August, their third book on 
Magic comes out, titled "Deep Magic: 
Advanced Magic Card Strategies". Yes, 240 



July 28 - 30, 1995 
DARK CON II 
Gaming Convention 
Ramada Inn, Norman, Oklahoma. 
Special room rate $42. 

(405) 321-0110 
7 Player of the Year Events. 
Darkmoor's 6th Annual 3 Round 
2nd Ed. AD&D Singles 
Tournament, RPGA Teams 
Tournament, Living City Event, 
Startleet Battles, Interactive 
Video Board Games and much 
more. 

Contact: Jonathan Keepers, 57 
Landers Ct., El Reno, OK 73076, 
(405) 376-4959. No COLLECT 
CALLS OR CALLS AFTER 10 PM CST. 

August 5 - 6, 1995 
TOLCON XIII 

Toledo's Tradition of Gaming 
Excellence. Scott Park Campus, 
University of Toledo 

$8 FOR WEEKEND, $5 PER DAY. 

Event tickets $1 - $3. Dealer's 

ROOM, MOVIES, AUCTION, PAINTING 
CONTESTS, ROLEPLAYING, MINIATURES 
BATTLES AND BOARDGAMES. CONTACT: 

TOLCON XIII c/o MIND GAMES, 
2115 N. Reynolds, Toledo, OH 
43615 (419) 531-5540. 

August 9 - 13, 1995 
GAMEFEST XVI CONVENTION 
Old Towne, San Diego, CA 
Events include AD&D, D&D, 
Civilization, Diplomacy, Battle 
Tech, Vampire, Rifts, Warhammer 
40 K, Merp, Axis and Allies games. 
Miniature wargaming, trivia and 

FIGURE PAINTING CONTESTS. $20 
UNTIL July 31, $30 at door. 
Contact: Gamefest XVI, 3954 
Harney Street, San Diego, CA 
92110. 

August 10-13 

GENCON GAME FAIR 1995 
MECCA Convention Center , 
Milwaukee, WI. Celebrity Guest, 
James "Scotty" Doohan of Star 
Trek and other special guests. 
Over 1,300 events, tournaments, 

NEW GAME RELEASES AND MORE. 

Contact: GenCon Game Fair, 201 
Sheridan Springs Road, Lake 
Geneva, WI 53147 
(414) 248-0389 FAX, 

Email: TSRINC@AOL.COM 
August 27, 1995 
MAGICON 

Holiday Inn Holidome, Suffern, 
NY (Exit 14B off NYS Thruway) 
$15 Pre-registration, $20 at 
door (Includes Admission and 
Registration Packet) $5 Adm. at 
Door. Magic: The Gathering 
Tournament and Auction (One 
Day Event - 9:00 am - 5:00 pm). 
Contact: TJ's, Lloyds Shopping 
Center, 330 Rt. 211 East, 
Middletown, NY 10940 
(914) 341-1867 

September 1 - 3, 1995 
FOX CON '95 - 

EMPEROR'S BIRTHDAY CON 15 
Arlington Park Hilton, 

Arlington Heights, IL 
Historical miniatures, Fantasy 
and Sci-Fi Miniatures, RPG, 

DBM, Magic and Spellfire tour¬ 
naments AND BOARD GAMING. 
Contact: Randy Geisey, Jr., 1775 
Ashford Circle, Wheeling, IL 
60090-5100 (708) 647-3673 
September 1 - 3, 1995 
MAGE CON SOUTH X 
Hilton in Sioux City, IA 
Miniature, Board, RPG, War 
Games, Computer and Collectible 
CARD GAMES. $10 BEFORE AUGUST 
15th, $15 AT door/$8 a day. 
Contact: Kurt Lyons at MAGE 
Con South X Registration, PO 
Box 114, Sioux Center, IA 51250 
(712) 258-7403 

September 1 - 4, 1995 
NANCON 88 XVII 
Texas' Premier Gaming 
Convention 

Ramada Hotel Northwest, 


Northwest Freeway, 

Houston, TX 

Special game industry guests: 
Scott D. Haring - Steve Jackson 
Games. 

Historic, RPG, Puffing Billy and 

OTHER TOURNAMENTS, DEALER'S 
ROOM AND MORE. $20 FOR 4 DAYS 
before August 19, 1995. $25 at 
door. September 8 - 10, 1995 
Fanfaire 1995 Convention 
Woodside Convention Complex 
Palmetto Expo Center, 

Greenville, SC. $20 for 3 day 
pass. 3 different M:TG and Living 
City events as well as various 

OTHER TOURNAMENTS. 

Contact: Fanfaire Productions, 
PO Box 1801, Greenville, SC 
29602-1801. 

September 22 - 24, 1995 
COMICS, TOYS & 

MAGIC: THE GATHERING EXPO 
San Francisco Cow Palace 
$6 Admission. (Call for info, on 

DISCOUNT AND FREE ADMISSION). 

Top artists from Marvel, Image 
and Harris Comics. Contact: Bill 
Lee at (415) 522-3838 

September 22 - 24 
SHORECON '95 

Berkeley Carteret Hotel, Ocean 
Avenue in Asbury Park. Board, 

CARD, LIVING ACTION, MINIATURES 
AND RPG'S AS WELL AS A SLATE OF 
COMIC, SCIENCE FICTION AND MEDIA 

activities. Contact: Andrew 
Durston at Multigenre, Inc. 

(908) 530-5211 

September 22 - 24, 1995 
Fields of Honor IV 
Gaming Convention 
$10 FOR WEEKEND, $5 PER DAY, $1 
visitor PASS. War, miniature, 

BOARD AND CARD GAMING. MAGIC:TG 
TOURNAMENTS, RPGA EVENTS, DEAL¬ 
ERS AND PAINTING CONTEST. 

Contact: Fields of Honor, 6501 
Douglas Ave, Urbandale, IA 
50322 (515) 253-0907 

September 23 - 24, 1995 
CAPITALCON XI 
$10 Both Days - No Game Fees 
Prairie Capital Convention 
Center, 

Springfield, Illinois. Miniatures, 
Board Games, RPG and M:TG 
Tournaments. Contact: John W. 
Holtz, 400 E. Jefferson, #508, 
Springfield, IL 62701, (217) 753- 
2656 

October 6-8, 1995 
HEXACON 95 

Holiday Inn Market Square, 

High Point, NC 

Guests of Honor: Designer, Tim 
Olsen; Artist, Tony Diterlizzi. A 
Rated Ace Star Fleet Battles 
Tournament. Charity & Slave 
Auction, Magic: The Gathering 
Tournament with cash prizes, etc. 
($15 by September 15; $20 at the 
door). Contact: HEXACON (c/o 
SF 3), Box 4 EUC UNCG, 
Greensboro, NC 27412, (910) 
334-3159 

October 13-15, 1995 
Bay Games '95: Bay Games 
Maryland's Adventure Gaming 
Show. Tournaments for: RPGA 
Network, AD&D, GURPS, 
Historical & Fantasy Miniatures, 
Titan, History of the World, 
Battle Tech, Magic: The 
Gathering Mox Tournament, Star 
Trek CCG, Illuminati NWO, etc. 
Special Live-action RPGA. 

Guests of Honor: Artists Bryon 
Wackwitz (M:TG) and John 
Staton (Marvel CCG). Best 
Western-Maryland Inn, Laurel, 
MD. $17 for 2 days, $25 at the 

DOOR, $12 PER DAY. CONTACT: P. O. 
Box 883 College Park, MD 
20741-0883, E-mail 
avatar@wam.umd.edu. 


October 

19 - 22, 1995 

SPIEL '95 

International Games Fair, Essen, 
Germany. Contact: D. Metzler, 
Friedhelm Merz Verlag, 
Verlagsburo Sud, Rossinistr. 74, 
85598 Baldham, Germany, Tel: 
8106/4417, Fax 8106/302510 
October 20 - 22, 1995 
ADVENTURE GAMEFEST '95 
Oregon Convention Center, 777 
Martin Luther King Blvd., 
Portland, Oregon. RPG's, minia¬ 
tures, BOARD GAMES, AUCTION AND 
MINIATURE PAINTING. 

Pre-registration: $18/3 days, 
$15/2 days, $10/1 day. Contact: 
Adventure Games Northwest, 

LLC, 6517 NE Alberta, Portland, 
OR 97218 (503) 282-6856 OR 
(360) 887-4479 Email 
DCBS85D@prodigy.com. 

October 28 - 29, 1995 
NATIONAL MODEL & 
HOBBY SHOW (RCHTA) 
Rosemont Convention Center, 
Rosemont, IL. Contact: 560 
Bonner Road, Waucondo, IL 
60084. (708) 526-1222, FAX 
(708) 526-9987. 

November 10 - 12, 1995 
SCI-CON 17 

Sheraton Oceanfront Inn, 
Virginia Beach, VA (Reservations 
(804) 425-9000.) Special guests: 
Mark Poole and Larry Bond. 
Members $20 thru Sept 1, 1995 
AND $25 AT DOOR. DEALER'S TABLES 
(includes one membership) $75 
thru Sept. 30, 1995 and $100 at 

DOOR IS STILL AVAILABLE. 

Panels, readings, video presenta¬ 
tions, COSTUME CONTEST, ART SHOW, 
HOSPITALITY SUITE, AND GAMING, 

workshops. Contact: Sci-Con 17, 
PO Box 9434, Hampton, VA 
23670 Call John (804) 599- 
6309/Mark (804) 865-1407 
January 5 - 7, 1996 
SunQuest '96 

Sheraton Plaza Hotel at The 
Florida Mall, Orlando, FL 
Battle Tech, Star Fleet Battles, 
War Hammer 40K and Puffing 
Billy , RPGA tournaments. Also, 
2-round AD&D non-elimination 
event and much more. Call (800) 
231-7883 OR (407) 859-1500 for 
$62 SP. RATE 

Contact: SunQuest, P. O. Box 
677069, Orlando, FL 32867- 
7069. CompuServe (72337.234), 
GEnie (T.REED10), American 
Online (Rfarns), and Internet 
(Rfarns@aol.com) or 
(72337.234) @compuserve.com) 
January 20 & 21, 1996 
PANDEMONIUM XIII 
(Games & Miniatures) 
Ryerson Polytechnical 
University/ Ryerson Hub 
Cafeteria, Toronto, Ontario, 
Canada. $20.00 until Jan 5/95. 
$25.00 AT THE DOOR. CONTACT: 
Peter Fund 34-118 Roncesvalles 
Avenue, Toronto, Ontario M6R 
2K8, Canada. Call (416) 535- 
8265. 

March 29 -31, 1996 
EGYPTIAN CAMPAIGN 1996 
Campus of S.I.U. - Student 
Center Ballroom on 2nd Floor, 
Carbondale, IL. $10 Pre-registra¬ 
tion, $12/3 days. Single day and 

VISITOR PASSES WILL BE AVAILABLE. 

No Event Fees. Board, role-play¬ 
ing, MINIATURE AND CARD GAMES. 

Contact: Joel T. Nader at (618) 
529-4630 or Don Capan at (618) 
549-2392. c/o Strategic Games 
Society, 3rd Floor Student 
Center, Carbondale, IL 62901- 
4425. 


















pages of advanced 
strategies. Memorize 
them and then beat your friends! Also 
watch for a How-to M:TG guide for 
release in August from Chessex 
Manufacturing, penned by our own 
advisor, John Corradin! 

From Gamesmiths, in July, comes 
Throwing Stones, the, first collectible 
dice game. It comes in Starter packs of 
8 stones each. The rulebook is sold sep¬ 
arately. Throwing Stones will beat TSR's 
highly anticipated Dragon Dice game 
to the market, which is coming in early 
August (a GenCon release?). So the 
count is officially at two...we want 
more! 

From Companion Games comes 
three new expansions for Galactic 
Empires. They are 152 card sets and fea¬ 
ture new graphics. The first, Powers of 
the Mind will be released at Origins. 

The second, Time Gates, will be out for 
GenCon. These look to be even better 
than the recent New Empires expansion. 
The third expansion is coming in 
November; Advanced Technologies. 

Overseas Report 

As the last issue went to print, Future 
Promises made a decision to postpone 
the final production stages of the Spirit 
Of The Pharaoh collectible card game, 
due to events overseas. They will now 
launch the card game in the US around 
Christmas 1995/early Spring 1996 
which allows them to concentrate on 
fine-tuning the game. Watch for news on 
a special video 
presentation at 
GENCON '95. 

Kabal is a 
French CCG 
from Multisim 
based on their 
Nephilim RPG. 

I saw these 
cards in Paris 


in a game 
store win¬ 
dow... they 
were sold out and wouldn't even give us 
one to print here! Divine Intervention 
has recently been released in France, by 
Halloween Concepts, it is based on the 
In Nomine world. Over land... the latest 
edition of INWO has 
been pro¬ 
duced by 
the German 


Manufacturer, 

Pegasus... The 
cards are com¬ 
pletely legal 
for US play and 
the US special 
cards are replaced 
by German char¬ 
acters of note. 

Foreign CCG 
publications: The Spanish Urza col- 


I LOTUS 


In coordination with the top manu¬ 
facturers in the field, SCRYE UNIVERSI¬ 
TY will feature online courses and semi¬ 
nars on various aspects of collectible 
card games. The collectible card game 
forum will also feature a retail mall and 
various discussion and support groups 
for all of the games. 

SCRYE ONLINE is scheduled to be 
running in full form by August 1995. 
Development is currently underway for 
SCRYE UNIVERSITY during the Beta test 


lectible card 
game Mag's latest 
release, resembles a B/W version of 
something similar to Tomart's photo 
guide. Ringbote (Das Magazin fur 
Phantastik and Trading Cards) is a CCG 
magazine which is published in 
Germany. Lotus Noir is Le Magazine des 
Jeux de Cartes a Collectionner published 
in France, by the manufacturers of 
Intervention Devine. Dosdediez is out of 
Madrid and is an RPG magazine with 
good coverage of CCGs. There is also an 
Austrian publication which has recently 
come in the mail. It is solid in coverage, 

msn. 


even if it doesn't have color and slick 
paper. 

MSN, the Microsoft Network, launch¬ 
ing at the end of August, will feature an 
area known as Collector's Direct 
Network (CDN). In it is a folder for 
Collectible Card Games and Scrye is 
directing it. Wizards of the Coast has 
already agreed to have a room there. 
Auctions and mail order will also be 
supported. Manufacturers wishing a 
presence should contact Scrye magazine. 

May 15,1995 
FOR IMMEDIATE RELEASE: 

Scrye, Inc. is pleased to announce 
their plan to launch SCRYE & SCRYE 
UNIVERSITY with the Microsoft 
Network (MSN) in cooperation with 
Collector's Direct Network (CDN) with¬ 
in the next few weeks. SCRYE ONLINE 
is the electronic version of SCRYE MAG¬ 
AZINE and will include new categories 
of coverage for collectible card games, 
and frequent updates to the Official 
SCRYE PRICE GUIDES. 


Sports games may 

very well be the next incarnation of the 
CCG. With Precedence teaming up with 
Upper Deck for its October GRIDIRON 
release, the competition will have a 
rough time beating their launch, howev¬ 
er, Skybox and Fleer are rumored to 
have games in the works. 

Games based on comics are every¬ 
where... and since Marvel/Fleer's 
OverPower will launch in August, don't 
expect the competition to be far 
behind.... 

More than one M:TG artist is 
mmored to be working on games for 
release in early 1996. More on them in 
future issues... 


for MSN. SCRYE UNIVERSITY is an 
innovative project which is part of the 
SCRYE ONLINE presence. SCRYE UNI¬ 
VERSITY features courses on Collectible 
Card Game theory, deck building, histo¬ 
ry, statistics, design and introductory 
courses for the beginner, taught by the 
top game designers and professionals in 
the industry. Classes will be structured 
much like University classes, with lec¬ 
tures and tutorials - and, of course, term 
papers and exams. 

Diplomas and Certificates will be 
awarded by SCRYE UNIVERSITY for 
good grades and completed courses. 
You'll be able to use your honed skills in 
your next local tournament. 

Classes will begin in September 
1995. Watch for pre-registration, open¬ 
ing in August. An online course catalog 
will be available for download. Note: 
The classes are small, so students have a 
good chance of interacting with their 
instructors, therefore, class size will be 
limited. 

For more information email 
scrye@msn.com 

RUMOR MILL 

In licensing news, among the many 
licenses being snapped up by companies 
eager to enter the CCG market, Aliens 
vs. Predator recently went to 
HarperCollins. We have not yet heard 
who will be designing the game. 


The Internet is buzzing with the 
coming of Ice Age. A complete list of 
the cards in the set was available right 
after the release and a spoiler list for 
the Ice Age cards followed shortly 
thereafter. The Ice Age artwork has 
been very well received. 

The main concern of most players 
is a lack of product available for Ice 
Age and 4th Edition M:TG. Current 
prices on the Internet for Ice Age range 
from $ 60/box for Starters or $ 62/box 
for Boosters, to above retail prices - 
when you can find a dealer with boxes 
in stock. Some dealers are already 
back-ordered until August. 

There will be an increase in prices 
for all M:TG products sometime in 
September. WotC has not confirmed 
this, but some distributors have. Steve 
Jackson Games has already announced 
a price increase in September due to 
increasing paper costs. Prices will 
increase $ 1 for a Starter and 50 cents 
for a Booster pack. 

Some of the high demand cards 
from Ice Age are the Jester's Cap and 
the Jester's Mask. There have been 
reports of these cards selling for up to 
$25 both off and on the Internet, so 
trading for these cards can be costly. As 
more Ice Age appears, the Cap and 
Mask will be easier to come by and 
there are rumors that both Jester cards 
will soon be restricted. Some of the 
other popular cards in Ice Age are: 
Lhurgoyf, Crown of the Ages, Ice 
Cauldron, Icy Manipulator, Icequake, 
Polar Kraken, Zur's Weirding, and 
Wings of Aesthir. The lack of Starters 
has actually led to the 'snow covered' 
basic Lands being in demand by play¬ 
ers as well as collectors. 

From the world of other CCGs: 

Discussions of all the other card 
games (except Jyhad) can be found on 
the Usenet news group: rec.games.trad- 
ing-card.misc 

This is the group where people can 
ask any questions concerning rules or 
game play/strategy. Internet representa¬ 
tives from the various card game com¬ 
panies are online to help you. 

Right now, there is a lot of traffic 
concerning INWO and Rage and 
updated Rage information has been 
posted. There were comments that said 
the Rage rulebook was hard to under¬ 
stand. Rule clarifications for Galactic 
Empires and New Empires have been 
recently posted by John Hammer (the 
Net Rep for Companion Games). 

Discussion on SimCity has taken 
off! SimCity Q&A and FAQ have been 
posted and the SimCity Net Rep has 
been busy. 

Card combinations and strategies 
are being posted for ST:TNG and an 
updated FAQ and Q&A was posted for 
On The Edge. Ultimate Combat! dis¬ 
cussions have also started to appear. 

The other Usenet News group to 
read is: 

rec.games.trading-cards.announce. 
Official information concerning any 
CCG can be found as information is 
released from the various companies. 

Cheers from CyberAbyss, 
Craig Janssen 
Feel free to send me email at 
daili@gate.net 
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Star Trek: The Next Generation® 
CCG & Magic: The Gathering ™ 
cards are copyrighted materi¬ 
als. It's OK to cut them up for 
fun but making duplicates of 
your fun cards, or copying 
cards is an infringment of 
copyright - it is illegal. The 
Mana and Expansion symbols 
on Magic cards are a trademark 
of Wizards of the Coast. Using 
them on your "one of a kind" 
fun cards is OK, but just 
remember, if you try to sell 
them you may be breaking the 
law. Basically, "cut-ups" are for 
personal use only. Those who 
break the law will ruin it for 
everyone else. 
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Design! 


Special 

Bring onelegendfro. Ugution! 
Sany graveyard to your hanv 


Flying, bands c 

•. Buries target creature. c 
1: Bring one creature from 
your g raveyard to your hand. 
Fhc *s below are't’he number of 


The *s below arethe number of 

tn play, counting both f sides. 

[protection from a |||» ourcc 


T. SOUTHLARD 


R. Bolick 


E. Olsrud 


iaurdian of the underworl 


Summon Guardian 
I Trample, first strike, 

1 rampage: 3,1 .regenerates 
I 2: Sacrifice a creature to 
I give guardian a +3/+3 
I counter. , 


Trample Flying Bands * 
Protection from black, 

T Add ♦ t© your mana pool. 

©r tap two target creature* 
to destory any card In play 

. ^ 3 :" ~TT' 


T: Add two mana of any 
colour to your mana pool 
T: Bury a Goblin. 

This will he the death of 
Dan Korhel. Bye-Byte Doth 
_ -Craig Mcl vor 


*: + l/ -H Cannot be 
blocked by walls. 
Target creature cannot be 
blocked by any creatures 
except black creatures . 
and artifact creatures. 


B. TROMP 


B. SCHNAARE 


B. Russo 


C. Mclvor 


Puff the Mi 
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Protection from black 

; Buries target creature. 
Your creatures gain +2 A+0 
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D. Griffin/J. Lynn 


C. McStravik 


C. Smith 


Chris Smith 
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Poseidon 


Summon God 


fu**on Billy GO*t * j 

At th« if •*«*» 

a +2/*0 ®* 
if it »tt»cfc«4. 
counter oa it if 4 


rtutec m§k from white 
#♦: +i>'-H> until end of turn 
I#; Fmt strike lintif en d of turn I 

fj ! . All your creatures that arc 
blocking any non-flying creature 
ggaitt ftm Strike until end of turn. 


Destroy one island in 


Trample 


E.. Bender 


D. Thibault 


D. Podris 


Su mmon Guardf 7 


Prevents X damagi 
dealt to any one ta 
further damage to 
this turn can be ca 
spending 1 mana p 
damage to be canc 


Flying,Caxmot be 
blocked by walls 


^XlCas. Cwme Ht^ r 4 

E. McKenna 


T. Spalding 


/. Edington 


E. Emme 


“ ( Do .you know, 1 always thought 
Unicorns were fabulous monsters, woi 
/ never saw one aiwe before!’ 'Vfw, 
now that toe have sem each other > 
said the Unicorn, ‘if you 'll believe in 
me, ntbethm m wm. —Imou 
Carwtl 


of target spell does no 
ajoonal t or 3. Play tl 
as m interrupt 


1: Prevents all damage against you 


T. Donald 


/. Godbout 


J . Green 


/. Harrn 


JAGUAR 


Flying I 

0: You may look at 
opponent’s hand, 

2: Do 1 damage to any target, 
protection from red, white 


Regenerates, 
l 5Add *** to 
your mana pool, 

t ; +T7+T 


...... destroys all 

MANA in play Excluding 
I -1 your own % 


/. Lungwitz 


/. Niland 


/. Smith 


D. Thorn 
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The ancient Phoenix rises every 500 years to begin its life anew. 




LIMITED QUANTITIES AVAILABLE 


Coming Soon: Wyverri M ; The Insider’s Guide 
er the expanded rules and discover the mythology of Wyvern 


Published by 

XJ.S. GAMES SYSTEMS, INC. 

179 Ludlow Street • Stamford, CT 06902 
(800) 544-2637 • Fax (203) 353-8431 


,• 

Created by Mike Fitzgerald, Illustrated and Designed by Peter Pracownik, under the guidance of Terry Donaldson 

WmM Wffim'' 


Copyright ©1995 U.S. Games Systems, Inc. 
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Now the Phoenix brings with it the power to expand the Kingdom of Wyvern™ with two blazing new concepts for play: 

Hidden Actions and Interceptor Actions. 

This lifetime will be its hottest one yet. 

The Phoenix Expansion Set adds 90 new cards to the Kingdom of Wyvern 
Each Booster Pack contains 8 collectible cards plus a rule card. 

Displays contain 60 Booster Packs. 
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Target creature gains 
+0/4-2. §j +0 /+1 


F ish • 5 

flying 'HHH land walk 

l Target spell is countered 

I ? -.Bring one creature from 
|your graveyard to your hand. 


Flvme. bands 

*: Do 1 damage to any target. 


1: Prevents all damage against vou 
from one green soojv& C/.. _ 

1: Prevents all damage against you 
fr om one b lack source. (. 

t: Prevents all damage against you 
from one white source. 


[Bands 


cannot be 


blocked "by any creatures 


S. Stout 


fniru 


Summon fairy 


to destroy target black 
permanent 




/. Unterseher 


Flying 

*, *: Counters a target spell 
>: Add 2 colorless mana to 
your mana pool. 

Do 1 damage to any target. 


M. Carter 
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T. Lee 


l r&mpte 

I 1; Regenerates. 

1 +1/+1 We struck at 

| them repeatedly^ they jell, but mm 9 
1 formed again, m 
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Discard your attire hand 
Then, took through al players 
decks Choose 8 new cards 
and place it in your hind 
If you are playing ante you 


M. Pendergast 


T. Cleary 


110/101 


M. Motal 


M. Christman 


« 


P. McClellan 


M. Delorme 


Circle of Protection; 


Summon Cow 


Trample, First Strike 
If Killer Cow attacks 
and is not blocked, 
opponent takes twice 
the amount of damage 
normally dealt. 

ii/ii 


S. Hasuik 


S. Black 


Here is your chance to share your Dream Cards with the rest of the game world! 

Send your best cut-up, c/o 

DREAM CARDS, Scrye, Inc., 30617 U.S. Hwy. 19 N., Ste. 700, Palm Harbor, FL 34684. 

We'll pick the best cards every issue and send the winner a prize 
(The next prize is a box of ICE AGE™ so get out that glue pot!) 

This issue E. Ohlsrud & T. Southlard won a whole box of Magic::TG™ 4th Edition Boosters! (Winners will be notified by Mail.) 

DREAM CARD MAKERS NOTES: 

Please don't use copyrighted images from other games or publications in your dream cards. We received all kinds of great Dream Cards we couldn't print... from The Little 
Mermaid to Beavis & Butthead (and the great Ren & Stimpy). Also keep in mind Scrye has a wide audience... X-Rated Dream Cards certainly make us smile, but they won't put 
you in the winner's circle. For example if you cut-up Magic Cards, design your dream card out of only Magic™ images - Don't paste art from other card sets or from other 
places onto Magic™ cards. If you use glue to paste bits of cards together, you may want to check that the glue holds fast before you send the card in. 

The other alternative is to tape down the parts you stick on... envelopes of tiny little pieces are sometimes too puzzling for us to put back together! 

All Dream Cards sent in the mail to us become the property of SCRYE, Inc. 

Our staff will, however, make a concerted effort to return a card you can't part with, if you send us a SASE with your card submission. 
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This deck contains 
mostly common cards 
and is pretty easy to col¬ 
lect. I spent $20 and got 
all the cards in the deck, 
plus more. No joke: 

4 Craw Wurms 
2 Giant Growths 
2 Streams of Life 
2 War Mammoths 

10 Green Mana 
4 Regenerations 
1 Leviathan 

3 Mind Bombs 
1 Creature Bond 

1 Apprentice Wizard 
7 Blue Mana 

4 of each CoP: color 

2 CoP: Artifact 
2 Mesa Pegasi 

1 Wrath of God 
4 Healing Salves 

2 Walls of Swords 

4 Holy Armors 

2 of each Ward 
2 Holy Strength 

10 White Mana 

1 Tourach's Chant 
4 Howls from Beyond 

1 Dark Ritual 
7 Black Mana 
4 Shatters 
2 Hill Giants 
2 Fire Elementals 

2 Disintegrates 

2 Bird Maidens 
7 Red Mana 

2 Lightning Bolts 

1 Black Vise 
1 Library of Leng 
1 Glasses of Urza 
2 Clay Statues 

Dear Scrye: 

Cool mag. I especially 
like that you print the 
deck designs people send 
in to you. I've noticed 
that most of these decks 
are low cost and begin¬ 
ner's decks, but the peo¬ 
ple should learn to be 
more creative with their 
decks. Here are a couple 
of examples of relatively 
low cost decks that are 
truly fun to play: 

WEENIE WHITE DECK 
2 Orders of Leitbur 


3 Disenchants 
2 Holy Lights 
2 Tundra Wolves 
1 Northern Paladin 
2 Swords to Plowshares 

2 Osai Vultures 
4 Angelic Voices 

1 Island of Wak-Wak 

2 Divine 
Transformations 

1 Mox Pearl - 
(very optional) 

1 Jihad 
1 Hand of Justice 
1 Abu Jafar 
1 Alchor's Tomb 
4 Savannah Lions 
4 Thunder Spirits 
1 Feldon's Cane 
2 Mesa Pegasi 
2 Serra Angels 
1 Spirit Link 

1 Army of Allah 
1 Dancing Scimitar 

1 Moat (cheap card) 

1 Sol Ring 
16 Plains 

4 Mishra's Factories 

2 Strip Mines 

1 Maze of Ith 

PAUL'S FIRE AND ICE: 

4 Goblin Balloon Brigades 
4 Black Vises 

2 Fountains of Youth 
1 Vesuvan Doppelganger 

4 Counterspells 
4 Clones 

2 Disintegrates 

2 Fireballs 

2 Powersinks 
4 Lightning Bolts 

1 Reverberation 

1 Phantom Monster 

2 Flying Men 

3 Dragon Welps 

3 Rocs of Kher Ridges 

1 Zephyr Falcon 
1 Sol Ring 
1 Control Magic 
1 Boomerang 
2 Mahamoti Djinn 
1 Fissure 

2 Dancing Scimitars 
1 Goblin Grenade 

2 Svyelunite Temples 
6 Islands 
8 Mountains 

4 Volcanic Mountains 


2 Dwarven Ruins 
1 Desert 

1 Maze of Ith 

P. Jones 

New Bloomington, OH 

Here's a quasi-mono 
black deck. It has no 
name. It doesn't always 
win. It is Type I tourna¬ 
ment legal. Not Type II. 
Type I. 

Creatures: 

1 Nether Shadow 
1 Order of the Ebon Hand 
1 Will o' the Wisp 
1 Fallen Angel 

1 Nightmare 
2 Basal Thrulls 

4 Hypnotic Specters 
4 Sengir Vampires 
Spells: 

1 Demonic Tutor 

2 Soul Exchanges 

2 Sacrifices 
2 Howls from Beyond 

2 Bad Moons 

2 Drain Lifes 

2 Terrors 

4 Unholy Strengths 
4 Raise Deads 
4 Animate Deads 
4 Dark Rituals 

Land: 

2 Scrublands 
19 Swamps 

Sideboard: 

1 Nettling Imp 
1 Wall of Shadows 

2 Terrors 

2 Disenchants 

2 Pestilences 

2 Vampire Bats 

2 Darknesses 

3 Simulacrums 
Obviously, the pur¬ 
pose of this deck is to get 
creatures out fast, and not 
to worry about keeping 
them out. If they get 
killed, no big deal, bring 
them back. The 
Scrublands are actually in 
the deck so that you 
won't have to bring in 
four cards to bring in the 
two Disenchants (if you 
know you're going to play 
against someone with 


Karma, etc.). The 
Darknesses and 
Pestilences in the side¬ 
board are to rotate in 
against weenie decks. The 
Wall of Shadows is in 
case your opponent keeps 
getting out big Trample 
creatures in the first cou¬ 
ple of duels. The Vampire 
Bats are in case you end 
up needing more crea¬ 
tures (i.e. Your opponent 
never kills your creatures, 
so all the Raises and 
Animates just sit in your 
hand). The Imp is in case 
you get up against some 
newbie who's afraid to 
attack, or in a multi-play¬ 
er game where everyone 
is defensive. The 
Simulacrums will hope¬ 
fully keep you alive 
against a direct damage 
deck a little longer. 

Once you get the 
hang of playing with a 
deck like this, it's really 
fun. Remember - you 
have tons of ways of get¬ 
ting creatures back from 
the grave, so don't be 
stingy about sacrificing 
them. 

F. Jones 
Glendale Heights, IL 

... And from the Rules 
Nether-Person, here's a fun 
little Thallid deck that'll 
show you what those 
Saprolings can do... 

Land: 

1 Diamond Valley 
5 Forests 
1 Karakas 
1 Library of Alexandria 
1 Pendelhaven 
2 Plains 
4 Savannahs 
4 Scrublands 

Artifacts: 

3 Life Chisels 
1 Sol Ring 
4 Soul Nets 

Multicolored: 

1 Torsten Von Ursus 


Black: 

1 Demonic Tutor 

Green: 

1 Birds of Paradise 
1 Elvish Farmer 
1 Fungal Bloom 

4 Llanowar Elves 
1 Regrowth 
4 Thallids 
4 Thallid Devourers 
4 Thelonite Druids 

2 Whirling Dervishes 
White: 

2 Armies of Allah 

4 Castles 
4 Disenchants 
2 Morales 

The basic premise of 
this deck is to build up 
Saprolings using the 
Thallids and Thallid 
Devourers until you can 
swarm your opponent 
with so many creatures 
she can't block them all. 

A judicious Army of 
Allah and/or Morale or 
two will make the dam¬ 
age from the unblocked 
attackers lethal. In the 
meantime, get out those 
Castles so that your 
Saprolings are unbeatable 
blockers (your opponent 
will hate having his Force 
of Nature stopped by a 
Saproling). 

Use the Life Chisels 
and Soul Nets to gain up 
to 13 life from a single 
Saproling (toughness of 
nine with four castles 
plus four Soul Nets when 
you sacrifice it to the Life 
Chisel). The rest of the 
deck is flavor and can be 
altered to suit your taste. 


Have a favorite deck? 
Why not share it with us 
and other readers... 

Send your deck con¬ 
struction to: 

SCRYE, INC. 

30617 US HWY 19N. 
STE. 700 

Palm Harbor, FL 34684 
Attention: DTD 
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The Best in Fun! 


Phone or fax to order or for dealer info. 


COMING SOON FROM 

GROSNOR SPORTSCARDS INC 


GARGOYLES POG™ 
CASPER™ POG™ 
SPAWN® POG™ 
POCAHONTAS POG™ 
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Grosner Sportscards Inc. ' 

100 Brydon Dr. Unit A, Etobicoke, ON M9W 4N9 
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YOUR GAMING DISTRIBUTOR 
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ARE YOU HAVING PROBLEMS FINDING GAMING PRODUCTS? 
TRY THESE FINE GAMING STORES: 



U.S. & CANADIAN RETAILERS: ORDER FROM DRACTUS AT (613} 744-5225 

IF BUSY, TRY OUR FAX: (613) 744-6783 
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||Jf SCRYE is one of the most 

accurate and current sources of 
Game Card prices. This price 
guide was designed to address 
the needs of the novice and 
avid collector. The prices in the 
guide have been obtained from 
regional retail outlets across 
the country, to give you the 
most accurate picture of the 
current market trends, and to 
j supply you with a frame in 
which your collection can be 
j judged. 

Only A Gme... 

| SCRYE listings are to be used 
only as a guide. Prices contained 
in the card lists do not represent 
, an offer by the staff, regional 
advisor or support retailer, to 
buy or sell. 


The Numbers 

The SCRYE price system is 
based on quartiles. We give 
you three figures, not to con¬ 
fuse you but to allow you to 
see the cards which have wide 
regional ranges and the cards 
which are firmly set in a cer¬ 
tain range. 


Quartiles 


* 






Between 1 and 100 there are 
3 quartiles: 25%, 50%, and 
75%. The prices in SCRYE 
show the Upper Quartile 
(75%) and the Lower Quartile 
(25%). The SCRYE prices 
therefore represent the 50% 
range of prices (from 25% to 
75%). 25% of the prices were 
higher than the High Price and 
25% were lower than the Low 
price. The Median is the true 
Median of all data collected. 

The first column, labeled 
UPPER, is the upper quartile 
of the prices that we received. 
The second column, MEDIAN, 
is the median price of the card 
and the third column, LOWER, 
is the lower quartile of all the 
prices that we received. The 
Median is similar to the aver¬ 
age but is a better representa¬ 
tion of the value because it is 
less affected by large variations 
in prices than a simple average 
would be. 


T he Prices 

The Upper and Lower 
Quartiles give a good indica¬ 
tion of the validity of the 
Median price. A large differ¬ 
ence between the quartiles and 
the Median indicates that there 
is a considerable variation in 


prices that we received. If the 
Median figure differs greatly 
from the Upper and Lower 
Quartile values, then the range 
of prices nationally was great. 

If the High and Low Quartiles 
are very close in price to the 
median, then the range is very 
small. 

The Arrows denote a 
change in the Median price 
from the previous issue. 

U/HY AREN’T THERE 
PRICES FOR EVERY SET? 

SCRYE uses real data from 
real stores. If there aren't 
prices for certain cards in the 
guides, then we didn't receive 
sufficient data to list them. 
What's sufficient? Enough 
stores selling cards to give us a 
solid Median price. Only the 
sets which are being widely 
sold have any real market 
value. We don't make up the 
prices in SCRYE... 

Codes For 
Magic: The 
Gathering 

Color 
A: Artifact 
B: Black 

Be: Beige/Colorless 

G: Green 

Gld: Gold 

R: Red 

U: Blue 

W: White 

Rarity 

Note: Some sets are only made 
up of Uncommon and 
Common cards, in the SCRYE 
guide, type U1 uncommons 
are called R and Type Cl 
Commons are noted as U. 

C: Common 
U: Uncommon 
R: Rare 
Type 

Art: Artifact 
ACr: Artifact Creature 
C: Continuous 
DL: Dual Land 
E: Enchantment 
EArt: Enchant Artifact 
ECr: Enchant Creature 
EL: Enchant Land 
Ins: Instant 
Int: Interrupt 
L: Land 
Leg: Legends 
LL: Legendary Land 
M: Mono (Magic) 

P: Poly 
Sor: Sorcery 
Sum: Summon 

EXPANSION SYMBOLS 
(Found on the right-hand side of 


black bordered cards underneath 
the illustration) 

ARABIAN NIGHTS: Scimitar 
ANTIQUITIES: Anvil 
LEGENDS: Greek Column Top 
THE DARK: Crescent Moon 
FALLEN EMPIRES: Crown 
ICE AGE: Snowflake 

The Gathering cards have 
no symbols. Symbols for 
expansions are removed when 
the cards are included in white 
bordered sets. 

Codes For 
Jyhad 

Rarity' 

C: Common 
U: Uncommon 
R: Rare 

PoA: Political Action 

V: Vampire 

Type 

Ac: Action 

AcM: Action Modifier 
Al: Ally 
BR: Brujah 
CA: Caitiff 
Co: Combat 
Eq: Equipment 
GA: Gangrel 
Ju: Iusticar 

LOC: LOCATION 

MA: Malkavian 

M\: Master 

mle: melee 

NO: Nosferatu 

oot: out-of-turn 

Pm: Pimogen 

Pn: Prince 

Po: Political 

PoA: Political Action 

Re: Retainer 

ReA: Reaction 

sk: skill 

TO: Toreador 

TR: Tremere 

Uq: Unique 

vcl: vehicle 

VE: Ventrue 

wpn: weapon 

Description 

Note: This includes the skills 

NEEDED TO USE CERTAIN CARDS, AS 
WELL AS SKILLS KNOWN BY' VARIOUS 

vampires. Capitalization of any of 

THE FOLLOWING SKILLS REPRESENTS 
THE SUPERIOR USE OF THAT ABILITY. 

an: Animalism 
au: Auspex 
ce: Celerity 
do: Dominate 
fo: Fortitude 
ob: Obfuscate 
po: Potence 
pr: Presence 
pn Protean 
th: Thaumaturgy 
Note: Capitalization of any of 
the above disciplines repre¬ 
sents the superior use of that 
ability. 


Codes For 

STAR TREK: 

The Next 
Generation 

Art: Artifact 
Dil: Dilemma 
Equ: Equipment 
Ev: Event 
Int: Interrupt 

M-Fed: Mission - Federation 
M-K/F: Mission - Klg/Fed 
M-Klg: Mission - Klingon 
M-R/F: Mission - Rom/Fed 
M-R/K: Mission - Rom/Klg 
M-R/K/F: Mission - 
Rom/Klg/Fed 

M-Rom: Mission - Romulan 
Out: Outpost 

P-Fed: Personnel - Federation 
P-Klg: Personnel - Klingon 
P-NA: Personnel - Non-Aligned 
P-Rom: Personnel - Romulan 
S-Fed: Ship - Federation 
S-Klg: Ship - Klingon 
S-NA: Ship - Non-Aligned 
S-Rom: Ship - Romulan 

Gun>e 

This simplified grading 
guide gives basic cate¬ 
gories for the condition 
of game cards and applies 
to all of the Collectible 
Trading Card Games. 
SCRYE card prices are 
based on Near Mint or 
Mint condition cards. 

Note: that most tournament 
rules only allow playdecks to 
have cards all in the same 
condition, so that an obviously 
played card cannot be easily 
identified from the rest of the 
playdeck. 

MINT 

This is a card that is per¬ 
fect in every way. 

Near Mint 

This (probably) unplayed 
card shows almost no 
wear and may have a few 
minor scratches or slight 
marks on the card's 
edges. In general, collec¬ 
tors seek only Mint and 
Near Mint cards. 

FINE 

This card has obviously 
been played, but not 
heavily. It lacks marks 
that would make it easily 
identifiable. It definitely 
has some minor scratches 


and/or 
less than 
perfect 


edges. It will show less 
than 1/16" depth of white 
along one or two edges of 
one face of the card. It 
may have a minor crease 
that is only visible close- 
up. 

GOOD 

This card has a played 
look to it. It will have 
white showing on three 
or four edges on both 
faces. This card may also 
have more than 1/16" 
depth of white showing 
on an edge on the back 
face of the card. It may 
also be a card that looks 
like a Near Mint card 
except that it has one dis¬ 
tinguishing wear feature, 
such as a slight tear, or 
an easily identifiable 
crease. It may also have 
permanent black marks 
from dirt. It is only 
acceptable for play if it 
cannot be easily identi¬ 
fied from the other cards 
of the playdeck. 

POOR 

Any card in less than 
Good condition. 

MISPRINTS & ERRORS 

If a card is, for example, 
mangled by the factory, 
such as being irregularly 
cut or crunched by the 
flow wrap machine, it 
often has no value. If a 
card has a text/icon/art 
error that is later correct¬ 
ed, it may have a premi¬ 
um value. 

AUTOGRAPHED CARDS 

So far, an autograph has 
not lowered a card's value 
and to some people, 
increases the card's value. 
A card autographed by 
the game's designer is 
definitely of more value. 

A card autographed and 
augmented by the game's 
designer is even better! 







PAUL & JUDY'S COINS & CARDS 





Magic: the C 

MAGIC PRICES ARE SUBJECT 
CALL FOR CURR: 
3rd Edition ] 

K Starter...$105.00 
Starter $10.95 
4th Edition 1 
Starter...$105.00 
: Starter. J1Q.95 


MAGIC: the 


"The Collectors' Superstore" 


More Games- 


NEW! Star Wars! 

Limited Edition - Black Border 
Boxes: Starter...$79.00 Booster...$89.00 




We have commons, uncommons and rare cards for each series 
of Magic: the Gathering. Call, FAX or send us your want list. 

""""[■■I 


)ther Games 
Hyborian Gate 

Boxes: Starter...CALL Booster...$79.00 
Highlander 

Boxes: Starter...CALL Booster...$79^0 

We also offer a full line of Sports 6 Non-Sports Cards, 
Adult-Oriented Cards, Pogs and Card Collectors' Supplies. 

Call or write for a free catalog today! 

We accept Visa, MasterCard, Discover and American Express. 
All Prices Are Subject to Change Without Notice. 
Prices current as of 5/26/95.. 


Bloodwars 

Box: Starter...$39.95 Booster...$59.00 

Pack: Starter...$8.30 Booster...$1.95 

Dixie - Civil War Game 
Bull Run Box...72.00 Pack...$8.95 

Shiloh Box...$72.00 
Doom Trooper, unlimited edition 
Box: starter...$69.00 Booster...$79.00 

Illuminati 
Limited Edition 

Box: Starter...CALL Booster...CALL 
Pack: Starter...CALL Booster...$2.40 
Unlimited Edition 

Box: Starter...$29.50 Booster...$37.50 
Factory Set...$59.00 
Jyhad 

Box: Starter...$51.50 Booster...$52.50 

Pack: Starter...$6.50 Booster...$1.90 

Vampire: the Eternal Struggle 
Box: Starter...$69.00 Booster...$79.00 

Rage 

Box: Starter...$49.75 Booster...$37.50 

Pack: Starter...$4.95 Booster...$1.75 

Spellfire 

Box: Starter...$42.00 Booster 1...CALL 
Boost 2(Ravenloft)...$41.75 Boost3(Dragonlance)...$43.50 
Boost 4(Forgotten Realms)...$57.00 Boost 5(Artifacts)...$57.5i 
Pack: Starter...$8.75 Booster l...$1.55 Booster 2...S1.30 
Booster 3...$1.50 Booster 4...I1.75 Booster 5...N/A 
Star Trek: the Next Generation 
Limited Edition 

Box: Starter...$159.00 Booster...$275.00 

Pack: Starter...$H.95 Booster...$8.95 

Set: 363 ct....$850.00 
Unlimited Edition 

Box: Starter...$54.75 Booster...$65.75 

Pack: Starter...$5.70 Booster...$2.10 

Tin Set....$200.00 

"Alternate Universe" Exp. Booster....$72.00 
Wyvern 
Premiere Edition 

Box: Starter...$76.50 Booster...$105.00 

Pack: Starter...$7.60 Booster...$4.25 

Limited Edition 

Box: Starter...$39.50 Booster...$39.50 

Pack: Starter...$3.99 Booster...$1.25 


Firs 
iaID 












































4.80 

3.50 

4 

3.00 

Air Elemental 

U 

Sum 

U 

3.30 

2.50 

4 

127.50 

109.50 

t 

89.25 

Ancestral Recall 

U 

Ins 

R 

120.00 

97.50 

* 

4.00 

4.00 

t 

3.00 

Animate Artifact 

U 

EArt 

U 

3.30 

2.50 

4 

5.00 

4.00 


4.00 

Animate Dead 

B 

EDCrU 

2.80 

1.50 

4 

13.50 

11.00 

* 

9.00 

Animate Wall 

W 

EW 

R 

10.25 

7.00 

4 

12.00 

11.50 

t 

9.00 

Ankh of Mishra 

A 

C 

R 

8.50 

7.00 

4 

16.25 

15.00 


14.25 

Armageddon 

W 

Sor 

R 

10.50 

10.00 

4 

15.75 

14.00 

t 

12.25 

Aspect of Wolf 

G 

ECr 

R 

11.00 

10.00 


17.00 

15.00 

t 

15.00 

Bad Moon 

B 

E 

R 

11.00 

10.00 


37.50 

30.00 

* 

19.00 

Badlands 

B/R DL 

R 

30.00 

25.00 

* 

17.50 

14.50 

t 

14.00 

Balance 

W 

Sor 

R 

15.00 

10.00 

* 

12.50 

5.00 


4.30 

Basalt Monolith 

A 

M 

U 

11.00 

7.00 

* 

40.00 

35.00 

t 

30.00 

Bayou 

B/G DL 

R 

30.00 

25.00 

t 

1.80 

1.50 


1.00 

Benalish Hero 

W 

Sum 

C 

1.00 

1.00 


35.00 

30.00 

t 

25.50 

Berserk 

G 

Ins 

U 

30.00 

30.00 

* 

35.00 

23.50 

* 

16.50 

Birds of Paradise 

G 

Sum 

R 

14.00 

13.00 

* 

6.00 

6.00 

t 

5.00 

Black Knight 

B 

Sum 

U 

5.00 

4.00 



2.00 


1.90 

1.30 

4.00 

5.50 

8.50 
9.00 

10.00 


Mmc: The Gmems him/Zm 


w nape4. 


9.00 

5.50 


0.50 


j 375.00 250.00 



5.00 

3.50 
71.25 

15.50 

1.50 
2.80 
5.00 

25.00 

4.00 

19.50 
4.00 
5.00 
6.00 


136.25 112.50 

15.25 11.00 


250.00 

4.30 

2.00 

60.75 

14.50 
1.00 
2.00 
4.00 

15.00 

3.00 

12.50 
4.00 
4.00 
5.00 

97.50 
8.80 


1.50 * 1.00 


Black Lotus 
Black Vise 
Black Ward 
Blaze of Glory 
Blessing 

Blue Elemntl Blst 

Blue Ward 

Bog Wraith 

Braingeyser 

Burrowing 

Camouflage 

Castle 

Celestial Prism 

Channel 

Chaos Orb 

Chaoslace 

Cir. of ProtrBlack 

Cir. of Prot:Blue 


M 

C 

ECr 


W Ins 
W ECr 


U Int 
W ECr 


Sum 

Sor 

ECr 

Ins 

E 

M 

Sor 

M 

Int 

E 

E 


R 250.00 
U 4.00 
U 2.30 
R 60.00 
R 11.50 
C 1.10 
U 3.00 
U 3.50 
R 26.25 
U 3.00 
U 18.00 
U 3.30 
U 4.00 
U 4.00 
R 100.00 
R 10.00 
C 1.00 


3.00 
225.00 f 210.00 
4.00 f 4.00 
1.50 4 1.30 

50.00 f 45.00 
11.00 * 8.00 
0.80 4 0.50 

2.30 'I' 1.40 

3.00 4 2.50 
18.50 * 11.00 
2.30 4 1.40 


12.50 

2.50 

3.00 

4.00 


1.00 


77.50 

7.50 

1.00 

1.00 


t 9.00 
4 1.90 

4 2.00 
* 3.00 

t 73.75 
4 4.80 
0.50 
0.50 





1.80 

1.50 

* 

1.00 

Cir. of Prot: Red 

W 

E 

C 

1.80 

1.50 

t 

1.00 

Cir. of Prot:White 

W 

E 

C 

15.25 

13.50 

* 

10.75 

Clockwork Beast 

A 

Cr 

R 

13.50 

10.00 

* 

6.50 

Clone 

U 

Sum 

U 

16.25 

15.00 

* 

15.00 

Cockatrice 

G 

Sum 

R 

23.50 

17.50 

t 

12.50 

Consecrate Land 

W 

EL 

U 

5.00 

4.00 

* 

4.00 

Conservator 

A 

M 

U 

15.00 

15.00 

t 

15.00 

Contract fr. Below 

B 

Sor 

R 

5.00 

5.00 


4.00 

Control Magic 

U 

ECr 

U 

4.00 

4.00 

t 

4.00 

Conversion 

W 

E 

U 

19.00 

14.00 

t 

8.00 

Copper Tablet 

A 

C 

U 

30.00 

30.00 

t 

15.00 

Copy Artifact 

U 

E 

R 

6.50 

6.00 

t 

6.00 

Counterspell 

U 

Int 

U 

2.80 

2.00 

t 

1.30 

Craw Wurm 

G 

Sum 

C 

2.00 

1.50 


1.00 

Creature Bond 

U 

ECr 

C 

17.00 

15.50 

t 

13.75 

Crusade 

W 

E 

R 

5.00 

4.00 


4.00 

Crystal Rod 

A 

P 

U 

4.00 

4.00 


4.00 

Cursed Land 

B 

EL 

U 

140.00 

110.00 

t 

95.00 

Cyclopean Tomb 

A 

M 

R 

2.00 

2.00 

t 

1.00 

Dark Ritual 

B 

Int 

C 

15.00 

14.00 

t 

12.00 

Darkpact 

B 

Sor 

R 

2.00 

2.00 

t 

1.30 

Death Ward 

W 

Ins 

C 

5.00 

5.00 

* 

4.30 

Deathgrip 

B 

E 

U 


1.00 

1.00 

1.00 

10.50 

11.25 

12.00 


0.50 

0.50 

0.50 


11.00 f 
15.00 * 


8.80 

11.25 


B 


35.00 * 32.00 


Deathlace 
Demonic Attorney B 
Demonic Hordes B 


Int 

Sor 


2.50 

12.00 

2.50 

3.30 
17.75 
26.25 

7.00 

2.00 

1.00 

13.00 

2.00 

2.30 
80.00 

1.00 

12.00 

1.00 

3.30 

8.50 
17.75 


7.00 

1.50 

1.90 

6.80 


1.00 
1.00 
1.00 
8.00 4 5.50 

5.00 * 4.00 
11.00 t 10.00 

13.50 * 12.25 
2.00 4 1.60 
8.00 * 

2.00 4 

2.50 4 

10.50 * 

18.50 * 11.00 
5.00 * 4.00 

I. 30 * 0.50 

0.80 * 0.50 

12.00 * 11.50 
1.00 4 1.00 

1.50 4 1.30 

75.00 f 50.00 

0.80 4 0.50 

II. 00 t 
1.00 
3.00 

6.50 * 

10.00 t 


8.00 

0.50 

2.80 

4.80 

7.00 


Sum R 31.25 27.50 * 21.75 



14.75 

8.00 

* 

5.00 

Demonic Tutor 

B 

Sor 

U 

13.00 

6.00 

* 

4.00 

12.25 

7.50 

* 

15.75 

14.00 

* 

11.50 

Dingus Egg 

A 

C 

R 

8.00 

5.00 

4 

4.50 

2.00 

1.50 

* 

2.00 

2.00 


2.00 

Disenchant 

W 

Ins 

C 

1.60 

1.30 

* 

0.90 

6.00 

5.50 


2.00 

1.50 

4 

1.00 

Disintegrate 

R 

Sor 

C 

0.90 

0.80 

4 

0.70 

6.00 

6.00 


14.75 

12.00 

t 

10.00 

Disrupting Scepter A 

M 

R 

9.00 

8.00 


6.00 

15.75 

12.75 

t 

6.80 

6.00 


5.30 

Dragon Whelp 

R 

Sum 

U 

4.80 

4.00 


3.50 

17.00 

15.00 

* 

2.00 

2.00 

t 

1.00 

Drain Life 

B 

Sor 

C 

1.00 

1.00 

* 

0.50 

7.50 

5.50 

* 

14.25 

13.00 

t 

10.25 

Drain Power 

U 

Sor 

R 

11.50 

11.00 

* 

8.00 

4.00 

4.00 

* 

2.00 

2.00 

t 

1.00 

Drudge Skeletons 

B 

Sum 

C 

1.00 

1.00 


0.50 

5.00 

5.00 

* 

22.50 

12.00 


11.00 

Dwrvn Demo Tm 

R 

Sum 

U 

15.75 

13.00 

t 

9.80 

93.75 

75.00 


2.00 

2.00 

t 

1.00 

Dwarven Warriors 

R 

Sum 

C 

1.10 

0.80 

4 

0.50 

4.00 

4.00 

* 

4.00 

4.00 


4.00 

Earth Elemental 

R 

Sum 

U 

3.00 

2.30 

4 

1.40 

12.75 

11.00 

* 

2.90 

2.30 

* 

1.30 

Earthbind 

R 

ECr 

C 

1.90 

1.50 

* 

1.10 

4.00 

4.00 


13.50 

13.00 

t 

11.50 

Earthquake 

R 

Sor 

R 

8.50 

7.00 

4 

6.50 

2.00 

2.00 

* 

25.25 

20.50 

* 

15.75 

Elvish Archers 

G 

Sum 

R 

10.00 

9.00 


7.50 

14.75 

12.50 

* 

4.00 

4.00 

t 

3.00 

Evil Presence 

B 

EL 

U 

3.00 

3.00 


2.00 

16.25 

14.00 

t 

13.75 

8.00 


5.30 

False Orders 

R 

Ins 

C 

10.00 

5.00 

4 

4.00 

9.80 

7.00 

* 


15.00 

15.00 

* 

15.00 

15.00 

15.00 

* 

15.00 

2.00 

2.00 

t 

2.00 

5.00 

4.00 

t 

3.00 

5.00 

4.80 

* 

4.10 

2.00 

2.00 

t 

1.00 

1.90 

1.50 

* 

1.10 

4.00 

4.00 

* 

3.50 

1.90 

1.30 


1.00 

2.00 

1.80 

* 

1.10 

92.50 

60.00 

* 

30.00 

158.75 

135.00 

* 

118.75 

1.00 

0.50 

4 

0.20 

1.00 

0.50 

4 

0.20 

45.00 

35.00 

* 

18.00 

2.00 

1.50 

* 

1.00 

20.50 

18.50 

* 

16.75 

27.50 

24.50 

* 

23.50 

135.00 

115.00 

* 

95.00 

2.00 

1.50 

* 

1.00 

2.00 

1.80 

t 

1.10 

5.00 

5.00 

* 

4.00 

5.00 

5.00 

t 

4.00 

5.00 

4.00 


4.00 

25.25 

21.00 

* 

19.75 

30.00 

25.00 

* 

23.00 

2.00 

1.50 

t 

1.00 

4.00 

4.00 

t 

2.00 

2.00 

2.00 

* 

1.30 

ALPHA 




Farmstead 

Fastbond 

Fear 

Feedback 

Fire Elemental 

Fireball 

Firebreathing 

Flashfires 

Flight 

Fog 

Force of Nature 
Forcefield 
Forest Eyes 
Forest Path 
Forest Rocks 
Fork 

Frozen Shade 
Fungusaur 
Gaea's Liege 



10.00 * 
10.50 * 
1.00 
1.50 4 

4 
4 


Giant Growth 
Giant Spider 
Glasses of Urza 
Gloom 


Goblin King 


Gray Ogre 
Green Ward 
Grizzly Bears 


R 

Sum 

U 

4.30 

2.80 

R 

Sor 

C 

1.30 

0.90 

R 

ECr 

C 

1.00 

1.00 

R 

Sor 

U 

3.00 

3.00 

U 

ECr 

C 

1.00 

1.00 

G 

Ins 

C 

1.00 

1.00 

G 

Sum 

R 

21.25 

17.50 

A 

P 

R 

117.50 

105.00 

G 

L 

C 

0.50 

0.50 

G 

L 

C 

0.50 

0.50 

G 

L 

C 

0.50 

0.50 

R 

Int 

R 

30.00 

30.00 

B 

Sum 

C 

1.00 

1.00 

G 

Sum 

R 

12.50 

10.00 

G 

Sum 

R 

17.00 

15.00 

A 

C 

R 

123.75 

110.00 

G 

Ins 

C 

1.00 

1.00 

G 

Sum 

C 

1.00 

1.00 

A 

M 

u 

3.00 

2.00 

B 

E 

u 

2.80 

1.50 

. R 

Sum 

u 

3.30 

2.80 

R 

Sum 

R 

19.00 

14.50 

R 

Sum 

R 

26.25 

20.00 

R 

Sum 

C 

1.00 

1.00 

W 

E 

U 

2.30 

1.50 

G 

Sum 

C 

1.00 

0.80 


6.50 
7.80 
1.00 
1.30 
1.40 
0.70 
0.50 
2.00 
0.50 
0.50 
4 14.25 

* 85.00 
t 0.30 

* 0.30 

* 0.30 
t 30.00 

0.50 

7.00 

12.00 

* 100.00 

0.50 
0.50 
4 1.80 
4 1.30 

4 2.10 

* 10.50 

* 12.25 

0.50 
4 1.30 
4 0.50 


BETA 


4.00 

1.90 

15.00 

2.00 

2.00 

2.00 

2.00 

16.00 

1.90 

4.00 

5.00 

25.00 

108.75 

78.75 
5.30 

12.75 
4.00 
5.50 
2.00 
1.00 
1.00 


2.00 

1.30 

14.00 

1.50 

1.80 

1.80 

1.50 

15.00 

1.50 

4.00 

5.00 

25.00 

92.50 
75.00 

5.00 

10.50 
4.00 
5.00 
1.50 
0.50 
0.80 


1.30 

1.00 

11.50 
1.00 
1.10 
1.10 
1.00 

15.00 

1.10 

4.00 

5.00 

25.00 

82.50 
63.75 

4.50 
8.00 
4.00 

2.50 
1.00 
0.20 
0.30 


Guardian Angel 
Healing Salve 
Helm of Chatzuk 
Hill Giant 
Holy Armor 
Holy Strength 
Howl from Beyond B 
Howling Mine A 
Hurloon Minotaur R 


31.25 

4.00 

16.00 

20.00 

15.00 


22.50 * 
4.00 * 
12.25 * 
18.00 * 
13.00 * 


13.00 

4.00 

9.60 

18.00 

13.00 

3.50 

1.00 

4.30 

5.00 

9.60 

15.00 

4.30 

3.50 
4.00 

71.25 
3.50 
8.80 
4.00 
1.00 

10.50 

11.25 
4.30 


Hurricane 
Hypnotic Specter 
Ice Storm 
Icy Manipulator 
Illusionary Mask 
Instill Energy 
Invisibility 
Iron Star 
Irondaw Ores 
Ironroot Treefolk 
Island Blue 
Island Golden 
Island Red 
Island Sanctuary 
Ivory Cup 
Jade Monolith 
lade Statue 
layemdae Tome 
Juggernaut 
Jump 
Karma 

Keldon Warlord 

Kormus Bell 

Kudzu 

Lance 

Ley Druid 

Library of Leng 

Lich 

Lifeforce 

Lifelace 

Lifetap 

Lightning Bolt 
Living Artifact 
Living Lands 
Living Wall 


Type 

Rarity Upper 

Media 

n 

Lower 

Ins 

c 

2.00 

1.00 


1.00 

Ins 

c 

1.00 

1.00 


0.50 

M 

R 

10.50 

10.00 


7.00 

Sum 

C 

1.00 

1.00 


0.50 

ECr 

C 

1.00 

1.00 


0.50 

ECr 

C 

1.00 

1.00 


0.50 

Ins 

c 

0.80 

0.50 

4 

0.40 

C 

R 

16.50 

13.00 

* 

9.50 

Sum 

C 

1.00 

1.00 


0.50 

Sor 

U 

3.30 

2.50 

4 

1.90 

Sum 

U 

4.00 

4.00 


3.80 

Sor 

U 

20.00 

19.00 

* 

15.75 

M 

U 

77.50 

69.00 

* 57.50 

P 

R 

63.75 

52.50 

* 

41.25 

ECr 

U 

3.50 

3.00 


2.50 

ECr 

C 

10.75 

7.00 

* 

5.50 

P 

U 

2.30 

1.50 

4 

1.30 

Sum 

C 

3.80 

2.50 

4 

1.30 

Sum 

C 

1.00 

1.00 


0.50 

L 

C 

0.50 

0.30 

4 

0.20 

L 

C 

0.50 

0.40 

t 

0.20 

L 

C 

0.50 

0.40 

* 

0.20 

E 

R 

8.50 

6.00 

t 

3.10 

P 

U 

2.00 

1.00 

4 

1.00 

P 

R 

8.00 

6.00 

4 

4.00 

M 

U 

16.25 

15.00 

t 

13.50 

M 

R 

9.50 

9.00 

t 

5.50 

ACr 

U 

10.00 

7.50 

t 

5.00 

Ins 

C 

1.00 

1.00 


0.50 

E 

U 

2.50 

2.00 

4 

2.00 

Sum 

U 

4.00 

2.00 

4 

1.90 

C 

R 

12.50 

11.00 

* 

7.50 

EL 

R 

12.75 

9.50 

t 

5.80 

ECr 

U 

5.00 

2.50 

4 

2.00 

Sum 

U 

3.30 

2.00 

4 

1.00 

C 

U 

2.80 

1.50 

4 

1.30 

E 

R 

80.00 

62.50 

t 

57.50 

E 

U 

3.00 

3.00 


2.00 

Int 

R 

8.50 

7.00 


5.00 

E 

U 

2.30 

1.50 

4 

1.30 

Ins 

C 

1.10 

0.90 


0.70 

EArt 

R 

8.50 

7.00 

4 

5.50 

EL 

R 

10.00 

10.00 

t 

7.00 

ACr 

U 

9.10 

7.50 

t 

6.10 



, * . -vr— 


















the battle begins 



YOU 1ICCD IT 

TNG HAS IT!!! 


RARE SINGLES 


Adarkar Wastes 

$ 5.00 

Aegis of the Meek 

7.00 

Altar of Bone 

8.00 

Amulet of Quoz 

5.00 

Balduvian Hydra 

8.00 

Blinking Spirit 

10.00 

Blizzard 

7.00 

Brand of III Omen 

7.00 

Brushlands 

5.00 

Call to Arms 

7.00 

Caribou Range 

11.00 

Celestial Sword 

7.00 

Chaos Lord 

5.00 

Chaos Moon 

5.00 

Chromatic Armor 

10.00 

Crown of the Ages 

11.00 

Curse of Marit Lage 

11.00 

Deflection 

15.00 

Despotic Sceptor 

8.00 

Dread Wight 

12.00 

Dwarven Armory 

10.00 

Earthlink 

12.00 

Elder Druid 

10.00 

Elemental Augury 

10.00 

Elkin Bottle 

12.00 

Enduring Renewal 

9.00 

Energy Storm 

14.00 

Fiery Justice 

10.00 

Flooded Woodlands 

8.00 

Flow of Maggots 

10.00 

Forbidden Lore 

10.00 

Formation 

8.00 

Freyalise's Wind 

10.00 

Fyndhorn Pollen 

7.00 

Game of Chaos 

8.00 

General Jarkeld 

12.00 

Ghostly Flame 

15.00 

Glacial Crevasses 

9.00 

Glaciers 

10.00 

Goblin Lyre 

10.00 

Gravebind 

7.00 

Halls of Mist 

10.00 

Hecatomb 

14.00 

Hot Springs 

10.00 

Ice Cauldron 

12.00 

Icy Prison 

12.00 

Illusionary Presence 

9.00 

Illusions of Grandeur 

15.00 

Infernal Darkness 

12.00 

Infernal Denizen 

10.00 


Infinite Hourglass 

$ 10.00 

Jester's Cap 

35.00 

Jester's Mask 

35.00 

Jokulhaups 

10.00 

Karplusan Forest 

5.00 

Karplusan Yeti 

9.00 

Kjeldoran Knight 

4.00 

Kjeldoran Phalanx 

9.00 

Kjeldoran Royal Guard 

8.00 

Land Cap 

5.00 

Lava T ubes 

5.00 

Lhurgoyf 

10.00 

Lightning Blow 

10.00 

Lost Order of Jarkeld 

10.00 

Magus of the Unseen 

15.00 

Marton Stromgald 

12.00 

Mercenaries 

10.00 

Merieke Ri Berit 

15.00 

Mesmeric T ranee 

10.00 

Mind Whip 

7.00 

Minion of Leshrac 

10.00 

Minion of Tevesh Szat 

7.00 

Monsoon 

10.00 

Mountain Titan 

7.00 

Mudslide 

7.00 

Musician 

10.00 

Mystic Might 

12.00 

Naked Singularity 

8.00 

Necropotence 

10.00 

Oath of Lim-Dul 

14.00 

Orcish Librarian 

9.00 

Orcish Squatters 

12.00 

Order Sacred Torch 

10.00 

Pale Bears 

5.00 

Pentagram of Ages 

10.00 

Polar Kraken 

15.00 

Pox 

8.00 

Pygmy Allosaurus 

7.00 

Reality Twist 

8.00 

Reclamation 

7.00 

Ritual of Subdual 

12.00 

River Delta 

5.00 

Runed Arch 

12.00 

Seraph 

15.00 

Shyft 

12.00 

Sibilant Spirit 

7.00 

Skeleton Ship 

10.00 

Snow Fortress 

7.00 

Snowblind 

5.00 

Soldevi Golem 

10.00 

Spoils of Evil 

14.00 


Spoils of War 

$ 12.00 

Staff of the Ages 

8.00 

Stampede 

12.00 

Storm Spirit 

12.00 

Stormbind 

12.00 

Stromgald Cabal 

10.00 

Stunted Growth 

8.00 

Sulfurous Springs 

5.00 

Timberline Ridge 

5.00 

Time Bomb 

10.00 

Total War 

12.00 

T railblazer 

8.00 

Underground River 

5.00 

Veldt 

5.00 

Vexing Arcanix 

10.00 

Vibrating Sphere 

8.00 

Wiitigo 

15.00 

Winter's Chill 

9.00 

Wrath of Marit Lage 

10.00 

Zur*s Weirding 

10.00 

UNCOMMONS 


Centaur Archer 

4.00 

Diabolic Vision 

5.00 

Fanatical Fever 

5.00 

Forgotten Lore 

4.00 

Goblin Snowman 

5.00 

Hyalopterous Lemure 

5.00 

leequake 

8.00 

Icy Manipulator 

12.00 

Jeweled Amulet 

8.00 

Kjeldoran Skycaptain 

5.00 

Krovikan Vampire 

7.00 

Melee 

5.00 

Mind Warp 

7.00 

Phantasmal Mount 

7.00 

Pyroclasm 

6.00 

Sacred Boon 

6.00 

Shield of the Ages 

8.00 

Silver Erne 

4.00 

Soul Barrier 

5.00 


Also available all Singles, 
Sets, Packs, Boxes, Cases 

ALPHA 

BETA 

UNLIMITED 
REVISED 
ARABIAN NIGHTS 
ANTIQUITIES 
LEGENDS 
DARK 

FALLEN EMPIRES 


STAR TREK (BLACK) 
STAR TREK (WHITE) 
STAR TREK (SILVER) 

ST ALTERNATE UNIVERSE 
STAR WARS LIMITED 
STAR WARS UNLIMITED 


Thermokarst 

$5.00 

Thoughtleech 

5.00 

Thunder Wall 

5.00 

Wind Spirit 

7.00 

Wings of Aesthir 

8.00 

Yavimaya Gnats 

7.00 

Zuran Orb 

9.00 


Other Uncommons $2.00-7.00 
Commons priced $0.50-2.00 


COMPLETE ICE AGE SETS 
$850.00 


Selection, Service, Prices-Available at 

THE NATIONAL COLLECTOR.INC 

Popular Licensed Collectibles 
STAR WARS-STAR TREK- THE SHADOW 
BARBIE-G.I.JOE-DISNEY-WARNER BROS. 

SUPER HEROES-NIGHTMARE BEFORE XMAS 
CARTOONS-TV-MOVIE MEMORABILIA 
POSTERS-RARE COINS-ANIMATION ART 
TOYS-PREMIUM RINGS-CHARACTER WATCHES 


CALL Anytime (813) 927-8398 
Fax Orders (813) 927-9495 
E Mail : TNCMAGIC@gate.net 


TNG, 6113 Clark Center Ave, Sarasota, FL 34238 US 
Prices Subject to Change 

We accept checks and money orders phis Mastercard, 
Visa, American Express and Discover 
We ship Worldwide - Ovemite service is available 

We Buy-Sell-Trade 


FREE CATALOG 
















Magic : Ice Qa waw 

/O L T>HA /g£T/1 


2.00 

1.50 

t 

1.00 

Llanowar Elves 

G 

Sum 

C 

2.00 

20.25 

17.00 


16.50 

Lord of Atlantis 

U 

Sum 

R 

15.00 

32.50 

27.50 

* 

23.75 

Lord of the Pit 

B 

Sum 

R 

25.00 

5.00 

5.00 


5.00 

Lure 

G 

ECr 

U 

4.00 

16.25 

14.50 

t 

14.00 

Magical Hack 

U 

Int 

R 

U.00 

21.25 

19.50 

* 

16.75 

Mahamoti Djinn 

U 

Sum 

R 

16.00 

15.00 

13.50 

* 

12.25 

Mana Flare 

R 

E 

R 

U.00 

27.50 

20.00 

t 

13.25 

Mana Short 

U 

Ins 

R 

12.75 

14.75 

12.00 

* 

10.00 

Mana Vault 

A 

M 

R 

10.00 

12.75 

U.00 

* 

9.50 

Manabarbs 

R 

E 

R 

n.oo 

18.75 

14.25 

* 

11.75 

Meekstone 

A 

C 

R 

8.80 

2.00 

1.50 

t 

1.00 

Merfolk of Prl Tr 

U 

Sum 

C 

1.00 

2.00 

1.80 

* 

1.10 

Mesa Pegasus 

W 

Sum 

C 

1.30 

16.25 

14.00 

t 

12.00 

Mind Twist 

B 

Sor 

R 

12.50 

1.90 

1.30 

t 

1.00 

Mons's Goblin Rdrs R 

Sum 

C 

1.00 

0.90 

0.40 

4 

0.20 

Mountain Blue 

R 

L 

C 

0.50 

0.90 

0.40 

4 

0.20 

Mountain Brown 

R 

L 

C 

0.50 





Mountain Grn Sky R 

L 

C 

0.50 



Mox Emerald 
Mox Jet 
Mox Pearl 
Mox Ruby 
Mox Sapphire 
Natural Selection 
Nether Shadow 
Nettling Imp 
Nevinyrral's Disk 
Nightmare 


M 

M 

M 

M 

M 

Ins 

Sum 

Sum 

M 

Sum 


R 163.75 
R 163.75 
R 163.75 
R 163.75 
R 171.25 


45.00 

12.00 

7.50 

15.00 

30.00 


1.00 

12.00 

15.00 

3.50 
11.00 
12.00 
10.00 
11.00 

8.50 

10.00 

7.50 
0.80 
0.80 

12.00 

1.00 

0.50 

0.50 

0.50 

135.00 

135.00 

135.00 

135.00 

135.00 

34.00 

9.50 
3.80 

12.00 

20.00 


0.50 
12.00 
* 12.00 

* 2.50 

* 8.50 

12.00 

7.50 
8.80 
6.80 
7.00 
6.30 
0.50 
0.50 
9.00 
0.50 
t 0.30 

* 0.30 

* 0.30 

* 107.50 

* 107.50 

* 107.50 
*107.50 
*107.50 

* 30.00 

* 6.80 

* 2.40 

* 9.00 

* 17.00 


2.00 

1.50 

* 

1.00 

Sea Serpent 

U 

Sum 

C 

1.00 

0.80 

* 

0.50 

27.50 

21.50 

* 

15.50 

Sedge Troll 

R 

Sum 

R 

16.50 

8.00 

4 

7.00 

10.00 

10.00 

* 

9.00 

Sengir Vampire 

B 

Sum 

U 

5.00 

4.00 

4 

4.00 

15.00 

10.00 

4 

10.00 

Serra Angel 

W 

Sum 

U 

U.00 

10.00 


8.00 

1.90 

1.30 

* 

1.00 

Shanodin Dryads 

G 

Sum 

C 

1.00 

0.80 

4 

0.40 

2.00 

1.50 

t 

1.00 

Shatter 

R 

Ins 

C 

1.10 

0.80 

4 

0.50 

58.75 

47.50 

t 

41.25 

Shivan Dragon 

R 

Sum 

R 

36.25 

28.50 

t 

21.50 

4.00 

4.00 

t 

2.50 

Simulacrum 

B 

Ins 

U 

2.30 

1.50 

4 

1.30 

17.25 

15.00 

t 

9.80 

Sinkhole 

B 

Sor 

C 

14.50 

12.50 

t 

8.50 

4.80 

4.00 

* 

3.60 

Siren's Call 

U 

Ins 

u 

2.30 

1.50 

4 

1.30 

17.00 

15.50 

* 

14.75 

Sleight of Mind 

U 

Int 

R 

12.00 

U.00 


8.50 

14.25 

13.00 

* 

U.50 

Smoke 

R 

E 

R 

8.00 

6.00 

4 

5.00 

14.00 

8.00 

* 

4.30 

Sol Ring 

A 

M 

U 

13.00 

4.00 


4.00 

5.00 

4.50 

t 

4.00 

Soul Net 

A 

P 

U 

4.00 

3.50 

* 

2.60 

2.00 

1.80 

* 

1.10 

Spell Blast 

U 

Int 

C 

1.00 

1.00 


0.50 

14.25 

12.00 

* 

10.25 

Stasis 

U 

E 

R 

10.00 

10.00 

t 

8.00 

5.00 

5.00 

t 

3.00 

Steal Artifact 

U 

EArt 

U 

3.00 

3.00 


2.00 

4.00 

4.00 

t 

4.00 

Stone Giant 

R 

Sum 

U 

3.30 

3.00 


2.60 

2.00 

1.80 

4 

1.10 

Stone Rain 

R 

Sor 

C 

1.00 

1.00 


0.50 

1.90 

1.30 

* 

1.00 

Stream of Life 

G 

Sor 

C 

1.00 

0.50 

4 

0.50 

17.50 

14.00 

* 

12.75 

Sunglasses o/Urza A 

C 

R 

10.50 

10.00 

* 

7.00 

1.00 

0.80 


0.30 

Swamp High Br 

B 

L 

C 

0.50 

0.50 

* 

0.30 

1.00 

0.80 


0.30 

Swamp Low Br 

B 

L 

C 

0.50 

0.50 

t 

0.30 





Swamp Two Br 

B 

L 

c 

0.50 

0.50 

* 

0.30 

4.00 

4.00 


4.00 

Swords to Plwshrs W 

Ins 

u 

2.50 

2.00 

4 

1.80 

40.00 

35.00 

t 

30.00 

Taiga 

G/R DL 

R 

30.00 

25.00 

* 20.00 

2.00 

2.00 


1.30 

Terror 

B 

Ins 

C 

1.00 

0.90 

* 

0.70 

19.50 

15.25 

t 

14.00 

The Hive 

A 

M 

R 

12.00 

9.00 


9.00 

6.00 

5.00 

4 

4.00 

Thicket Basilisk 

G 

Sum 

U 

5.00 

4.00 

4 

3.00 

13.50 

12.00 

* 

9.50 

Thoughtlace 

U 

Int 

R 

9.30 

7.00 

t 

4.30 

4.00 

4.00 

* 

4.00 

Throne of Bone 

A 

P 

U 

3.00 

2.00 

4 

1.00 

13.50 

13.00 

t 

U.50 

Timber Wolves 

G 

Sum 

R 

8.50 

7.00 

4 

5.50 

105.00 

90.00 

t 

87.50 

Time Vault 

A 

M 

R 

65.00 

50.00 


45.00 


Color Type Rarity Upper Modi 


BETA 



22.00 

20.50 

t 

18.75 

Northern Paladin 

W 

Sum 

R 

5.00 

5.00 

* 

4.00 

Obsianus Golem 

A 

ACr 

U 

15.00 

10.00 

* 

5.00 

Orcish Artillery 

R 

Sum 

U 

50.00 

17.00 

* 

5.00 

Ordsh Oriflamme 

R 

E 

U 

2.00 

1.50 

* 

1.00 

Paralyze 

B 

ECr 

C 

2.00 

1.50 

t 

1.00 

Pearled Unicorn 

W 

Sum 

C 

20.00 

18.00 

* 

16.00 

Personal Incarntn 

W 

Sum 

R 

2.00 

1.80 

* 

1.10 

Pestilence 

B 

E 

C 

5.00 

4.00 


4.00 

Phantasmal Forces U 

Sum 

U 

2.00 

1.80 

* 

1.10 

Phantasmal Term 

U 

Sum 

C 

4.80 

4.00 

t 

4.00 

Phantom Monster 

U 

Sum 

U 

14.25 

12.50 

* 

10.75 

Pirate Ship 

U 

Sum 

R 

2.00 

1.50 

* 

1.00 

Plague Rats 

B 

Sum 

C 


1.00 * 0.80 


Plains No Trees W 
Plains Pk Horizon W 


15.00 

3.30 

3.00 

4.00 

1.00 

1.00 

14.50 

1.00 

2.50 

1.10 

2.50 

9.00 

1.00 

0.50 

0.50 


14.00 

2.50 

2.50 

3.00 

0.80 

0.80 

14.00 

0.80 

2.00 

0.80 

2.00 

8.00 

0.90 

0.40 

0.40 


12.00 

1.90 

2.00 

3.00 

0.50 

0.50 

10.00 

0.50 

1.80 

0.50 

1.80 

6.00 

0.60 

0.20 

0.20 



5U- 



40.00 

40.00 

* 

30.00 

Plateau 

R/W DL 

R 

30.00 

25.00 

* 

20.00 





Volcanic Island 

U/R DL 

R 

31.25 

2.00 

1.50 

* 

1.00 

Power Leak 

U 

EE 

C 

1.00 

1.00 


0.50 

5.00 

5.00 


5.00 

Wall of Air 

U 

Sum 

U 

3.50 

2.00 

1.50 

t 

1.00 

Power Sink 

U 

Int 

C 

1.00 

0.80 

4 

0.50 

5.00 

5.00 

* 

4.00 

Wall of Bone 

B 

Sum 

U 

4.00 

14.75 

12.75 

* 

U.25 

Power Surge 

R 

E 

R 

9.00 

8.00 

4 

6.50 

4.00 

4.00 

* 

4.00 

Wall of Brambles 

G 

Sum 

U 

2.00 

2.80 

2.00 


1.30 

Prodigal Sorcerer 

U 

Sum 

C 

2.00 

1.30 

* 

0.60 

4.80 

4.00 

* 

4.00 

Wall of Fire 

R 

Sum 

U 

3.00 

23.50 

18.50 

* 

13.50 

Psionic Blast 

U 

Ins 

U 

21.00 

14.00 

* 

8.50 

4.80 

4.00 

* 

4.00 

Wall of Ice 

G 

Sum 

U 

2.00 

2.00 

2.00 

* 

1.00 

Psychic Venom 

U 

EL 

c 

1.00 

0.80 

4 

0.50 

4.80 

4.00 

t 

3.60 

Wall of Stone 

R 

Sum 

U 

2.10 

15.25 

U.25 

t 

9.10 

Purelace 

W 

Int 

R 

9.30 

7.00 

* 

4.50 

5.00 

5.00 

t 

4.00 

Wall of Swords 

W 

Sum 

U 

3.00 

90.00 

66.25 

* 

59.50 

Raging River 

R 

E 

R 

52.50 

45.00 

* 

40.00 

4.00 

4.00 

t 

4.00 

Wall of Water 

U 

Sum 

U 

3.00 

2.00 

1.50 

t 

1.00 

Raise Dead 

B 

Sor 

C 

1.00 

1.00 


0.50 

2.00 

1.50 

* 

1.00 

Wall of Wood 

G 

Sum 

C 

1.00 

2.00 

1.80 

* 

1.10 

Red Elemental B1 

R 

Ins 

C 

1.00 

1.00 


0.50 

5.00 

4.00 

t 

3.00 

Wanderlust 

G 

ECr 

U 

2.30 

3.90 

3.30 

t 

2.30 

Red Ward 

W 

ECr 

U 

2.30 

1.50 

4 

1.30 

2.00 

1.80 

* 

1.10 

War Mammoth 

G 

Sum 

C 

2.00 

2.00 

1.80 

t 

1.10 

Regeneration 

G 

ECr 

C 

1.00 

1.00 


0.50 

14.00 

U.00 

t 

9.00 

Warp Artifact 

B 

EArt 

R 

7.00 

11.25 

5.50 

t 

3.50 

Regrowth 

G 

Sor 

U 

U.25 

6.50 

t 

2.40 

5.00 

4.50 

* 

4.00 

Water Elemental 

U 

Sum 

U 

3.00 

11.75 

6.30 

* 

4.30 

Resurrection 

W 

Sor 

U 

U.25 

7.00 

* 

3.50 

2.00 

1.50 

t 

1.00 

Weakness 

B 

ECr 

C 

1.00 

18.50 

16.00 

* 

U.75 

Reverse Damage 

W 

Ins 

R 

13.50 

U.50 

* 

9.00 

15.00 

14.00 

* 

14.00 

Web 

G 

ECr 

R 

10.50 

17.75 

16.00 

t 

13.75 

Righteousness 

W 

Ins 

R 

U.00 

10.00 


8.00 

30.00 

25.00 

t 

20.00 

Wheel of Fortune 

R 

Sor 

R 

26.25 

30.00 

19.00 

* 

15.00 

Roc of Kher Rdgs 

R 

Sum 

R 

25.00 

10.00 

* 

8.00 

6.00 

5.50 

t 

4.30 

White Knight 

W 

Sum 

U 

3.50 

50.00 

35.00 

t 

30.00 

Rock Hydra 

R 

Sum 

R 

32.50 

22.50 

* 

14.25 

3.30 

2.50 

* 

2.00 

White Ward 

W 

ECr 

U 

3.00 

5.00 

5.00 

t 

4.30 

Rod of Ruin 

A 

M 

U 

4.00 

3.00 


1.50 

2.00 

1.50 

t 

1.00 

Wild Growth 

G 

EL 

C 

1.00 

31.25 

30.00 

* 

29.75 

Royal Assassin 

B 

Sum 

R 

25.00 

20.00 


20.00 

19.75 

17.75 

* 

16.25 

Will-O-The-Wisp 

B 

Sum 

R 

14.25 

6.10 

5.00 

* 

3.50 

Sacrifice 

B 

Int 

U 

7.00 

3.00 


1.50 

15.75 

12.00 

t 

10.25 

Winter Orb 

A 

C 

R 

15.00 

| 2.00 

1.50 

t 

1.00 

Samite Healer 

W 

Sum 

C 

1.00 

1.00 


0.50 

4.00 

4.00 

* 

3.50 

Wooden Sphere 

A 

P 

U 

2.00 

40.00 

35.00 

* 

30.00 

Savannah 

G/W DL 

R 

30.00 

27.50 

* 

23.75 

83.75 

74.50 

* 

66.00 

Word of Comnd 

B 

Ins 

R 

68.75 

16.50 

12.00 

t 

10.50 

Savannah Lions 

W 

Sum 

R 

10.25 

8.80 

* 

6.60 

18.50 

16.50 

* 

14.25 

Wrath of God 

W 

Sor 

R 

10.50 

2.00 

1.50 

* 

1.00 

Scathe Zombies 

B 

Sum 

C 

1.00 

1.00 


0.50 

23.25 

18.50 

* 

16.00 

Zombie Master 

B 

Sum 

R 

14.50 

4.80 

4.00 


4.00 

Scavenging Ghoul 

B 

Sum 

U 

3.30 

2.30 

4 

1.40 










40.00 

35.00 

* 

30.00 

Scrubland 

B/W DL 

R 

30.00 

25.00 

* 

20.00 

6078.50 

5067.60 

4394.50 TOTAL 

4641.80 


3767.70 

2.00 

1.80 

* 

1.10 

Scryb Sprites 

G 

Sum 

C 

1.00 

0.80 

4 

0.40 











ALPHA 


BETA 


Color Type Rarity Upper Median 


172.50 
109.00 
2.00 
40.00 
4.80 
40.00 
4.00 

12.50 
105.00 
46.75 
2.00 
2.00 
5.00 

15.25 
40.00 

26.25 


160.00 * 137.50 
105.00 * 100.00 
1.50 * 1.00 

t 


40.00 

4.00 

35.00 

4.00 

11.00 

100.00 

37.50 

2.00 

1.50 

5.00 

14.00 

40.00 

25.00 


30.00 
4.00 
30.00 
3.00 
10.00 

* 96.25 

* 31.25 
1.30 
1.00 
5.00 

12.25 

* 35.00 

* 23.75 


Time Walk 
Timetwister 
Tranquility 
Tropical Island 
Tsunami 
Tundra 
Tunnel 
Twiddle 

Two-Headed Giant 
Underground Sea 
Unholy Strength 
Unsummon 
Uthden Troll 
Verduran Enchntrs G 
Vesuvan Doplgngr U 
Veteran Bdygurd W 


U Sor 
U Sor 
G Sor 
U/G DL 
G Sor 
U/W DL 
R Ins 
U Ins 
R Sum 
B/U DL 
B ECr 


U 

R 


Ins 

Sum 

Sum 

Sum 

Sum 


R 140.00 
R 105.00 
C 1.00 
R 30.00 
U 3.00 
R 30.00 
U 2.30 
C 8.50 
R 72.75 
R 30.00 
C 1.50 
C 1.00 
U 4.00 
R 9.00 
R 35.00 
R 23.50 


100.00 

80.00 

0.80 

25.00 

2.50 

27.50 

1.50 

4.50 
50.00 
25.00 

0.90 

1.00 

4.00 

6.00 

30.00 

22.00 

18.00 

30.00 

2.30 

2.80 

1.00 

2.00 

1.00 

1.10 

2.00 

3.00 

1.00 

1.80 

1.00 

5.00 

3.00 

1.00 

8.80 

18.50 
3.00 
2.30 
0.80 

11.50 

10.00 

1.00 

63.50 

8.00 

14.00 


* 90.00 

* 72.50 

* 0.50 

* 20.00 

* 1.90 

* 23.75 

* 1.30 

* 2.80 

* 48.00 

* 20.00 

* 0.70 
0.50 

* 3.00 

* 5.00 

* 22.50 

* 15.00 

* 15.00 

* 27.50 

* 1.40 

* 1.40 

* 1.00 
* 1.00 
* 1.00 
* 1.10 

* 1.50 
1.50 
0.50 
1.40 
0.60 
4.00 

1.50 
0.50 
6.60 

10.25 

2.50 
1.40 
0.50 

9.50 
8.00 
1.00 

* 53.00 

* 7.00 

* 10.00 
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ARTIi 

RISTtl 


Bruce 's Book-O-Rama Freirio CJii Crazy Egor's Rochester NY 

Gator Games San Mateo CA Saratoga Sci-Fi Shop Saratoga Sprtigs NY 

Village Vidiot Ft, Collins CO Gamesmasters Unltd. Cieariake TX 

Aaron's Sportscards Bethel ■ :■ CT Commissary Games Houston TX 

Heroes Unlimited Roselle IL Players Texas Sports Huntsville . TX 

The Comic Pit Howell Ml Games People Play Logan UT 

Game Master Fair Lawn NJ Games People Play Orem UT 

My Book Store Las Cruces NM Games Plus Woodinville WA 

Retailers: Wargames West should be your store's distributor! We offer 
lAmerica's fastest shipping, up to the minute computerized inventory, 
and free advertising in top magazines! Call us! 

For a FREE 136-page catalog: PO Box 9496, Albuquerque NM 87119-9496 

Shadowfist is a trademark of Daedalus Games. Card art is copyrighted in the artists! names, counter-clockwise from top: Anthony Waters. Phil Foglio. Melissa Benson, 

Heather Hudson. Ed Beard Jr., John Snyder, Mark Tedin. 
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Add 1 green mana 
to your mana pool. 
Tapping this artifact 
n be played 
as an interrupt. 


Haqic: The Qmewc; UmHim % 
Remo Out of Pm 


Mox Emerald 

U 

A 

M 

R 

118.75 

112.50 * 

106.25 

Mox Jet 

U 

A 

M 

R 

118.75 

112.50 * 

106.25 

Mox Pearl 

U 

A 

M 

R 

118.75 

112.50 * 

106.25 

Mox Ruby 

U 

A 

M 

R 

118.75 

112.50 * 

106.25 

Mox Sapphire 

U 

A 

M 

R 

118.75 

112.50 * 

106.25 

Natural Selection 

U 

G 

Ins 

R 

36.25 

32.50 * 

28.75 

Nettling Imp 

R 

B 

Sum 

U 

4.00 

3.80 t 

3.00 

Plateau 

R 

R/W 

DLnd 

R 

15.00 

12.00 t 

9.00 

Psionic Blast 

U 

U 

Ins 

U 

14.25 

13.50 * 

12.75 

Raging River 

U 

R 

E 

R 

51.25 

47.50 * 

43.75 

Reconstruction 

R 

U 

Sor 

C 

1.00 

0.60 * 

0.50 

Regrowth 

R 

G 

Sor 

U 

5.00 

4.00 * 

3.10 

Resurrection 

R 

W 

Sor 

U 

3.30 

3.00 * 

1.90 

Reverse Polarity 

R 

W 

Ins 

U 

3.30 

2.90 * 

1.80 

Roc of Kher Ridges 

R 

R 

Sum 

R 

9.30 

8.00 * 

5.80 

Rock Hydra 

R 

R 

Sum 

R 

15.75 

15.00 * 

12.00 

Rocket Launcher 

R 

A 

P 

R 

7.30 

5.50 * 

4.00 

Sacrifice 

R 

B 

Int 

U 

3.00 

2.00 * 

1.30 

Savannah 

R 

G/W 

DLnd 

R 

15.00 

12.00 * 

8.50 

Scrubland 

R 

B/W 

DLnd 

R 

15.00 

12.00 * 

8.50 

Sedge Troll 

R 

R 

Sum 

R 

8.00 

7.50 f 

6.00 

Serendib Efreet 

R 

U 

Sum 

R 

8.00 

7.80 * 

5.00 


,r 

i™ i 

* 

Ancestral Recall 
Atog 
Badlands 
Basalt Monolith 
Bayou 
Berserk 
Black Lotus 
Blaze of Glory 
Braingeyser 
Camouflage 
Chaos Orb 
Clone 

Consecrate Land 
HB Contract fr Below 
jm Copper Tablet 
Copy Artifact 
Cyclopean Tomb 
Darkpact 
Demonic Attorney 
Demonic Hordes 
Demonic Tutor 
Dwarven Demo Tm 
Dwarven Wpnsmth 
Earthbind 
False Orders 
Farmstead 
#jl ... ^ Fastbond 

■ 

H Forcefield 

*"^^1 Fork 

Gauntlet of Might 
Granite Gargoyle 
Guardian Angel 
Ice Storm 
Icy Manipulator 
Illusionary Mask 
T’W Invisibility 

Irondaw Ores 
Jade Statue 
Jandor's Ring 
| Juggernaut 
Kird Ape 
Kudzu 
Lance 
Lich 

Living Wall 
Mijae Djinn 




U 

U 

Ins 

R 

75.00 

70.00 * 

65.00 

R 

R 

Sum 

C 

1.00 

0.90 * 

0.50 

R 

B/R 

DLnd 

R 

15.00 

12.00 f 

9.00 

R 

A 

M 

U 

4.00 

4.00 * 

2.40 

R 

B/G 

DLnd 

R 

15.00 

12.00 * 

8.50 

U 

G 

Ins 

U 

27.50 

25.00 * 

25.00 

U 

A 

M 

R 

232.50 

215.00 * 

197.50 

U 

W 

Ins 

R 

45.00 

40.00 * 

35.00 

R 

U 

Sor 

R 

10.00 

8.00 f 

7.00 

U 

G 

Ins 

U 

11.50 

8.00 * 

6.50 

U 

A 

M 

R 

68.75 

67.50 * 

66.25 

R 

U 

Sum 

U 

6.00 

5.00 * 

4.00 

U 

W 

EL 

U 

6.50 

5.00 * 

3.50 

R 

B 

Sor 

R 

6.00 

4.00 * 

3.90 

U 

A 

C 

U 

11.50 

8.00 * 

4.50 

R 

U 

E 

R 

8.50 

8.00 * 

6.80 

U 

A 

M 

R 

47.50 

45.00 * 

42.50 

R 

B 

Sor 

R 

6.00 

4.50 * 

3.20 

R 

B 

Sor 

R 

6.00 

5.00 f 

3.80 

R 

B 

Sum 

R 

12.00 

11.00 * 

10.00 

R 

B 

Sor 

U 

5.30 

4.80 f 

3.80 

U 

R 

Sum 

U 

12.50 

10.00 * 

9.00 

R 

R 

Sum 

U 

3.00 

2.00 * 

1.00 

R 

R 

ECr 

C 

1.00 

0.60 * 

0.50 

U 

R 

Ins 

C 

4.00 

3.00 * 

1.60 

R 

W 

ELnd 

R 

6.00 

6.00 * 

5.00 

R 

G 

E 

R 

7.00 

6.00 * 

5.80 

Set 

Color 

Type 

Rarity Upper 

Median 

Lowe 

U 

A 

P 

R 

92.50 

85.00 * 

77.50 

R 

R 

Int 

R 

21.25 

17.00 * 

12.75 

U 

A 

C 

R 

107.50 

95.00 * 

82.50 

R 

R 

Sum 

R 

12.00 

10.00 * 

7.00 

R 

W 

Ins 

C 

1.00 

0.60 f 

0.50 

U 

G 

Sor 

U 

13.75 

12.50 * 

11.25 

U 

A 

M 

U 

47.50 

45.00 * 

42.50 

U 

A 

P 

R 

46.25 

42.50 * 

38.75 

U 

U 

ECr 

C 

5.50 

5.00 

2.60 

U 

R 

Sum 

C 

2.30 

1.60 * 

0.80 

U 

A 

M 

U 

11.00 

10.00 f 

6.00 

R 

A 

M 

R 

6.30 

5.00 * 

4.00 

R 

A 

ACr 

U 

5.00 

4.00 * 

3.00 

R 

R 

Sum 

C 

1.00 

1.00 * 

0.50 

R 

G 

ELnd 

R 

6.00 

5.00 * 

4.00 

R 

W 

ECr 

U 

3.30 

3.00 * 

2.00 

U 

B 

E 

R 

47.50 

45.00 * 

42.50 

R 

A 

ACr 

U 

4.30 

3.50 * 

2.60 

R 

R 

Sum 

R 

8.30 

7.00 * 

4.80 


For all other M:TG Unlimited and 
Revised cards please refer to Revised 4th Edition prices. 


Carp Name 


Set Color Type Rarity Upper Median Lower 


2.80 

8.50 

4.00 

8.50 

38.75 
92.50 
80.00 

8.50 

8.50 

1.10 

36.25 

9.00 

14.75 

11.00 

8.50 

6.80 

50.00 


Shatterstorm R 

Sinkhole U 

Sol Ring R 

Taiga R 

Time Vault U 

Time Walk U 

Timetwister U 

Tropical Island R 

Tundra R 

Twiddle U 


Two-Headed Giant U 
Underground Sea R 
Vesuvan DopplegngrR 
Veteran Bodyguard R 
Volcanic Eruption R 
Wheel of Fortune R 
Word of Command U 


R 

Sor 

B 

Sor 

A 

M 

R/G 

DLnd 

A 

M 

U 

Sor 

U 

Sor 

U/G 

DLnd 

U/W 

DLnd 

U 

Ins 

R 

Sum 

B/U 

DLnd 

U 

Sum 

W 

Sum 

U 

Sor 

R 

Sor 

B 

Ins 


4.30 

9.50 
6.00 
15.00 
46.25 

97.50 
80.00 
15.00 
15.00 
3.00 
38.75 
15.00 
20.00 
15.00 
15.00 
11.00 
50.00 


4.00 

9.00 

5.00 

12.00 

42.50 
95.00 
80.00 
12.00 
12.00 

2.10 

37.50 
12.00 
19.00 
12.00 
12.00 

9.00 

50.00 


t 

* 

* 

* 

* 

t 

t 

* 

* 

* 

* 

* 

t 

t 

* 

t 

* 










ELECTF 

SOURCE FOR 


A 


l p Mk. The 


\V | i 

The Gathering 
4th Edition 


• FALLEN EMPIRE™ 
• RAGE™ 


STAR TREK™ 

• WYVERN™ 

™ PRODUCTS 


• PLUS OUT OF PRINT MAGIC 

• WE CARRY A FULL SELECTION OF SINGLE CARDS 

t/our (joaning Cdf°d ff^d^Qu.ap 


CALL FOR UPCOMING 
PRODUCTS &. PRICES 




WE ACCEPT: 

CHECKS, MONEY ORDERS, 


Call Toll Free: 

1-800-200-1991 

International Orders Call: 

1 - 213 - 258-0335 

24 hour Fax 

1 - 213 - 258-0140 

Prices subject to change / All sales final / No cancellations on Pre-Orders / Orders do not include shipping & handling 
Fallen Empire, Magic 4th, Ice Age, & Chronicles are trademarks of Wizards of the Coast 
Rage is a trademark of White Wolf, Star Trek is a trademark of Decipher Inc., Wyvern is a trademark of U.S.Games Inc. 
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1507 Colorado Blvd.,Los Angeles, CA 90041 









•: Target creature gains 
+1/+1 until end of turn. 


Abomination 
Air Elemental 
Alabaster Potion 
Aladdin's Lamp 
Aladdin's Ring 
Ali Baba 
Amrou Kithkin 
Amulet of Kroog 
Angry Mob 
Animate Artifact 
Animate Dead 
Animate Wall 
Ankh of Mishra 
Apprentice Wizard 
Armageddon 
Armageddon Clock 
Ashes to Ashes 
Ashnod's Battle Gear 
Aspect of Wolf 
Backfire 
Bad Moon 
Balance 
Ball Lightning 
Battering Ram 
Benalish Hero 
Bird Maiden 
Birds of Paradise 
Black Knight 
Black Mana Battery 
Black Vise 
Black Ward 
Blessing 
Blight 
Blood Lust 
Blue Elemental Blast 
Blue Mana Battery 
Blue Ward 
Bog Imp 
Bog Wraith 
Bottle of Suleiman 
Brainwash 
Brass Man 
Bronze Tablet 
Brothers of Fire 
Burrowing 
Carnivorous Plant 
Carrion Ants 
Castle 
Cave People 
Celestial Prism 
Channel 
Chaoslace 

Cir. of Prot. Artifacts 

Circle of ProtrBlack 


Sum U 
Sum C 
Art C 
Sum U 

EArt U 
ECr U 
EWall R 


Earth Elemental 
Earthquake 
Ebony Horse 
El -Hajjaj 
Elder Land Wurm 
Elven Riders 
Elvish Archers 
Energy Flux 
Energy Tap 
Erg Raiders 
Erosion 

Eternal Warrior 
Evil Presence 
Eye for an Eye 
Fear 

Feedback 
Fellwar Stone 

Fire Elemental 

Fireball 

Firebreathing 

Fissure 

Flashfires 

Flight 

Flood 

Flying Carpet 
Fog 

Force of Nature 
Forest Eyes 
Forest Path 
Forest Rocks 
Fortified Area 
Frozen Shade 
Fungusaur 
Gaea's Liege 
Gaseous Form 
Ghost Ship 
Giant Growth 
Giant Spider 
Giant Strength 
Giant Tortoise 
Glasses of Urza 
Gloom 

Goblin Balloon Brigade 
Goblin King 

Goblin Rock Sled 
Grapeshot Catapult 
Gray Ogre 
Greed 


Sum 

Sor 


Sum 

Sum 

Sum 

Sum 


Sum 

Sor 


Sor 

Sum 

ELnd 

ECr 

ELnd 

Ins 

ECr 

EE 

Art 

Sum 

Sor 

ECr 

Ins 

Sor 

ECr 


Sor 

Sum 

ACr 

Sum 

Sum 

Sum 

Sum 


ECr 

Sum 

Sum 


Sum 

Sum 

Sum 

ECr 

Sum 

Ins 

Sum 

ECr 

Sum 


Sum 

ECr 

Sum 

Sum 


Sum 


Circle of ProtrBlue 
Circle of Prot:Green 
Circle of Prot: Red 
Circle of Prot:White 
Clay Statue 
Clockwork Avian 
Clockwork Beast 
Cockatrice 
Colossus of Sardia 
Conservator 
Control Magic 
Conversion 
Coral Helm 
Cosmic Horror 
Counterspell 
Craw Wurm 
Creature Bond 
Crimson Manticore 
Crumble 
Crusade 
Crystal Rod 
Cursed Land 
Cursed Rack 
Cyclopean Mummy 
Dancing Scimitar 
Dark Ritual 
Death Ward 
Deathgrip 
Deathlace 
Desert Twister 
Detonate 
Diabolic Machine 
Dingus Egg 
Disenchant 
Disintegrate 
Disrupting Scepter 
Divine Transformation 
Dragon Engine 
Dragon Whelp 
Drain Life 
Drain Power 
Drudge Skeletons 
Durkwood Boars 
Dwarven Warriors 


Green Mana Battery 

Green Ward 
Grizzly Bears 
Healing Salve 
Helm of Chatzuk 
Hill Giant 
Holy Armor 
Holy Strength 
Howl from Beyond 
Howling Mine 
Hurkyl's Recall 
Hurloon Minotaur 
Hurr Jackal 
Hurricane 
Hypnotic Specter 
Immolation 
Inferno 
Instill Energy 
Irondaw Ores 
Iron Star 
Ironroot Treefolk 
Island Blue 
Island Fish Jasconius 
Island Golden 
Island Red 
Island Sanctuary 
Ivory Cup 
Ivory Tower 
Jade Monolith 
Jandor's Saddlebags 
Jayemdae Tome 
Jump 

Junun Efreet 
Karma 

Keldon Warlord 
Killer Bees 
Kismet 
Kormus Bell 
Land Leeches 
Land Tax 
Leviathan 
Ley Druid 
Library of Leng 
Lifeforce 


ACr 

ACr 

ACr 

Sum 

ACr 


Sum 

ECr 

ECr 

Ins 


Ins 

Sum 

Sum 

Sor 

Sum 

ECr 

Ins 

ECr 

Sum 


Sum 

Int 

Sum 

ECr 

Sum 

Ins 


Sum 

Lnd 

Sum 

Lnd 

Lnd 


Sum 

ACr 

Int 

Ins 


Ins 

Sum 


ECr 

ACr 

Sum 

Sor 

Sor 

Sum 

Sum 

Sum 


Sum 

Sum 


Card Name 


Median 


Card Name 


Set Color Type Rarity Upper 



















PANHANDLE 

DISCOUNT 

GAMES 



• WIZARD’S OF THE COAST 

• WHITE WOLF, INC. 

• STEVE JACKSON GAMES 


• I.C.E. and many more... 


. ASK ABOUT OUR 

* 15 % 

m DISCOUNT 


ik 

★ 

Tk 


Send $4.00 for catalog 
(refundable with first $15.00 order) 
10854 Hwy. 98 W, Pensacola, FL 32506 
904-457-7751 


HEROES 
& HITTERS 

1845 Silas Deane Hwy. 
Rocky Hill, CT 06067 
(203) 529 8824 

C entral C onnecticut's 

MAGIC shop! 


The STACKED DECK 

Mail Order Magic 
Singles & Sets 


(207) 874-2110 


WE ACCEPT: CHECKS, MONEY 
ORDERS, & C.O.D.'S 

514 Deering Avenue #2 
Portland, ME 04103 
stadced@mainelink.net 

SORRY- NO CHARGE CARDS - SHIPPING ONLY TO 
UA A CANADA 


I 


Swiss Guard Hobbies 


Featuring: 

• Collectable card games 

• RPGs 

• Board games 

• Miniatures. 


i 

I IT 4949 W. Grand Ave. 

Gurnee, IL 60031 
M Phone: (708) 360-1936 

Order FAX: (800) 921-9796 
e-mail: cardinal@interaccess.com 


Check out our Web site// 

http://www.tmnet.com/tropical 



SUMMER CLEARANCE SALE 



Starters 

Boosters 

I:NW0 

$7.00 

$1.50 

Wyvern 

$6.00 

$1.75 

Doomtrooper 

$6.00 

$1.75 

Sim City 

$6.00 

$1.75 


4180 W. Desert Inn Rd B2 • Las Vegas, NV 89102 

Phone: 702.368.3389 • Fax: 702.368.1881 


Call for availability of Magic 4th Edition and Ice Age. 


..ft 


_ /ing s_ 

1 Tap and save 30% or ^more on your 
j gaming needs. Call/write for prices 
4940 Oceanside Blvd. #159-134 
Oceanside, CA 92057 
(619) 726-9406 
I Adjam found that although he had 
J spent a great deal at "The Den" his 
j purse was still laden with gold 
Sorry, no single card sales. 


THE TRAVEL! JNfi MAKE 

All Games 20% off 
We Ship World Wide 
We Buy & Sell singles sets 
20,000 singles in stock 
E-mail TravMage @ Aol.com 

(904) 732-9742 

2142 E. Silver Springs Blvd. 
Ocala, Florida 34470 


The Days of Knights 

Newark, Delaware 

Magic:The Gathering 

Unlimited $1800 set 
Arabian $ 800 set 
Antiquities $350 set 
Legends $1400 set 
The Dark $ $250 set 

Star Trek 

limited $925set/$350 box 
Set of Uncommons $50 
Set of Commons $15 
Unlimited $400 set 
Set of Uncommons $20 
Set of Commons $ 5 

Galactic Empires 

Alpha Set $ 125 
Primary Set $ 450* 
New Empires Set $ 125* 
*No Tens 

Primary Boosters $75 New 
Emp Boosters $85 
Call for Tens and Promos 

Thousands of Singles 
From the above games 

Unopened Booster Boxes 

Doomtrooper $65 
Wyvem(Ltd. Ed.) $70 
Lmtd Ed. Illuminati $ 70 
Echelons of Fire(F.E.) $ 90 
Echelon of Fury(F.E.) $90 
Rage $ 45 
Spellfire $ 85 
Bloodwars $85 
On the Edge $ 80 
Cut Ups $80 
Fists of Fury $80 
Star ofthe Guardians $40 

Starter Decks are also 
auailable! 

Prices & fluailability are 
subject to change ! 

Call 1 lam 5pm EST 

302 - 366-0963 

Fan Toll Free 24 hrs 

1 - 800 - 738-5980 

Buy&Sell used UlarGames 
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Lifelace 


G 

Int 

R 

3.00 

2.30 

't 

1.80 

Lifetap 


U 

E 

U 

1.00 

1.00 


0.80 

Lightning Bolt 


R 

Ins 

C 

0.50 

0.30 

4 

0.20 

Living Artifact 


G 

EArt 

R 

4.13 

3.80 

I' 

3.00 

Living Lands 


G 

E 

R 

5.00 

4.00 

4 

3.00 

Llanowar Elves 


G 

Sum 

C 

0.30 

0.30 

I' 

0.20 

Lord of Atlantis 


U 

Sum 

R 

8.00 

6.00 

* 

6.00 

Lord of the Pit 


B 

Sum 

R 

10.00 

9.00 


8.00 

lost Soul 

i 

B 

Sum 

c 

030 

0.10 


0,10 

Lure 


G 

ECr 

u 

1.50 

1.00 

4 

1.00 

Magical Hack 


U 

Int 

R 

7.00 

6.00 

+ 

5.00 

Magnetic Mountain 


R 

E 

R 

4.00 

3.00 

* 

2.90 

Mahamoti Djinn 


U 

Sum 

R 

8.00 

7.50 

* 

6.00 

Mana Clash 

D 

R 

Sor 

R 

430 

4.00 


4.00 

Mana Flare 


R 

E 

R 

6.00 

5.00 

* 

5.00 

Mana Short 


U 

Ins 

R 

5.00 

4.50 

* 

4.00 

Mana Vault 


A 

M 

R 

4.00 

3.00 

* 

3.00 

Manabarbs 


R 

E 

R 

4.00 

4.00 

4 

3.00 

Marsh Gas 

D 

B 

Ins 

c 

0.63 

0,40 


0,30 

Marsh Viper 

D 

G 

Sum 

c 

030 

0.10 


0,10 

Meekstone 


A 

C 

R 

5.00 

4.00 

4* 

4.00 

Merfolk of the Prl Trdnt 


U 

Sum 

c 

0.25 

0.30 

I' 

0.10 

Mesa Pegasus 


W 

Sum 

c 

0.25 

0.30 

I' 

0.20 

Millstone 


A 

M 

R 

3.25 

3.00 

* 

3.00 

Mind Bomb 

D 

U 

Sor 

LI 

2,75 

2,00 


1,80 

Mind Twist 


B 

Sor 

R 

5.50 

5.00 

+ 

4.50 

Mlshra's factory (fall) 

A 

1 

lard 

LI 

ISO 

3,0© 


2,00 

Mishra's War Machine 


A 

ACr 

R 

5.00 

4.00 


3.00 

Mons's Goblin Raiders 


R 

Sum 

C 

0.25 

0.30 

4 

0.10 

Morale 

D 

W 

Ins 

c 

035 

0,20 


0,10 

Mountain Blue 


R 

Lnd 

c 

0.10 

0.10 

4 

0.10 

Mountain Brown 


R 

Lnd 

c 

0.10 

0.10 

* 

0.10 

Mountain Green Sky 


R 

Lnd 

c 

0.10 

0.10 

4 

0.10 

Murk Dwellers 

D 

B 

Sum 

c 

030 

0,10 


0,10 

Nats Asp 

AR 

G 

Sum 

c 

0.75 

0.50 


0,30 

Nether Shadow 


B 

Sum 

R 

4.25 

4.00 

I' 

3.00 

Nevinyrral's Disk 


A 

M 

R 

5.00 

5.00 

* 

4.50 

Nightmare 


B 

Sum 

R 

12.00 

10.00 

I' 

10.00 

Northern Paladin 


W 

Sum 

R 

10.00 

9.00 

* 

8.00 

Oasis 

AR 

L 

Lnd 

LI 

3.00 

3.00 


2,00 

Obsianus Golem 


A 

ACr 

U 

1.63 

1.00 

4 

1.00 

Onulet 


A 

ACr 

R 

3.00 

2.00 

I' 

1.50 

; \kp Namv Srt 

Cot OR Tvrt Rakov 

llms 
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lOWIK 

Orcish Artillery 


R 

Sum 

U 

1.00 

0.90 

4 

0.50 

Orcish Oriflamme 


R 

E 

U 

2.00 

1.50 

* 

1.00 

Ornithopter 


A 

ACr 

U 

1.00 

1.00 


0.30 

Osai Vultures 

L 

W 

Sum 

U 

1.73 

1,00 


0.90 

Paralyze 


B 

ECr 

C 

0.30 

0.30 

* 

0.10 

Pearled Unicorn 


W 

Sum 

C 

0.25 

0.30 

4 

0.10 

Personal Incarnation 


W 

Sum 

R 

8.00 

8.00 


6.00 

Pestilence 


B 

E 

C 

0.26 

0.30 


0.20 

Phantasmal Forces 


U 

Sum 

U 

1.00 

1.00 

* 

0.60 

Phantasmal Terrain 


U 

ELnd 

c 

0.25 

0.30 

* 

0.20 

Phantom Monster 


U 

Sum 

u 

1.50 

1.00 

* 

1.00 

Piety 

AR 

W 

Ins 

c 

0.63 

0,40 


0.30 

Pikemen 

D 

w 

Sum 

c 

033 

0.20 


0,10 

Pirate Ship 


U 

Sum 

R 

5.00 

4.30 

* 

4.00 

Pit Scorpion 

L 

B 

Sum 

c 

0.43 

0,30 


0,10 

Plague Rats 


B 

Sum 

c 

0.50 

0.30 

4 

0.20 

Plains No Trees 


W 

Lnd 

c 

0.10 

0.10 

4 

0.10 

Plains Pink Horizon 


W 

Lnd 

c 

0.10 

0.10 

I' 

0.10 

Plains Trees 


W 

Lnd 

c 

0.10 

0.10 

4 

0.10 

Power Leak 


U 

EE 

c 

0.26 

0.30 

4 

0.10 

Power Sink 


U 

Int 

c 

0.26 

0.30 

I' 

0.20 

Power Surge 


R 

E 

R 

4.00 

3.60 

* 

3.00 

Pradesh Gypsies 

L 

G 

Sum 

c 

0.35 

0,20 


0,10 

Primal Clay 


A 

ACr 

R 

3.00 

2.00 

* 

2.00 

Prodigal Sorcerer 


U 

Sum 

c 

0.50 

0.30 

* 

0.30 

Psiomie Entity 

L 

U 

Sum 

R 

6.50 

6,00 


3.50 

Psychic Venom 


U 

ELnd 

C 

0.26 

0.30 


0.20 

Purelace 


w 

Int 

R 

3.00 

2.80 

* 

1.80 

Pyrotechnics 

L 

R 

Sor 

LI 

2.50 

2,00 


1.30 

Radian Spirit 

l 

G 

Sum 

LI 

2.30 

1.00 


0,80 

Rag Man 

D 

B 

Sum 

R 

6.00 

6,00 


3.30 

Raise Dead 


B 

Sor 

C 

0.25 

0.30 

4 

0.20 

Rebirth 

L 

G 

Sor 

R 

3.50 

5,00 


3,30 

Red Elemental Blast 


R 

Int 

C 

0.30 

0.30 

4 

0.20 

Red Mana Battery 

L 

A 

Art 

R 

6.30 

3,00 


5,00 

Red Ward 


W 

ECr 

U 

1.00 

0.60 

I' 

0.50 

Regeneration 


G 

ECr 

C 

0.30 

0.30 

4 

0.20 

Relic Bind 

L 

U 

EArt 

R 

3,30 

3.00 


1,80 

Reverse Damage 


W 

Ins 

R 

6.00 

6.00 

* 

5.00 

Righteousness 


w 

Ins 

R 

6.00 

6.00 

* 

5.00 

Rod of Ruin 


A 

M 

U 

1.13 

1.00 

* 

1.00 

Royal Assassin 


B 

Sum 

R 

15.00 

12.00 

* 

10.75 

Samite Healer 


W 

Sum 

C 

0.25 

0.30 

+ 

0.20 

Sandstorm 

AR 

G 

Ins 

c 

0,73 

0.30 


0.30 

Savannah Lions 


W 

Sum 

R 

4.00 

3.50 

4 

3.00 

Scathe Zombies 


B 

Sum 

C 

0.26 

0.30 


0.10 

Scavenging Ghoul 


B 

Sum 

u 

1.50 

1.00 

+ 

0.70 

Scryb Sprites 


G 

Sum 

c 

0.26 

0.30 


0.10 

Sea Serpent 


U 

Sum 

c 

0.30 

0.30 

4 

0.10 

Seeker 

L 

w 

ECr 

c 

0.30 

0.10 


0,10 

kfpftan Leviathan 

L 

u 

Sum 

u 

1.00 

2.00 


1,00 

Sengir Vampire 


B 

Sum 

u 

4.00 

3.00 

* 

3.00 

l Serra Angel 


W 

Sum 

u 

6.00 

5.00 

<6 

4.00 

Shanodin Dryads 


G 

Sum 

c 

0.26 

0.30 

4 

0.10 

i Shiptraifttr 

A 

A 

ACr 

II 

4.00 

4,00 


3.00 

Shatter 

L— —— 


R 

Ins 

c 

0.30 

0.30 

4 

0.10 


kS!^B3SSS 



NQ 4th £d 


>ifv 


i# 4 


J*iS»*, 


• , 


-*■ 

* 




ilftY % 


*> 

>5jf 


Shivan Dragon 
Simulacrum 

Sinbad 

Siren's Call 

Sislm of the flame 

Sleight of Mind 
Smoke 

Sorceress Queen 
Soul Net 
Spell Blast 

Spirit link 
Spirit Shackle 
Stasis 

Steal Artifact 

Stone Giant 

Stone Rain 

Stream of Life 

Strip Mine* hw«v mtcm tw 

Sunglasses of Urza 

Sunken City 

Swamp High Branch 

Swamp Low Branch 

Swamp Two Branch 

Swords to Plowshares 

Sylvan library 

Tawnuss Wand 

tawnovs Weaponry- 

Tempest Elreet 

Terror 

Tetravus 

The Brute 

The Hive 

The Rack 

Thicket Basilisk 

Thoughtlace 

Throne of Bone 


Timber Wolves 

Time Elemental 

Titania's Song 
Tranquility 

Tri skelton 

Tsunami 

Tundra Wolves 

Tunnel 

Twiddle 
Uncle 1st van. 

Unholy Strength 
Unstable Mutation 
Unsummon 

Untamed Wilds 
Urea's Avenger 

Uthden Troll 

Vampire Bats 
Venom 

Verduran Enchantress 

Visions 

Volcanic Eruption 
Wall of Air 
Wall of Bone 
Wall of Brambles 
Wall of Post 
Wall of Fire 
Wall of Ice 
Wall of Spears 
Wall of Stone 
Wall of Swords 
Wall of Water 
Wall of Wood 
Wanderlust 
War Mammoth 
Warp Artifact 
Water Elemental 
Weakness 
Web 

Whirling Dervish 

White Knight 

White Mana Battery 

White Ward 
Wild Growth 
Will-O-The-Wisp 

Winds of Change 
Winter Blast 

Winter Orb 
Wooden Sphere 

Word of Binding 
Wrath of God 
Xenit Poltergeist 
Yulian Soldier 
Zephyr falcon 
Zombie Master 
TOTAL 


R 

Sum 

R 

16.50 

15.00 

* 

14.00 

B 

Ins 

u 

1.00 

1.00 


0.50 

LI 

Sum 

11 

3,00 

2,50 


1,80 

U 

Ins 

u 

1.00 

1.00 

* 

0.50 

R 

Sum 

C 

0.30 

©.to 


0,10 

U 

Int 

R 

6.00 

5.00 

* 

5.00 

R 

E 

R 

4.00 

4.00 

I s 

3.00 

B 

Sum 

R 

6.13 

5.00 


4.90 

A 

P 

U 

1.00 

1.00 

* 

1.00 

U 

Int 

C 

0.26 

0.30 

* 

0.20 

W 

ECr 

LI 

5,50 

3.00 


2,50 

R 

ECr 

LI 

1.25 

1,00 


0,90 

U 

E 

R 

5.00 

4.00 

* 

3.00 

U 

EArt 

U 

1.50 

1.00 

* 

0.90 

R 

Sum 

U 

1.00 

1.00 

* 

0.70 

R 

Sor 

C 

0.50 

0.30 

4 

0.20 

G 

Sor 

C 

0.26 

0.30 

* 

0.20 

l 

Inti 

u 

8,00 

8,00 


4,50 

A 

C 

R 

5.25 

5.00 

* 

4.00 

LI 

E 

c 

0,75 

0,50 


0,30 

B 

Lnd 

c 

0.10 

0.10 

4 

0.10 

B 

Lnd 

c 

0.10 

0.10 

+ 

0.10 

B 

Lnd 

c 

0.10 

0.10 

+ 

0.10 

W 

Ins 

u 

1.63 

1.10 

4 

1.00 

G 

E 

R 

6,00 

6,00 


3,00 

A 

M 

LI 

3.00 

2,50 


1,80 

A 

M 

U 

3,00 

2,50 


1,80 

R 

Sum 

R 

6,50 

3,00 


4,00 

B 

Ins 

C 

0.33 

0.30 

4 

0.20 

A 

ACr 

R 

8,00 

8,00 


7,00 

R 

ECr 

C 

0.35 

0,20 


0,10 

A 

M 

R 

6.00 

5.00 

* 

5.00 

A 

C 

U 

2.00 

1.30 

* 

1.00 

G 

Sum 

U 

2.50 

2.00 

* 

2.00 

U 

Int 

R 

3.00 

2.00 

I s 

2.00 

A 

P 

U 

1.00 

0.90 

4 

0.50 

Cot or Tm 

Rarity 

Urns 

Munw 

low m 

G 

Sum 

R 

4.00 

4.00 

* 

2.80 

LI 

Sum 

R 

7.30 

7,00 


7,00 

G 

E 

R 

3.25 

2.90 

I' 

2.00 

G 

Sor 

C 

0.30 

0.30 


0.10 

A 

ACr 

R 

8.00 

8,00 


6,30 

G 

Sor 

U 

1.50 

1.00 

I' 

1.00 

W 

Sum 

C 

0,30 

0,10 


0,10 

R 

Ins 

u 

1.00 

1.00 

4 

0.70 

LI 

Ins 

c 

0,73 

0,50 


0,30 

B 

Sum 

Ll 

2,00 

1,00 


1,00 

B 

ECr 

C 

0.30 

0.30 

4 

0.10 

U 

ECr 

C 

0.43 

0.30 

* 

0.20 

U 

Ins 

C 

0.26 

0.30 

4 

0.20 

G 

Sur 

LI 

2,73 

1,50 


1,00 

A 

ACr 

R 

9,00 

8,00 


7,00 

R 

Sum 

U 

2.00 

1.50 

* 

0.90 

R 

Sum 

C 

0,30 

0,10 


0,10 

G 

ECr 

c 

0,30 

0, »0 


0,10 

G 

Sum 

R 

6.00 

5.00 

* 

4.00 

W 

Sur 

LI 

2.30 

1,80 


1,40 

u 

Sor 

R 

5.00 

5.00 

* 

4.80 

u 

Sum 

U 

1.00 

1.00 

4 

0.70 

B 

Sum 

U 

1.00 

1.00 


0.80 

G 

Sum 

U 

1.00 

1.00 

* 

0.60 

R 

Sum 

LI 

2,00 

2,00 


1,30 

R 

Sum 

U 

1.00 

1.00 

* 

0.90 

G 

Sum 

U 

1.00 

1.00 

4 

0.90 

A 

ACr 

C 

0,81 

0,60 


0,40 

R 

Sum 

U 

1.00 

1.00 

* 

1.00 

W 

Sum 

U 

2.00 

2.00 

4 

1.00 

U 

Sum 

U 

1.00 

1.00 

* 

0.50 

G« 

Sum 

C 

0.50 

0.30 

4 

0.20 

G 

ECr 

U 

1.00 

1.00 

* 

0.80 

G 

Sum 

c 

0.30 

0.30 

4 

0.10 

B 

EArt 

R 

3.00 

3.00 

* 

2.00 

U 

Sum 

U 

1.00 

1.00 

4 

0.80 

B 

ECr 

c 

0.25 

0.30 

* 

0.10 

G 

ECr 

R 

4.00 

4.00 

* 

3.50 

G 

Sum 

H 

3,30 

3,00 


2,00 

W 

Sum 

U 

2.13 

2.00 

* 

2.00 

A 

Art 

R 

6,30 

3,00 


5,00 

W 

ECr 

U 

1.00 

0.80 

4 

0.50 

G 

ELnd 

C 

0.25 

0.30 

* 

0.10 

B 

Sum 

R 

6.25 

5.80 

* 

4.90 

R 

Sur 

R 

5.30 

5,00 


4.00 

G 

Sur 

U 

3.50 

3,00 


2.00 

A 

C 

R 

5.00 

4.00 

* 

3.80 

A 

P 

U 

1.00 

1.00 

I' 

0.50 

It 

Sur 

C 

0.30 

0, 10 


0,10 

W 

Sor 

R 

7.00 

6.00 

* 

5.00 

B 

Sum 

R 

4,00 

2,00 


2,00 

A 

ACr 

C 

0.73 

0,30 


0,30 

LI 

Sum 

C 

0,30 

0,10 


0.10 

B 

SUM 

R 

7.25 

6.00 


5.80 




993.17 

843.40 


692.45 




























Name: 


Telephone: 


The Gathering 


Call for availability and pricing 


118001900-GAME 

FREE SHIPPING! 




Available 

or 

Coming soon 
ICE AGE 
WYVERN 
Chronicles 
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Abu Ja'far 

w 

Sum 

U 

19.00 

15.00 


13.00 

Aladdin 

R 

Sum 

U 

29.00 

25.00 

t 

20.00 

Aladdin's Lamp 

A 

M 

u 

8.00 

8.00 


6.00 

Aladdin's Ring 

A 

M 

u 

9.00 

7.50 

t 

7.00 

Ali Baba 

R 

Sum 

u 

16.00 

10.00 

4 

7.50 

Ali from Cairo 

R 

Sum 

u 

82.50 

75.00 

t 

60.00 

Army of Allah (a) 

W 

Ins 

c 

6.00 

5.00 

* 

4.00 

Army of Allah (b) 

W 

Ins 

c 

6.00 

5.00 

* 

4.00 

Bazaar of Baghdad 

Be 

L 

u 

17.50 

14.50 

t 

11.25 

Bird Maiden (a) 

R 

Sum 

c 

3.00 

3.00 


1.90 

Bird Maiden (b) 

R 

Sum 

c 

3.00 

3.00 


1.90 

Bottle of Suleiman 

A 

M 

u 

9.50 

7.50 

4 

6.30 

Brass Man 

A 

ACr 

u 

4.00 

4.00 


3.00 

Camel 

W 

Sum 

c 

3.00 

3.00 


2.30 

City in a Bottle 

A 

C 

u 

20.00 

20.00 

* 

15.00 

City of Brass 

Be 

L 

u 

40.00 

25.00 

t 

20.00 

Cuombajj Witches 

B 

Sum 

c 

3.00 

3.00 


2.80 

Cyclone 

G 

E 

u 

10.00 

9.00 

* 

7.00 

Dancing Scimitar 

A 

ACr 

u 

8.90 

8.00 


7.30 

Dandan 

U 

Sum 

c 

4.50 

3.00 

* 

2.00 

Desert 

Be 

L 

c 

5.50 

5.00 


5.00 

Desert Nomads 

R 

Sum 

c 

4.00 

4.00 

t 

3.00 

Desert Twister 

G 

Sor 

u 

7.00 

6.50 

* 

5.00 

Diamond Valley 

Be 

L 

u 

46.50 

40.00 

* 

31.25 

Drop of Honey 

G 

E 

u 

34.25 

30.00 

* 

25.50 

Card Name 

Color Type Rarity 

Upper 

Median 


Lower 1 

Ebony Horse 

A 

M 

u 

8.30 

8.00 


6.00 

El-Hajjaj 

B 

Sum 

u 

10.00 

8.00 


6.00 

Elephant Graveyard 

Be 

L 

u 

30.00 

25.00 


25.00 

Erg Raiders (a) 

B 

Sum 

c 

2.00 

2.00 


1.30 

Erg Raiders (b) 

B 

Sum 

c 

2.00 

2.00 


1.30 

Erhnam Djinn 

G 

Sum 

u 

25.00 

16.00 

* 

15.00 

1 Eye for an Eye 

W 

Ins 

u 

10.00 

9.00 

* 

7.00 

| Fishliver Oil (a) 

U 

ECr 

c 

3.00 

2.00 


2.00 

! Fishliver Oil (b) 

U 

ECr 

c 

3.00 

2.00 


2.00 

Flying Carpet 

A 

M 

u 

9.00 

7.00 


6.00 

Flying Men 

U 

Sum 

c 

5.00 

4.00 

* 

3.00 

j Ghazban Ogre 

G 

Sum 

c 

3.40 

3.00 

t 

2.00 

Giant Tortoise (a) 

U 

Sum 

c 

2.90 

2.00 

4 

2.00 

Giant Tortoise (b) 

U 

Sum 

c 

2.90 

2.00 

4 

2.00 

Guardian Beast 

B 

Sum 

u 

80.00 

65.00 

t 

49.50 

Hasran Ogress (a) 

B 

Sum 

c 

2.60 

2.00 


2.00 

Hasran Ogress (b) 

B 

Sum 

c 

2.60 

2.00 


2.00 

Hurr Jackal 

R 

Sum 

c 

4.80 

3.00 


3.00 

Ifh-Biff Efreet 

G 

Sum 

u 

25.00 

23.25 

* 

16.50 

Island Fish Jasconius 

U 

Sum 

u 

8.80 

8.00 


7.00 

* Island of Wak-Wak 

Be 

L 

u 

40.00 

34.50 

t 

29.25 

Jandor's Ring 

A 

M 

u 

10.00 

8.00 

t 

6.00 

t Jandor's Saddlebags 

A 

M 

u 

8.00 

8.00 


6.00 

: Jeweled Bird 

A 

M 

u 

9.50 

8.00 


7.50 

Jihad 

W 

E 

u 

41.50 

37.50 

t 

30.75 

, Junun Efreet 

B 

Sum 

u 

17.25 

15.00 


12.00 

*— 

ML 


L. > 

w —zm 

• M 


f 

" - #9 


Rukh Egg (a) 

Rukh Egg (b) 

Sandals of Abdallah 
Sandstorm 
Serendib Djinn 
Serendib Efreet 
Shahrazad 
Sindbad 
Singing Tree 
Sorceress Queen 
Stone-Throwing Devils (a) B 
Stone-Throwing Devils (b) B 


Unstable Mutation 
War Elephant (a) 
War Elephant (b) 
Wyluli Wolf (a) 
Wyluli Wolf (b) 
Ydwen Efreet 


U 

W 

W 

G 

G 

R 


Sum 

Sum 

M 

Ins 

Sum 

Sum 

Sor 

Sum 

Sum 

Sum 

Sum 

Sum 

ECr 

Sum 

Sum 

Sum 

Sum 

Sum 


10.75 

10.00 

11.50 
4.00 

20.00 

20.00 

22.25 

13.50 
40.00 
13.50 

5.00 

5.00 

2.40 

5.00 

5.00 

6.50 

6.50 

15.00 


8.50 
7.00 

10.00 

3.00 

15.50 
17.00 

16.50 
9.00 

35.00 

9.80 

4.00 

4.00 

2.00 

4.50 
4.00 
5.00 
5.00 

11.50 


TOTAL 


1361.40 


1114.95 


Juzam Djinn 

B 

Sum 

U 

65.00 

40.00 

* 

30.50 

Khabal Ghoul 

B 

Sum 

U 

38.75 

33.50 

t 

28.50 

King Suleiman 

W 

Sum 

U 

19.75 

14.00 

4 

12.00 j 

Kird Ape 

R 

Sum 

C 

2.90 

2.30 

t 

2.00 

Library of Alexandria 

Be 

L 

U 

35.00 

30.00 

t 

25.00 

Magnetic Mountain 

R 

E 

U 

10.00 

7.00 

4 

6.00 

Merchant Ship 

U 

Sum 

U 

10.00 

8.50 

* 

7.80 

Metamorphosis 

G 

Sor 

C 

3.00 

2.80 

t 

2.00 

Mijae Djinn 

R 

Sum 

u 

10.75 

9.00 

4 

8.00 

Moorish Cavalry (a) 

W 

Sum 

c 

5.00 

5.00 

t 

4.00 

Moorish Cavalry (b) 

W 

Sum 

c 

5.00 

5.00 

* 

4.00 

Mountain 

Be 

L 

u 

5.00 

5.00 

t 

2.00 

Nafs Asp (a) 

G 

Sum 

c 

3.00 

2.50 

4 

1.80 I 

Nafs Asp (b) 

G 

Sum 

c 

3.00 

2.30 

4 

1.60 I 

Oasis 

Be 

L 

u 

9.50 

8.00 

4 

8.00 

Old Man of the Sea 

U 

Sum 

u 

46.50 

37.50 

* 

28.50 

Oubliette (a) 

B 

E 

c 

6.90 

6.00 

t 

5.00 I 

Oubliette (b) 

B 

E 

c 

6.50 

6.00 

t 

5.00 1 

Piety (a) 

W 

Ins 

c 

4.00 

3.00 


2.00 ! 

Piety (b) 

W 

Ins 

c 

4.00 

3.00 


2.00 | 

Pyramids 

A 

P 

u 

30.00 

25.50 

t 

21.25 I 

Card Name 

Color Type 

Rarity 

Upper 

Median 


Lower 1 

Repentant Blacksmith 

W 

Sum 

U 

17.50 

15.00 

* 

10.00 I 

1 

Ring of Ma'ruf 

A 

M 

u 

38.75 

27.50 

t 

25.00 2 


907.45 






a) & b) versions of a card denote a printing change between alpha and beta printings of Arabian Nights. The casting cost 
background circle is smaller and darker in one version and lighter gray and larger in the second version 
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V* 


MA/'r/i A i iT/m HTtrs 


1 Hm 

hi 

HHH 

Amulet of Kroog 

A 

M 

c 

1.00 

1.00 


0.50 

nflCflC: riNIIQUIllbS 





Argivian Archaeologist 

W 

S 

R 

35.00 

25.00 


25.00 






■ 



Argivian Blacksmith 

W 

S 

U 

1.00 

1.00 


0.90 









Argothian Pixies 

G 

S 

C 

1.00 

1.00 


0.90 









Argothian Treefolk 

G 

S 

C 

1.00 

1.00 


0.90 









Armageddon Clock 

A 

C 

R 

6.00 

6.00 


5.00 

Phyrexian Gremlins 

B 

Sum 

c 

2.00 

2.00 

t 

1.00 

Artifact Blast 

R 

Int 

C 

1.50 

1.00 


0.90 

Power Artifact 

U 

EArt 

u 

4.00 

4.00 


4.00 * 

Artifact Possession 

B 

EArt 

C 

1.00 

1.00 


0.90 

Powerleech 

G 

E 

u 

4.00 

4.00 


4 00 l 

Artifact Ward 

W 

ECr 

C 

2.00 

2.00 

t 

1.00 

Priest of Yawgmoth 

B 

Sum 

c 

1.00 

1.00 


0.90 ' 

Ashnod's Altar 

A 

P 

u 

4.10 

4.00 


4.00 

Primal Clay 

A 

ACr 

u 

4.00 

4.00 


4.00 j 

Ashnod's Battle Gear 

A 

M 

u 

4.30 

4.00 


4.00 

Rakalite 

A 

P 

u 

4.00 

4.00 


400 1 

Ashnod's Transmogrant 

A 

M 

u 

5.00 

4.00 


4.00 

Reconstruction 

U 

Sor 

c 

1.00 

1.00 


1.00 j 

Atog 

R 

S 

c 

1.00 

1.00 


1.00 

Reverse Polarity 

W 

Ins 

c 

1.00 

1.00 


1.00 ] 

Battering Ram 

A 

ACr 

c 

1.00 

1.00 


0.50 

Rocket Launcher 

A 

P 

u 

4.00 

4.00 


4.00 l 

Bronze Tablet 

A 

M 

R 

11.00 

10.00 


8.40 

Sage of Lat-Nam 

U 

Sum 

c 

1.00 

1.00 


0.90 ;■ 

Candelabra of Tawnos 

A 

M 

R 

30.00 

25.00 

* 

21.50 

Shapeshifter 

A 

ACr 

R 

13.00 

10.00 

4 

10.00 

| Circle of Prot: Artifacts 

W 

E 

U 

15.50 

10.00 

4 

10.00 

Shatterstorm 

R 

Sor 

R 

7.00 

7.00 


6.00 | 

| Citanul Druid 

G 

S 

U 

4.00 

4.00 


4.00 

Staff of Zegon 

A 

M 

C 

1.00 

1.00 


1.00 

■ Clay Statue 

A 

ACr 

C 

2.00 

1.00 


1.00 

Strip Mine, no twr, no hrzn 

Be 

L 

U 

12.50 

10.00 


8.50 | 

‘ Clockwork Avian 

A 

ACr 

R 

15.00 

13.00 

4 

12.00 

Strip Mine, small tower 

Be 

L 

u 

12.50 

10.00 


10.00 s 

* Colossus of Sardia 

A 

ACr 

R 

25.00 

15.00 

4 

10.00 

Strip Mine, even terraces 

Be 

L 

u 

12.25 

10.00 


10.00 | 

1 Coral Helm 

A 

P 

R 

9.00 

8.00 


7.30 

Strip Mine, uneven terraces 

Be 

L 

u 

12.00 

10.00 


8.50 J 

Crumble 

G 

Ins 

C 

1.00 

1.00 


1.00 

Su-Chi 

A 

ACr 

u 

5.00 

4.00 

4 

4.00 

Cursed Rack 

A 

C 

C 

5.30 

4.00 


3.80 

Tablet of Epityr 

A 

P 

c 

1.80 

1.00 


1.00 

Damping Field 

W 

E 

U 

4.00 

4.00 

t 

3.00 

Tawnos's Coffin 

A 

M 

R 

21.50 

19.50 

* 

17.25 

Icakd Name Color Type Rarity 

Upper 

Median 


Lower f 

Icakp Name Color 

Type 

Rarity 

Upper 

Median 


Lower 

[ Detonate 

R 

Sor 

U 

5.00 

4.00 

4 

4.00 

Tawnos's Wand 

A 

M 

U 

4.00 

4.00 


3.50 

Drafna's Restoration 

U 

Sor 

C 

1.10 

1.00 


0.90 

Tawnos's Weaponry 

A 

M 

U 

4.00 

4.00 


3.80 

Dragon Engine 

A 

ACr 

C 

1.50 

1.00 


1.00 

Tetravus 

A 

ACr 

R 

15.00 

14.00 


12.00 

Dwarven Weaponsmith 

R 

Sum 

U 

3.50 

3.00 


2.50 

The Rack 

A 

C 

U 

4.00 

4.00 


4.00 

Energy Flux 

U 

E 

u 

3.00 

2.50 

4 

2.00 

Titania's Song 

G 

E 

U 

4.00 

4.00 


3.80 

Feldon's Cane 

A 

M 

u 

15.00 

12.25 

* 

8.80 

Transmute Artifact 

U 

Sor 

U 

4.00 

4.00 


4.00 

Gaea's Avenger 

G 

Sum 

R 

21.50 

17.50 

t 

16.25 

Triskelion 

A 

ACr 

R 

15.00 

14.00 

* 

10.00 

Gate to Phyrexia 

B 

E 

U 

4.00 

4.00 

* 

3.00 

Urza's Avenger 

A 

ACr 

R 

17.50 

16.00 

t 

15.00 

Goblin Artisans 

R 

Sum 

U 

3.50 

3.00 


3.00 

Urza's Chalice 

A 

P 

C 

2.00 

2.00 

t 

1.00 

Golgothian Sylex 

A 

M 

R 

12.25 

10.00 


10.00 

Urza's Mine, clawed sphere 

Be 

L 

C 

4.00 

3.00 


2.50 

Grapeshot Catapult 

A 

ACr 

C 

1.50 

1.00 


0.50 

Urza's Mine, mouth 

Be 

L 

C 

3.90 

3.00 


3.00 

Haunting Wind 

B 

E 

u 

3.00 

3.00 


3.00 

Urza's Mine, pulley 

Be 

L 

C 

3.90 

3.00 


3.00 

* Hurkyl's Recall 

U 

Ins 

R 

8.00 

8.00 

t 

5.00 

Urza's Mine, tower 

Be 

L 

C 

4.00 

3.00 


2.50 

1 Ivory Tower 

A 

C 

U 

7.00 

6.00 


6.00 

Urza's Miter 

A 

P 

R 

10.00 

8.50 

* 

5.30 | 

I Jalum Tome 

A 

M 

R 

6.00 

6.00 


6.00 

Urza's Power Plant, bug 

Be 

L 

C 

4.00 

3.00 


2.50 I 

1 Martyrs of Korlis 

W 

Sum 

U 

5.80 

5.00 


4.80 

Urza's Power Plant, columns 

Be 

L 

C 

3.90 

3.00 


3.00 j 

f Mightstone 

A 

C 

U 

4.00 

4.00 


3.90 

Urza's Power Plant, sphere 

Be 

L 

C 

4.00 

3.00 


2.50 1 

^ Millstone 

A 

M 

U 

4.00 

4.00 


4.00 

Urza's Power Plant, pot 

Be 

L 

C 

3.90 

3.00 


3.00 

| Mishra's Factory, autumn 

Be 

L 

U 

12.00 

9.50 

t 

7.50 

Urza's Tower, forest 

Be 

L 

C 

4.50 

3.00 


2.50 J 

J Mishra's Factory, spring 

Be 

L 

U 

12.00 

10.00 

* 

8.00 

Urza's Tower, mountains 

Be 

L 

C 

4.30 

3.00 


3.00 ! 

Mishra's Factory, summer 

Be 

L 

U 

12.00 

10.00 

t 

9.00 

Urza's Tower, plains 

Be 

L 

c 

4.30 

3.00 


3.00 

Mishra's Factory, winter 

Be 

L 

U 

12.00 

12.00 

* 

9.00 

Urza's Tower, shore 

Be 

L 

c 

4.30 

3.00 


3.00 

Mishra's War Machine 

A 

ACr 

R 

8.00 

7.50 

* 

6.00 

Wall of Spears 

A 

ACr 

u 

4.00 

4.00 


2.50 , 

Mishra's Workshop 

Be 

L 

R 

20.00 

15.00 


15.00 

Weakstone 

A 

C 

u 

4.00 

3.00 


3.00 

Obelisk of Undoing 

A 

M 

R 

18.00 

14.00 

* 

14.00 

Xenic Poltergeist 

B 

Sum 

u 

4.00 

3.00 


2.90 j 

I Onulet 

A 

ACr 

U 

3.50 

3.00 


3.00 

Yawgmoth Demon 

B 

Sum 

R 

21.00 

18.00 

* 

1500 | 

| Orcish Mechanics 

R 

Sum 

C 

1.00 

1.00 


0.90 

Yotian Soldier 

A 

ACr 

C 

2.00 

2.00 


0.80 

1 Ornithopter 

A 

ACr 

C 

2.00 

1.00 


1.00 

TOTAL 




684.90 

575.25 


510.70 | 


M 
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Abomination 
Acid Rain 
Active Volcano 
Adun Oakenshield 
Adventurer's Guildhouse 
Aisling Leprechaun 
Akron Legionnaire 
Al-abara's Carpet 
Alabaster Potion 
Alchor's Tomb 
All Hallow's Eve 
Amrou Kithkin 
Angelic Voices 
Angus Mackenzie 
|| Anti-Magic Aura 
Hg Arboria 
■ Arcades Sabboth 
M| Arena of the Ancients 
^ Avoid Fate 

Axelrod Gunnarson 
r Ayesha Tanaka 
*' Azure Drake 
Backdraft 
$ Backfire 

Barbary Apes 
Barktooth Warbeard 
■L Bartel Runeaxe 
3 Beasts of Bogardan 
jj i! Black Mana Battery 
Blazing Effigy 
Blight 
Blood Lust 
Blue Mana Battery 
Boomerang 
Boris Devilboon 
Brine Hag 




Bronze Horse 
Carrion Ants 
Cat Warriors 
Cathedral of Serra 
Caverns of Despair 
| Chain Lightning 
Chains of Mephistopheles 
Chromium 
Cleanse 


J| Clergy of the Holy Nimbus 
US Cocoon 


I Concordant Crossroads 
1 Cosmic Horror 
| Craw Giant 
8 Crevasse 
Crimson Kobolds 
* Crimson Manticore 
Crookshank Kobolds 
Cyclopean Mummy 
D'Avenant Archer 
Dakkon Blackblade 
Darkness 
Deadfall 

Demonic Torment 
Devouring Deep 
Disharmony 
1 Divine Intervention 
^ Divine Offering 
0 Divine Transformation 
„ Dream Coat 
_ Durkwood Boars 
Dwarven Song 
Elder Land Wurm 
Elder Spawn 
Elven Riders 
Emerald Dragonfly 
Enchanting Being 
Enchantment Alteration 

35^ c ne - 8y Tap 

Equinox 
Eternal Warrior 
Eureka 



IP Evil Eye of Orms-By-Gore 
jwJkjjL Fallen Angel 

■> ■ s* 


All legends become 
tapped when Arena cotnt 
into play, legends do 
not unrap as normal 
during the utoap phase. 


. miuthoti ru 
m tfriwl* m nite 


B 

U 

R 

Gld 

aum 

Sor 

Ins 

SmL 

u 

R 

C 

R 

s.uu 

22.00 

1.00 

16.50 

4.UU 

19.00 

1.00 

14.50 

t 

t 

4.UU 

15.00 

0.50 

12.25 

Haqic: leaem 


Hatkm, hks a ntiibtjstki Han . ” 

■ L_J 

Be 

L 

U 

3.50 

3.00 


2.60 








G 

Sum 

C 

1.00 

1.00 


0.60 

Falling Star 

R 

Sor 

R 

15.00 14.00 


12.00 

W 

Sum 

R 

14.00 

12.00 


12.00 

Feint 

R 

Ins 

C 

1.00 1.00 


0.70 

Be 

A 

R 

15.00 

13.00 


10.50 

Field of Dreams 

U 

EW 

R 

14.00 11.00 


10.00 

W 

Ins 

C 

1.00 

1.00 


0.50 

Fire Sprites 

G 

Sum 

C 

1.00 1.00 


0.70 

Be 

A 

R 

12.00 

12.00 


10.00 

Firestorm Phoenix 

R 

Sum 

R 

25.00 24.00 

* 

16.50 

B 

Sor 

R 

35.00 

30.00 

* 

25.00 

Flash Counter 

U 

Int 

C 

1.00 1.00 


0.70 

W 

Sum 

C 

1.00 

0.80 


0.50 

Flash Flood 

U 

Ins < 

C 

1.00 1.00 


0.50 

W 

E 

R 

20.00 

16.50 

* 

14.50 

Floral Spuzzem 

G 

Sum 

U 

5.80 4.00 

4 

4.00 

Gld 

SmL 

R 

15.00 

14.50 

* 

12.75 

Force Spike 

U 

Int 

C 

1.00 1.00 


0.50 

U 

ECr 

C 

2.00 

1.00 


1.00 

Forethought Amulet 

Be 

A 

R 

14.75 12.50 

4 

12.00 

G 

EW 

U 

6.00 

4.30 

t 

4.00 

Fortified Area 

W 

E 

U 

4.00 4.00 


2.80 

Gld 

Sum 

R 

34.75 

30.00 


25.00 

Frost Giant 

R 

Sum 

U 

5.00 5.00 


4.00 

Be 

A 

R 

12.00 

11.50 

4 

10.00 

Gabriel Angelfire 

Gld 

SmL 

R 

20.00 15.00 


14.00 

G 

Int 

C 

1.00 

1.00 


0.50 

Gaseous Form 

U 

ECr 

C 

1.00 1.00 


0.50 

Gld 

SmL 

R 

17.00 

14.00 

4 

12.75 

Gauntlets of Chaos 

Be 

A 

R 

18.00 15.00 


15.00 

Gld 

SmL 

R 

15.00 

12.00 


11.00 

Ghosts of the Damned 

B 

Sum 

C 

1.00 1.00 


0.50 

U 

Sum 

U 

5.90 

5.00 


4.00 

Giant Slug 

B 

Sum 

C 

1.00 1.00 


0.70 

R 

Ins 

U 

5.80 

5.00 

t 

4.00 

Giant Strength 

R 

ECr 

C 

1.00 1.00 


0.50 

U 

ECr 

U 

5.00 

4.00 

4 

4.00 

Giant Turtle 

G 

Sum 

C 

1.00 1.00 


0.50 

G 

Sum 

C 

1.00 

1.00 


0.50 

Glyph of Delusion 

U 

Ins 

C 

1.00 1.00 


0.50 

Gld 

SmL 

U 

6.80 

5.80 

4 

5.00 

Glyph of Destruction 

R 

Ins 

C 

1.00 1.00 


0.50 

Gld 

SmL 

R 

17.00 

14.00 

t 

13.25 

Glyph of Doom 

B 

Ins 

C 

1.00 1.00 


0.50 

R 

Sum 

U 

5.90 

5.00 


5.00 

Glyph of Life 

W 

Ins 

C 

1.00 1.00 


0.50 

Be 

A 

U 

8.90 

6.50 

4 

6.00 

Glyph of Reincarnation 

G 

Ins 

C 

1.00 1.00 


0.50 

R 

Sum 

C 

1.00 

1.00 


0.50 

Gosta Dirk 

Gld 

SmL 

R 

15.00 12.50 

* 

11.75 

B 

EL 

U 

5.80 

4.00 

4 

3.00 

Gravity Sphere 

R 

EW 

R 

23.00 20.00 


15.50 

R 

Ins 

U 

8.00 

6.50 

4 

4.30 

Great Defender 

W 

Ins 

U 

4.00 4.00 

4 

4.00 

Be 

A 

U 

8.00 

6.50 

4 

5.50 

Great Wall 

W 

E 

U 

4.00 4.00 


3.50 

U 

Ins 

C 

1.80 

1.00 


1.00 

Greater Realm of Preservatn 

W 

E 

U 

9.00 8.00 


7.00 

Gld 

SmL 

R 

17.50 

13.00 


12.00 

Greed 

B 

E 

R 

12.00 10.00 


10.00 

U 

Sum 

U 

5.00 

5.00 


4.10 

Green Mana Battery 

Be 

A 

U 

8.00 7.00 

4 

6.00 


Color Type Rarity Upper Median Lower 


Be 

B 

G 

Be 

R 

R 

B 

Gld 

W 

W 

G 

G 

B 

G 

R 

R 

R 

R 

B 

W 

Gld 

B 

G 

B 

U 

R 

W 

W 

W 

U 

G 

R 

W 

U 

G 

G 

W 

U 

U 

W 

R 

G 

B 

B 


R 

R 

C 

U 

R 

C 

R 

R 

R 

C 

U 

R 

R 


ACr 
Sum 
Sum 
L 

EW 
Sor 
E 

SmL 
Sor 
Sum 
ECr 
EW 
Sum 
Sum U 
E U 
Sum 
Sum 
Sum 
Sum 
Sum 
SmL 
Ins 
E 

ECr 
Sum 
Ins 
E 

Ins 
ECr 
ECr 
Sum 
Ins 
Sum R 
Sum R 
Sum 
Sum 
Sum 
Ins 
Sor 
EL 
ECr 
Sor 


C 

R 

C 

C 

C 

R 

C 

U 

U 

C 

R 

R 

C 

R 

U 

C 

U 


R 

C 

C 

C 

C 

C 

U 

R 


Sum U 
Sum U 


12.00 

26.25 
1.00 
3.30 

12.00 

2.00 

17.25 

35.50 

20.00 

1.00 

5.40 

17.50 

12.00 

15.50 
5.00 
1.00 

12.00 

1.00 

1.00 

1.00 

34.25 

1.00 

4.40 
5.00 
1.00 

15.00 

15.75 

1.00 

15.00 

5.00 

1.00 

4.50 

14.00 

13.50 

11.50 
1.00 
1.00 
1.90 
1.00 
2.00 
6.00 

30.00 

6.00 

11.75 


12.00 

20.00 

1.00 

3.00 

10.00 

1.80 

12.00 

30.00 

18.00 

1.00 

5.00 

15.00 

12.00 

14.50 
4.30 
1.00 

10.00 

1.00 

1.00 

1.00 

29.50 
1.00 
4.00 

4.50 

1.00 

12.00 

12.00 

1.00 

14.00 

4.80 

1.00 

4.00 

13.00 

10.00 

10.00 

1.00 

1.00 

1.00 

1.00 

1.00 

5.00 

23.00 

5.00 

9.50 


10.00 

16.50 

0.50 

3.00 

10.00 

1.00 

12.00 

30.00 

16.00 

0.50 

4.30 

13.00 

10.25 

10.00 

4.00 

0.50 

10.00 

0.50 

0.50 

1.00 

25.00 

0.90 

4.00 

4.00 

0.50 

12.00 

11.25 
0.50 

12.00 

4.00 

0.50 

4.00 

12.00 

10.00 

9.50 

0.50 

0.80 

1.00 

0.50 

1.00 

3.00 

16.50 

4.30 

8.00 


4 *" 1 
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Gwendlyn Di Corci 
Halfdane 
Hammerheim 
Hazezon Tamar 
Headless Horseman 
Heaven's Gate 
Hell Swarm 
Hell's Caretaker 
Hellfire 
Holy Day 

Horn of Deafening 
Hornet Cobra 
Horror of Horrors 
Hunding Gjornersen 
Hyperion Blacksmith 
Ichneumon Druid 
Immolation 
Imprison 

In the Eye of Chaos 
Indestrucible Aura 
Infernal Medusa 
Infinite Authority 
Invoke Prejudice 
Ivory Guardians 
Jacques le Vert 
Jasmine Boreal 
Jedit Ojanen 

Jerrard of the Closed Fist 

Johan 

Jovial Evil 

Juxtapose 

Karakas 

Kasimir the Lone Wolf 
Keepers of the Faith 
Kei Takahashi 
Killer Bees 
Kismet 

Knowledge Vault 
Kobold Drill Sergeant 
Kobold Overlord 
Kobold Taskmaster 
Kobolds of Kher Keep 
Kry Shield 
Lady Caleria 


Gld 

SmL 

R 

14.50 

13.00 


12.00 

Gld 

SmL 

R 

15.75 

13.25 

t 

10.50 

Be 

LL 

U 

5.00 

4.00 

4 

4.00 

Gld 

SmL 

R 

20.00 

16.50 

t 

15.00 

B 

Sum 

C 

1.00 

1.00 


0.50 

W 

Ins 

U 

5.00 

4.00 


4.00 

B 

Ins 

C 

1.00 

1.00 


0.90 

B 

Sum 

R 

25.00 

23.00 

t 

20.00 

B 

Sor 

R 

23.50 

20.00 

* 

18.00 

W 

Ins 

C 

1.00 

1.00 


0.60 

Be 

A 

R 

13.50 

11.50 


10.00 

G 

Sum 

C 

1.00 

1.00 


0.50 

B 

E 

U 

6.80 

5.50 

t 

5.00 

Gld 

SmL 

U 

6.00 

6.00 


5.00 

R 

Sum 

U 

5.80 

5.00 


4.00 

G 

Sum 

U 

5.00 

5.00 


4.00 

R 

ECr 

C 

1.00 

1.00 


0.50 

B 

ECr 

R 

12.75 

10.50 

t 

10.00 

U 

EW 

R 

15.00 

12.00 

t 

11.00 

W 

Ins 

C 

1.00 

1.00 


0.50 

B 

Sum 

U 

7.50 

6.00 


6.00 

W 

ECr 

R 

15.00 

12.00 

4 

12.00 

U 

E 

R 

19.50 

15.00 


14.75 

W 

Sum 

U 

5.00 

5.00 


4.50 

Gld 

SmL 

R 

17.25 

15.00 

* 

12.25 

Gld 

SmL 

U 

6.00 

5.00 

4 

5.00 

Gld 

SmL 

U 

6.00 

6.00 


5.00 

Gld 

SmL 

U 

6.00 

5.00 

4 

5.00 

Gld 

SmL 

R 

25.00 

22.00 

t 

17.50 

B 

Sor 

R 

17.00 

15.00 


12.75 

U 

Sor 

R 

15.50 

12.00 


10.00 

Be 

LL 

U 

5.00 

5.00 


4.00 

Gld 

SmL 

U 

6.00 

5.00 

4 

4.00 

W 

Sum 

C 

1.00 

1.00 


0.60 

Gld 

SmL 

R 

15.00 

13.00 

t 

12.00 

G 

Sum 

R 

25.00 

18.50 

4 

11.50 

W 

E 

U 

9.00 

7.00 

4 

5.00 

Be 

A 

R 

13.50 

10.00 

4 

10.00 

R 

Sum 

U 

10.00 

6.00 

4 

5.00 

R 

Sum 

R 

15.00 

14.50 

* 

10.75 

R 

Sum 

U 

7.00 

6.00 

4 

5.50 

R 

Sum 

C 

1.00 

1.00 


0.50 

Be 

A 

U 

5.00 

4.00 

4 

4.00 

Gld 

SmL 

R 

15.00 

13.00 

* 

12.00 

. 
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Lady Evangela 

Gld 

SmL 

R 

15.00 

12.00 


12.00 

1Lady Orca 

Gld 

SmL 

U 

6.00 

6.00 


5.50 

Land Equilibrium 

U 

E 

R 

15.50 

12.00 


11.00 

Land Tax 

W 

E 

U 

8.00 

8.00 

* 

6.50 

Land's Edge 

R 

EW 

R 

18.00 

14.00 

t 

12.00 

Lesser Werewolf 

B 

Sum 

U 

5.50 

5.00 


4.00 

Life Chisel 

Be 

A 

U 

5.00 

5.00 


4.00 

Life Matrix 

Be 

A 

R 

15.00 

12.75 

t 

12.00 

Lifeblood 

W 

E 

R 

14.00 

12.00 


11.25 

Living Plane 

G 

EW 

R 

19.50 

15.00 

* 

12.00 

Livonya Silone 

Gld 

SmL 

R 

17.25 

14.00 

t 

12.00 

Lord Magnus 

Gld 

SmL 

U 

6.30 

6.00 


6.00 

Lost Soul 

B 

Sum 

C 

1.00 

1.00 


0.50 

Mana Drain 

U 

Int 

U 

20.00 

16.50 

t 

12.50 

.Mana Matrix 

Be 

A 

R 

14.75 

12.75 

* 

12.00 

"Marble Priest 

Be 

ACr 

U 

5.00 

5.00 


4.00 

iMarhault Elsdragon 

Gld 

SmL 

U 

6.00 

6.00 


5.50 

Master of the Hunt 

G 

Sum 

R 

28.50 

26.00 

* 

22.00 

Mirror Universe 

Be 

A 

R 

60.00 

50.00 


40.00 

Moat 

W 

E 

R 

26.00 

20.00 


20.00 

Mold Demon 

B 

Sum 

R 

13.00 

10.00 

* 

10.00 

Moss Monster 

G 

Sum 

C 

1.00 

1.00 


0.50 

Mountain Stronghold 

Be 

L 

U 

3.00 

3.00 


3.00 

Mountain Yeti 

R 

Sum 

U 

5.00 

5.00 


4.00 

Nebuchadnezzar 

Gld 

SmL 

R 

20.00 

17.25 

t 

16.00 

Nether Void 

B 

EW 

R 

16.50 

15.00 

t 

13.50 

Nicol Bolas 

Gld 

SmL 

R 

38.00 

31.00 

t 

30.00 

North Star 

Be 

A 

R 

16.50 

15.00 


14.50 

Nova Pentade 

Be 

A 

R 

16.50 

14.00 

t 

13.00 

Osai Vultures 

W 

Sum 

C 

1.00 

1.00 


0.90 

Palladia-Mors 

Gld 

SmL 

R 

34.25 

30.00 


28.75 

k Part Water 

U 

Sor 

U 

4.00 

4.00 


3.50 

! Pavel Maliki 

Gld 

SmL 

U 

6.00 

6.00 


5.40 

! Pendelhaven 

Be 

LL 

U 

5.00 

4.50 

4 

4.00 

Petra Sphinx 

W 

Sum 

R 

15.00 

13.75 

* 

10.50 

Pit Scorpion 

B 

Sum 

C 

1.00 

1.00 


0.50 

Pixie Queen 

G 

Sum 

R 

14.50 

13.00 

* 

10.50 

Card Name 

Color 

Type 

Rarity 

Upper 

Median 


Lower 11 

Planar Gate 

Be 

A 

R 

15.00 

14.50 

* 

12.00 

Pradesh Gypsies 

G 

Sum 

U 

4.50 

4.00 

4 

2.00 

Presence of the Master 

W 

E 

U 

7.00 

6.00 


5.00 

Primordial Ooze 

R 

Sum 

U 

5.00 

5.00 


5.00 

Princess Lucrezia 

Gld 

SmL 

U 

6.30 

6.00 


5.90 

Psionic Entity 

U 

Sum 

R 

12.00 

11.00 


10.00 

Psychic Purge 

U 

Sor 

C 

1.50 

1.00 


0.90 

Puppet Master 

U 

ECr 

U 

5.00 

4.00 

4 

4.00 

Pyrotechnics 

R 

Sor 

C 

1.00 

1.00 


1.00 

Quagmire 

B 

E 

U 

5.00 

4.00 


4.00 

Quarum Trench Gnomes 

R 

Sum 

R 

13.75 

12.00 

t 

10.00 

Rabid Wombat 

G 

Sum 

U 

12.00 

10.00 

* 

8.30 

Radj an Spirit 

G 

Sum 

U 

5.00 

5.00 


4.00 

Raging Bull 

R 

Sum 

C 

1.00 

1.00 


0.50 

Ragnar 

Gld 

SmL 

R 

14.50 

12.00 


10.50 

Ramirez DePietro 

Gld 

SmL 

U 

6.00 

6.00 


4.60 

Ramses Overdark 

Gld 

SmL 

R 

17.50 

15.00 

t 

14.00 

Rapid Fire 

W 

Ins 

R 

13.50 

11.00 

* 

10.00 

Rasputin Dreamweaver 

Gld 

SmL 

R 

17.50 

14.50 

t 

12.00 

(Ae)rathi Berserker 

R 

Sum 

U 

6.00 

5.00 


5.00 

Rebirth 

G 

Sor 

R 

10.75 

10.00 

4 

10.00 

Recall 

U 

Sor 

R 

27.25 

21.00 

t 

16.25 

Red Mana Battery 

Be 

A 

U 

8.30 

6.50 

4 

6.00 

Reincarnation 

G 

Ins 

U 

5.30 

4.80 

4 

4.00 

Relic Barrier 

Be 

A 

U 

6.00 

5.00 


4.00 

Relic Bind 

U 

EArt 

U 

5.00 

4.00 

4 

3.50 

Remove Enchantments 

W 

Ins 

C 

1.00 

1.00 


0.80 

Remove Soul 

U 

Int 

C 

1.00 

1.00 


0.50 

Reset 

U 

Int 

U 

7.80 

6.50 

t 

5.00 

Revelation 

G 

EW 

R 

18.00 

12.00 

t 

10.00 

Reverberation 

U 

Ins 

R 

17.75 

14.50 

* 

12.00 

Righteous Avengers 

W 

Sum 

U 

5.00 

5.00 


4.00 

Ring of Immortals 

Be 

A 

R 

16.50 

12.25 

t 

12.00 

Riven Turnbull 

Gld 

SmL 

U 

6.00 

6.00 


5.50 

Rohgahh of Kher Keep 

Gld 

SmL 

R 

19.00 

16.00 

* 

15.00 

Rubinia Soulsinger 

Gld 

SmL 

R 

22.00 

20.00 

* 

18.00 

Rust 

G 

Int 

C 

1.00 

1.00 


0.50 

Sea King's Blessing 

U 

Ins 

U 

5.00 

3.50 

4 

3.00 

Seafarer's Quay 

Be 

L 

U 

4.00 

3.00 

4 

3.00 

Seeker 

W 

ECr 

U 

5.00 

4.00 

4 

3.00 

Segovian Leviathan 

U 

Sum 

U 

5.00 

4.00 

4 

4.00 

Sentinel 

Be 

ACr 

R 

14.75 

12.00 


10.00 

Serpent Generator 

Be 

A 

R 

28.75 

24.00 

* 

18.25 

Shelkin Brownie 

G 

Sum 

C 

1.00 

1.00 


0.60 


Shield Wall 

W 

Ins 

U 

4.60 

4.00 


3.90 

Shimian Night Stalker 

B 

Sum 

U 

6.00 

6.00 


5.00 

Silhouette 

U 

Ins 

U 

4.50 

4.00 


3.00 

Sir Shandlar of Eberyn 

Gld 

SmL 

U 

6.00 

6.00 


5.00 

Sivitri Scarzam 

Gld 

SmL 

U 

6.00 

6.00 


5.50 

Sol'kanar the Swamp King 

Gld 

SmL 

R 

28.50 

25.00 

t 

20.50 

Spectral Cloak 

U 

ECr 

U 

9.80 

8.00 


7.30 

Spinal Villian 

R 

Sum 

R 

18.75 

15.00 


15.00 

Spirit Link 

W 

ECr 

U 

14.00 

10.00 

4 

9.30 

Spirit Shackle 

B 

ECr 

C 

1.00 

1.00 


0.50 

Spiritual Sanctuary 

W 

E 

R 

15.00 

11.50 

t 

10.25 

Stangg 

Gld 

SmL 

R 

15.50 

13.00 


12.00 

Storm Seeker 

G 

Ins 

U 

12.00 

10.50 

t 

9.30 

Storm World 

R 

EW 

R 

13.50 

10.50 

t 

10.00 

Subdue 

G 

Ins 

C 

1.00 

1.00 


0.50 

Sunastian Falconer 

Gld 

SmL 

U 

6.50 

6.00 


5.00 

Sword of the Ages 

Be 

A 

R 

31.25 

25.00 


24.50 

Sylvan Library 

G 

E 

U 

8.00 

7.80 


6.00 

Sylvan Paradise 

G 

Ins 

U 

5.00 

4.00 


3.80 

Syphon Soul 

B 

Sor 

c 

1.00 

1.00 


0.90 

Takklemaggot 

B 

ECr 

u 

5.00 

5.00 


4.00 

Telekinesis 

U 

Ins 

R 

13.00 

11.50 

4 

10.00 

Teleport 

U 

Ins 

R 

13.25 

12.00 


10.00 

Tempest Efreet 

R 

Sum 

R 

10.50 

10.00 

* 

10.00 

Tetsuo Umezawa 

Gld 

SmL 

R 

17.50 

16.00 


15.00 

The Abyss 

B 

EW 

R 

30.00 

26.50 

* 

16.25 

The Brute 

R 

ECr 

C 

1.00 

1.00 


0.50 

The Lady of the Mountain 

Gld 

SmL 

U 

6.00 

6.00 


5.80 

The Tabernacle at Pendrell VI Be 

LL 

R 

20.00 

18.00 

* 

15.00 

The Wretched 

B 

Sum 

R 

38.75 

32.50 

t 

26.25 

Thunder Spirit 

W 

Sum 

R 

28.00 

25.00 

* 

18.00 

Time Elemental 

U 

Sum 

R 

25.00 

21.00 

* 

12.00 

■ Card Name 

Color 

Type 

Rarity Upper 

Median 


Lower I 

Tobias Andrion 

Gld 

SmL 

U 

6.00 

6.00 


5.00 

Tolaria 

Be 

LL 

U 

5.00 

4.00 

4 

4.00 

Tor Wauki 

Gld 

SmL 

u 

6.00 

6.00 


5.00 

Torsten Von Ursus 

Gld 

SmL 

u 

6.00 

6.00 


5.40 

Touch of Darkness 

B 

Ins 

u 

5.00 

4.00 


4.00 

Transmutation 

B 

Ins 

c 

1.00 

1.00 


0.90 

Triassic Egg 

Be 

A 

R 

15.00 

12.00 


10.50 

Tuknir Deathlock 

Gld 

SmL 

R 

16.00 

13.00 

* 

12.00 

Tundra Wolves 

W 

Sum 

C 

1.00 

0.60 

* 

0.50 

Typhoon 

G 

Sor 

R 

13.50 

12.00 


10.00 

Undertow 

U 

E 

U 

5.00 

4.00 


3.40 

Underworld Dreams 

B 

E 

U 

16.50 

14.00 

t 

12.00 

Unholy Citadel 

Be 

L 

U 

4.00 

3.00 


3.00 

Untamed Wilds 

G 

Sor 

U 

5.00 

4.30 

* 

4.00 

Ur-Drago 

Gld 

SmL 

R 

17.00 

14.50 

t 

13.00 

Urborg 

Be 

LL 

U 

5.00 

4.00 


4.00 

Vaevictis Asmadi 

Gld 

SmL 

R 

35.00 

30.00 


28.75 

Vampire Bats 

B 

Sum 

C 

1.00 

1.00 


0.50 

Venarian Gold 

U 

ECr 

C 

1.50 

1.00 


0.90 

Visions 

W 

Sor 

U 

6.00 

5.00 


4.80 

Voodoo Doll 

Be 

A 

R 

13.00 

12.00 


10.00 

Walking Dead 

B 

Sum 

C 

1.00 

1.00 


0.60 

Wall of Caltrops 

W 

Sum 

C 

1.00 

1.00 


0.50 

Wall of Dust 

R 

Sum 

U 

4.00 

4.00 


3.50 

Wall of Earth 

R 

Sum 

C 

1.00 

1.00 


0.70 

Wall of Heat 

R 

Sum 

C 

1.00 

1.00 


0.90 

Wall of Light 

W 

Sum 

u 

4.00 

4.00 


3.50 

Wall of Opposition 

R 

Sum 

R 

13.00 

11.00 


10.00 

Wall of Putrid Flesh 

B 

Sum 

U 

5.30 

5.00 


4.00 

Wall of Shadows 

B 

Sum 

C 

1.00 

1.00 


0.90 

Wall of Tombstones 

B 

Sum 

U 

5.00 

5.00 

t 

4.00 

Wall of Vapor 

U 

Sum 

C 

1.00 

1.00 


0.60 

Wall of Wonder 

U 

Sum 

u 

5.00 

5.00 


3.80 

Whirling Dervish 

G 

Sum 

u 

8.00 

7.50 

* 

6.00 

White Mana Battery 

Be 

A 

u 

8.00 

6.50 

* 

6.00 

Willow Satyr 

G 

Sum 

R 

14.50 

12.00 


12.00 

Winds of Change 

R 

Sor 

U 

6.00 

6.00 


5.00 

Winter Blast 

G 

Sor 

R 

12.75 

12.00 

* 

10.00 

Wolverine Pack 

G 

Sum 

C 

1.00 

1.00 


0.70 

Wood Elemental 

G 

Sum 

R 

13.50 

11.00 


10.00 

Xira Arien 

Gld 

SmL 

R 

16.75 

13.00 

t 

12.00 

Zephyr Falcon 

U 

Sum 

C 

1.00 

1.00 


0.50 

TOTAL 




3065.75 

2621.30 


2266.15 
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•: Witch Hunter don 1 damage to 1 

target plavcr 

**♦, *: Return target creature 

I Amnesia 

u 

Sor 

U 

5.00 

4.00 


3.80 

Magic-. Ihb Dam 



opponwt^otuntf* from play to 
target creature are destroyed 

* Angry Mob 

w 

Sum 

U 

6.00 

5.30 

* 

2.80 



1 


■ 

1 Apprentice Wizard 
| Ashes to Ashes 

u 


R 

5.63 

4.50 

4 

3.00 









B 

Sor 

C 

1.00 

1.00 


0.50 

Living Armor 

A 

Art 

U 

3.75 

3.00 

4 

2.80 

■ Ball Lightning 

R 

Sum 

R 

13.00 

10.00 


10.00 

Lurker 

G 

Sum 

R 

5.75 

5.00 

4 

4.50 

p Banshee 

B 

Sum 

U 

4.25 

3.00 

4 

2.50 

Mana Clash 

R 

Sor 

R 

5.88 

5.00 

4 

5.00 

I Bari's Cage 

A 

Art 

R 

6.63 

6.00 


4.80 

Mana Vortex 

U 

E 

R 

6.00 

6.00 


5.50 

| Blood Moon 

R 

E 

R 

10.00 

10.00 

t 

8.00 

Marsh Gas 

B 

Ins 

C 

1.00 

0.50 


0.50 

| Blood of the Martyr 

W 

Ins 

U 

4.00 

3.00 

4 

3.00 

Marsh Goblins 

Gld 

Sum 

C 

1.00 

0.80 

* 

0.50 

1 

£ Bog Imp 

B 

Sum 

C 

1.00 

0.50 


0.50 

Marsh Viper 

G 

Sum 

C 

1.00 

0.50 

4 

0.50 

Bog Rats 

B 

Sum 

C 

1.00 

1.00 


0.50 

Martyr's Cry 

W 

Sor 

R 

6.00 

5.30 

4 

4.60 

4 g Bone Flute 

A 

Art 

U 

3.50 

3.00 


2.00 

Maze of Ith 

L 

L 

U 

7.50 

6.00 


6.00 

Book of Rass 

A 

Art 

U 

4.00 

3.00 


2.00 

Merfolk Assassin 

U 

Sum 

U 

5.88 

5.00 


4.00 

BrainWash 

W 

E 

C 

0.88 

0.50 


0.50 

Mind Bomb 

U 

Sor 

R 

5.88 

5.00 


4.00 

Brothers of Fire 

R 

Sum 

u 

3.25 

3.00 

4 

2.00 

Miracle Worker 

W 

Sum 

C 

1.00 

1.00 


0.50 

* Carnivorous Plant 

G 

Sum 

c 

0.88 

0.50 

4 

0.50 

Morale 

W 

Ins 

C 

1.00 

0.50 

4 

0.50 

Cave People 

R 

Sum 

u 

3.00 

2.50 

4 

1.30 

Murk Dwellers 

B 

Sum 

C 

1.00 

0.50 

4 

0.50 

City of Shadows 

L 

L 

R 

7.00 

6.30 

4 

5.00 

Nameless Race 

B 

Sum 

R 

7.63 

6.00 

4 

5.80 

Cleansing 

W 

Sor 

R 

7.00 

6.30 

4 

5.00 

Necropolis 

A 

Art 

U 

3.88 

3.00 

4 

2.00 

Coal Golem 

A 

Art 

U 

4.00 

3.30 

4 

2.60 

Niall Silvain 

G 

Sum 

R 

6.00 

6.00 


5.50 

2 Curse Artifact 

B 

E 

U 

3.00 

3.00 


2.00 

Ore General 

R 

Sum 

U 

4.50 

2.00 

4 

2.00 

1 Dance of Many 

U 

E 

R 

7.25 

7.00 


6.00 

People of the Woods 

G 

Sum 

U 

3.50 

3.00 

4 

2.00 

H Dark Heart of the Wood 

Gld 

Sum 

C 

1.00 

0.80 

t 

0.50 

Pikemen 

W 

Sum 

C 

1.00 

0.50 

4 

0.50 

I Dark Sphere 

A 

Art 

U 

4.00 

3.50 

4 

3.00 

Preacher 

W 

Sum 

R 

13.00 

12.00 

t 

9.00 

E Deep Water 

U 

E 

C 

1.00 

1.00 


0.50 

Psychic Allergy 

U 

E 

R 

8.00 

7.00 


5.50 

■ Diabolic Machine 

A 

Art 

U 

3.88 

3.00 

4 

1.90 

Rag Man 

B 

Sum 

R 

8.00 

7.00 

4 

6.00 

■ Drowned 

U 

Sum 

C 

1.00 

1.00 

t 

0.50 

Reflecting Mirror 

A 

Art 

U 

5.00 

4.00 

4 

2.50 

$ Dust to Dust 

W 

Sor 

C 

1.00 

1.00 


0.50 

Riptide 

U 

Ins 

C 

1.00 

0.80 

4 

0.50 

Eater of the Dead 

B 

Sum 

U 

5.00 

4.00 


4.00 

Runesword 

A 

Art 

U 

4.50 

3.00 

4 

3.00 

■ Electric Eel 

U 

Sum 

u 

2.50 

2.00 

4 

2.00 

SafeHaven 

L 

L 

R 

7.88 

7.00 

4 

7.00 

1 Elves of Deep Shadows 

1 _ 

G 

Sum 

u 

3.00 

3.00 


2.00 

Savaen Elves 

G 

Sum 

C 

1.00 

1.00 


0.50 

. Card Name 

Color 

Type 

Rarity 

Upper 

Median 


Lower I 

Icard Name 

Color 

Type 

Rarity 

Upper 

Median 


Lower 

itt 

H Erosion 

U 

. E 

C 

1.00 

0.50 

4 

0.50 

Scarecrow 

A 

Art 

U 

5.00 

4.50 

4 

3.30 

■ Eternal Flame 

R 

Sor 

R 

7.13 

5.50 

4 

4.00 

Scarwood Bandits 

G 

Sum 

R 

8.00 

7.00 


6.00 

f| Exorcist 

W 

Sum 

R 

10.00 

9.00 

4 

8.00 

Scarwood Goblins 

Gld 

Sum 

C 

1.00 

0.80 

* 

0.50 

” Fasting 

W 

E 

U 

4.00 

3.00 

4 

2.00 

Scarwood Hag 

G 

Sum 

U 

3.00 

2.00 

4 

2.00 

|f Fellwar Stone 

A 

Art 

U 

4.25 

4.00 


3.30 

Scavenger Folk 

G 

Sum 

C 

1.00 

1.00 

t 

0.50 

P Festival 

W 

Ins 

C 

1.00 

1.00 

t 

0.50 

Season of the Witch 

B 

E 

R 

7.25 

6.80 

4 

5.80 

Fire and Brimstone 

W 

Ins 

U 

3.25 

2.00 

4 

2.00 

Sisters of the Flame 

R 

Sum 

U 

3.00 

2.50 

4 

2.00 

Fire Drake 

R 

Sum 

U 

3.88 

3.00 


3.00 

Skull of Orm 

A 

Art 

U 

4.75 

4.00 


3.30 

3 Fissure 

r Flood 

R 

Ins 

c 

1.00 

1.00 


0.50 

Sorrow's Path 

L 

L 

R 

5.75 

5.00 


4.00 

U 

E 

u 

3.88 

3.00 


2.30 

Splitting Slug 

G 

Sum 

U 

3.88 

2.50 

4 

2.00 

Ik Fountain of Youth 

A 

Art 

u 

4.75 

4.00 

4 

2.50 

Squire 

W 

Sum 

C 

1.00 

0.80 

4 

0.50 

■ Frankenstein's Monster 

B 

Sum 

R 

12.00 

10.00 


8.00 

Standing Stones 

A 

Art 

U 

3.00 

3.00 

4 

2.00 

1 Gaea's Touch 

G 

E 

C 

1.00 

0.80 

t 

0.50 

Stone Calendar 

A 

Art 

R 

10.00 

7.00 

t 

6.00 

^ Ghost Ship 

U 

Sum 

C 

1.00 

1.00 

* 

0.50 

Sunken City 

U 

E 

C 

1.00 

0.50 

4 

0.50 

Giant Shark 

U 

Sum 

C 

1.00 

1.00 

t 

0.50 

Tangle Kelp 

U 

E 

U 

3.00 

2.00 

4 

2.00 

Mj Goblin Caves 

R 

E 

c 

1.00 

1.00 

* 

0.50 

The Fallen 

B 

Sum 

U 

4.88 

3.50 

4 

2.60 

jjfl Goblin Digging Team 

R 

Sum 

c 

1.00 

1.00 

t 

0.50 

Tivadar's Crusade 

W 

Sor 

U 

4.00 

3.50 

4 

3.00 

P Goblin Hero 

R 

Sum 

c 

1.00 

1.00 

t 

0.50 

Tormod's Crypt 

A 

Art 

U 

3.88 

3.00 

4 

2.30 

i*jj | Goblin Rock Sled 

R 

Sum 

c 

1.00 

0.50 

4 

0.50 

Tower of Coirall 

A 

Art 

U 

3.75 

3.00 

4 

2.50 

* Goblin Shrine 

R 

E 

c 

1.00 

0.80 


0.50 

Tracker 

G 

Sum 

R 

8.00 

7.00 

4 

7.00 

Goblin Wizard 

R 

Sum 

R 

8.75 

7.80 

* 

6.00 

Uncle Istvan 

B 

Sum 

U 

5.75 

4.00 

4 

3.00 

Goblins of the Flarg 

R 

Sum 

C 

1.00 

1.00 

* 

0.50 

Venom 

G 

E 

C 

1.00 

1.00 


0.50 

Grave Robbers 

B 

Sum 

R 

7.25 

6.00 

4 

5.00 

Wand of Ith 

A 

Art 

U 

4.50 

3.00 

4 

3.00 

* Hidden Path 

G 

E 

R 

7.50 

6.50 

4 

5.50 

War Barge 

A 

Art 

U 

4.50 

4.00 


3.30 

if i Holy Light 

W 

Ins 

C 

1.00 

1.00 

t 

0.50 

Water Wurm 

U 

Sum 

C 

1.00 

1.00 


0.50 

jP Inferno 

R 

Ins 

R 

7.00 

6.30 

4 

6.00 

Whippoorwill 

G 

Sum 

U 

4.00 

3.00 

4 

2.00 

Inquisition 

B 

Sor 

C. 

1.00 

1.00 

t 

0.50 

Witch Hunter 

W 

Sum 

R 

11.50 

8.00 

4 

7.80 

4* Knights of Thorn 

W 

Sum 

R 

7.75 

6.00 

4 

5.30 

Word of Binding 

B 

Sor 

C 

1.00 

1.00 


0.50 

y Land Leeches 

G 

Sum 

C 

1.00 

0.50 

4 

0.50 

Worms of the Earth 

B 

E 

R 

7.00 

6.30 

4 

5.00 

4 Leviathan 

U 

Sum 

R 

10.50 

10.00 


8.80 

Wormwood Treefolk 

G 

Sum 

R 

6.00 

5.00 

4 

5.00 

& 

«.. 








TOTAL 




499.38 417.30 


342.00 
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Iguana's Comic Book Cafe 

723 N. Linn 5t. 1-A 
Iowa City, IA 52245 

( 319 ) 333-0036 

Monday - Saturday 11-6 CST 
Sunday 1 - 4 CST _ 

The first In Game Card Singles ! 

~ Large selection of Game Card Singles. 

Over 50,000 MAGIC and STAR TREK 
cards in stock. 

Fast, Friendly Service! Most orders 
shipped same day. 2nd Day and 
Overnight shipping available. 

Foreign orders welcomed. We ship 
worldwide. European 2nd Day 
Delivery available. 

Pre-Order ALL upcoming Games and MAGIC Expansions from 
Iguana's and save up to 25% off Retail! 

We pay top dollar for MAGIC Collections, sealed boxes, and out of 
print cards. 

Our MAGIC card catalog is the standard used worldwide. Write 
for your FREE catalog and join the over 10,000 Collectors and 
Retailers who use and trust Iguana's as the Industry Leader. 




Order your box of 

CHRONICLES 

to receive the best of MAGIC 




CUSTOMIZABLE CARD GAME 


I STAR WARS Limited and Unlimited Editions available, 
^aaranJ^^ox^^mited^ditio^jMmterinj^toda^ 


* We accept Money Orders, Checks, Visa, 
Master Card, and Discover. 

* Most Orders shipped same day. 

* We specialize in overseas delivery. 

* We buy complete collections, sealed boxes, 
and out of print cards. 

* We strive to deliver great service. Let us 
know how we do. 

* No cancellations on Pre-Orders. 


Iguana's Comic dook Cafe and SCOPE 
Presents - 

The Midwest's Largest Gaming Con 

Two Days of Tournaments, Gaming, ana Fun. 
Artists, Dealer Showroom,Preview new games, 
and Thousands in Prizes. 


Saturday, October 14 th 
Sunday, October 15 th 
Pre-registration $14.00 


Multiple MAGIC TOURNAMENTS 
Plus More !!! 

To be held at the University of Iowa 
Memorial Union 

Call or Write for full listing of events and 
registration packet. . 

(319)333-0006 



















. ** % , Aeolipile 
*"** # ^ Armor Thrall-Dagger 
8 ^ 7 * ... T Armor Thrail-Sewer 
Armor Thrall-Spikes 
4 ^ I !imil Sword 

Balm of Restoration 
Basal ihrull Blue face 
Basal Thrall-Nose 
Basal Thrall-sunbeams 
Basal Thrall-Hanging 
Bottomless Vault 
Brassclaw Ores-Dance 
Brassclaw Orcs-Pike 
Brassctaw Orcs-Pointing 
Brassclaw Ores-Winged Helm 
Breeding Pit 
Combat Medic-Armband 
Combat Medic-Mystic 
Combat Medic-Pikemen 
| Combat Medic-Riding 
| Conch Horn 
f Deep Spawn 
g Delifs Cone 
Delifs Cube 
7 Derelor 

Draconian Cylix 
g Dwarven Armorer 
| Dwarven Catapult 
Dwarven Hold 
Dwarven Lieutenant 
Dwarven Ruins 
| Dwarven Soldier-Blur 
Dwarven Soldier-Dragon 
Dwarven Soldier-Two 
Ebon Praetor 
Ebon Stronghold 
Elven Fortress-Gate 
Elven Fortress-Hut 
Elven Fortress-Path 
Elven Fortress-Stream 
Elven Lyre 
Elvish Farmer 
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w 

w 

w 

Be 

U 

Be 

Be 

B 

Be 

R 

R 

L 

R 

L 

R 

R 

R 

B 

L 

G 

G 

G 

G 

Be 
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Elvish Hunter-Kneeling 
Elvish Hunter-Profile 
Elvish Hunter-Torso 
Elvish Scout-Female 
Elvish Scout-Green 
Elvish Scout-Orange 
Farrel's Mantle 
Farrel's Zealot-Knives 
Farrel's Zealot-Bald Man 
Farrel's Zealot-Wliite hair 
Farrelite Priest 
Feral Thallid 
Fungal Bloom 

Goblin Chirargeon-Cutting leg 
Goblin Chirargeon-Elf 
Goblin Chirurgeon-Needle 
Goblin Flotilla 
Goblin Grenade-Dwarf 
Goblin Grenade-Fireworks 
Goblin Grenade-Spike 
I Goblin Kites 

* Goblin War Drams-Hair tied up 
III Goblin War Drums-Big drum 
™ Goblin War Drums-blur 

Goblin War Drums-Skull drums 
Goblin Warrens 
Hand of Justice 
Havenwood Battleground 
Heroism 
High Tide-Blur 
High. Tide-Merfolk 
High Tide-Sea Life 
Hollow Trees 
Homarid-Eye Stalks 
Homarid-Open Claws 
I Homarid-Pikeman 
" Homarid-Lobster 
Homarid Shaman 
Homarid Spawning Bed 
Homarid Warrior-Brown 
Homarid Warrior-Serpent 
Homarid Warrior-Shell 
Hymn to Tourach-Cirde 
Hymn to Tourach-Cape 
Hymn to Tourach-Table 
Hymn to Tourach-Wolf 
lcatian In fan try-Crosses 
^Rj2 lcatian Infantry-Halberds 
lcatian Infantry-Horns 
lcatian Infantry-Shields 
lcatian Javelineers-Chest 
lcatian Javelineers-Clothes 
lcatian Javelineers-Red Hair 
%e Hmr T jJ jt lcatian Lieutenant 

lcatian Moneychanger-Scale 
lcatian Moneychanger-Chest 
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c 

C 

c 

C 

u 

c 

c 

c 

c 

c 

c 

c 

c 

c 

c 

c 

c 

c 

c 

R 

c 

c 


4.00 

0.40 

0.40 

0.40 

0.40 

3.50 
0.40 
0.40 
0.40 
0.40 
5.00 
0.40 
0.40 
0.40 
0.40 
2.80 
0.50 
0.50 
0.50 
0.50 
4.00 
3.10 
2.00 

4.50 
4.50 
4.50 
4.50 
1.80 
4.00 
1.00 
2.80 
0.40 
0.40 
0.40 
6.00 
3.00 
0.50 
0.50 
0.50 
0.50 
4.50 
4.00 



HaqiC: fALLBN Suptm 


0.50 

0.50 

0.50 

0.50 

0.50 

0.40 

1.80 

0.50 

0.50 

0.50 

1.00 

2.00 

5.50 
0.50 
0.50 
0.50 

4.50 
0.50 
0.50 
0.50 
1.00 
0.50 
0.50 
0.50 
0.50 
7.00 
8.00 
3.00 
1.00 
0.50 
0.50 
0.50 

4.50 
0.40 
0.40 
0.40 
0.40 

2.50 
1.40 
0.50 
0.50 
0.50 
0.50 
0.50 
0.50 
0.50 
0.40 
0.40 
0.40 
0.50 
0.50 
0.50 
0.50 
4.00 
0.50 
0.50 





fife* mw. totftatimtoavr# 




0.20 

4 

0.10 

lcatian Moneychanger-Blurred 

W 

C 

0.50 

0.30 

4 

0.10 

0.20 


0.10 

lcatian Phalanx 

W 

u 

1.00 

1.00 

4 

1.00 

0.20 

4 

0.10 

lcatian Priest 

W 

u 

1.80 

1.00 


1.00 

4.00 

4 

3.00 

lcatian Scout-Cliffs 

W 

c 

0.50 

0.40 

4 

0.10 

0.20 

4 

0.10 

lcatian Scout-Grass 

W 

c 

0.50 

0.40 

4 

0.10 

0.20 

4* 

0.10 

lcatian Scout-Forest 

W 

c 

0.50 

0.40 

4 

O. IO 

0.20 

4 

0.10 

lcatian Scout-Wings 

W 

c 

0.50 

0.40 

4 

0.10 

0.20 

4 

0.10 

lcatian Skirmishers 

W 

R 

5.50 

4.00 

4 

4.00 

2.00 

4 

2.00 

lcatian Store 

W 

R 

4.50 

4.00 


3.50 

0.30 

4 

0.10 

lcatian Town 

L 

R 

5.50 

4.00 

4 

4.00 

0.30 

4 

0.10 

Implements of Sacrifice 

Be 

R 

4.00 

4.00 


2.50 

0.30 

4 

0.10 

Initiates of the Ebon Hand-Lady 

B 

C 

0.50 

0.40 

4 

0.10 

0.30 

4 

0.10 

Initiates of the Ebon Hand-Eye 

B 

C 

0.50 

0.40 

4 

0.10 

3.00 


2.50 

Initiates of the Ebon H^nd-Mob 

B 

C 

0.50 

0.40 

4 

0.10 

2.00 

4 

2.00 

Mersei ne-Cage 

U 

c 

0.50 

0.30 

4 

0.10 

0.80 

4 

0.50 

Merseine-Net 

U 

c 

0.50 

0.30 

4 

0.10 

4.00 

4 

3.00 

Merseine-Fish 

U 

c 

0.50 

0.30 

4 

0.10 

4.00 

4 

4.00 

Merseine-Throwing Net 

U 

c 

0.50 

0.30 

4 

0.10 

4.00 

4 

3.00 

Mindstab Thrall-Old Man 

B 

c 

0.50 

0.30 

4 

0.10 

3.00 

4 

2.50 

Mindstab Thrall-Running 

B 

c 

0.50 

0.30 

4 

0.10 

1.00 

4 

1.00 

Mindstab Thrall-Arms 

B 

c 

0.50 

0.30 

V 

0.10 

4.00 

4 

3.30 

Necrite-G reen 

B 

c 

0.50 

0.40 

4 

0.10 

1.00 

4 

0.60 

Necrite-Sea Monkeys 

B 

c 

0.50 

0.40 

4 

0.10 

2.00 

4 

2.00 

Necrite-Tongue 

B 

c 

0.50 

0.40 

4 

0.10 

0.20 

4 

0.10 

Night Soil-Blur 

G 

C 

0.50 

0.30 

4 

0.10 

0.20 

4 

0.10 

Night Soil-Fungus 

G 

C 

0.50 

0.30 

4 

0.10 

0.20 

4 

0.10 

Night Soil-Rake 

G 

c 

0.50 

0.30 

4 

0.10 

5.00 

4 

5.00 

Orcish Captain 

R 

u 

1.00 

1.00 


0.60 

2.50 

1" 

2.00 

Orcish Spy-Telescope 

R 

C 

0.50 

0.30 

4 

0.10 

0.30 

4 

0.10 

Orcish Spy-Map 

R 

c 

0.50 

0.30 

4 

0.10 

0.30 

4 

0.10 

Orcish Spy-Eye patch 

R 

c 

0.50 

0.30 

4 

0.10 

0.30 

4 

0.10 

Orcish Veteran-Armor 

R 

c 

0.50 

0.30 

4 

0.10 

0.30 

4 

0.10 

Orcish Veteran-Army 

R 

c 

0.50 

0.30 

4 

0.10 

4.00 


3.00 

Orcish Veteran-Hooded 

R 

c 

0.50 

0.30 

4 

0.10 

4.00 

4 

4.00 

Orcish Veteran-Hair lied up 

R 

c 

0.50 

0.30 

4 

0.10 

Median 


Lower I 

HCard Name Color 

Rarity 

Upper 

Median 

Lower i 

0.30 

4 

0.10 

Order of Leitbur-Flag 

W 

c 

0.50 

0.40 

4 

0.10 

0.30 

4 

0.10 

Order of Leitbur-Shield 

W 

c 

0.50 

0.40 

4 

0.10 

0.30 

4 

0.10 

Order of Leitbur-Calvary 

W 

c 

0.50 

0.40 

4 

0.10 

0.30 

4 

0.10 

Order of the Ebon Hand-Sword 

B 

c 

0.50 

0.40 

4 

0.10 

0.30 

4 

0.10 

Order of the Ebon Hand-Centaur 

B 

c 

0.50 

0.40 

4 

0.10 

0.20 

4 

0.10 

Order of the Ebon Hand-Shield 

B 

c 

0.50 

0.40 

4 

0.10 

1.00 

4 

1.00 

Orgg 

R 

R 

4.00 

4.00 


2.50 

0.40 

4 

0.10 

Raiding Party 

R 

U 

1.80 

1.00 

4 

1.00 

0.40 

4 

0.10 

Rainbow Vale 

L 

R 

4.50 

4.00 

4 

3.80 

0.40 

4 

0.10 

Ring of Renewal 

Be 

R 

4.00 

4.00 


3.00 

1.00 


1.00 

River Merfolk 

U 

R 

5.00 

4.00 

4 

4.00 

1.50 

4 

1.00 

Ruins of Trokair 

L 

U 

2.80 

2.00 


2.00 

4.00 

4 

3.50 

Sand Silos 

L 

R 

5.00 

4.00 

4 

3.50 

0.50 


0.20 

Seasinger 

U 

U 

2.00 

2.00 

4 

2.00 

0.50 


0.20 

Soul Exchange 

B 

U 

2.00 

1.80 

4 

1.10 

0.50 


0.20 

Spirit Shield 

Be 

R 

4.00 

3.00 

4 

2.80 

4.00 

4 

3.50 

Spore Cloud-Man 

G 

C 

0.50 

0.40 

4 

0.20 

0.40 

4 

0.10 

Spore Cloud-Spike 

G 

c 

0.40 

0.20 

4 

0.10 

0.40 

4 

0.10 

Spore Cloud-Explosion 

G 

c 

0.40 

0.20 

4 

0.10 

0.40 

4 

0.10 

Spore Flower 

G 

u 

2.00 

1.50 

4 

0.90 

0.80 

4 

0.50 

Svyelunite Priest 

U 

u 

1.80 

1.00 

4 

1.00 

0.30 

4 

0.10 

Svyelunite Temple 

L 

u 

2.80 

2.00 


1.60 

0.30 

4 

0.10 

Thallid-Mushroom 

G 

c 

0.50 

0.40 

4 

0.10 

0.30 

4 

0.10 

Thallid-Octopu s 

G 

c 

0.50 

0.40 

4 

0.10 

0.30 

4 

0.10 

Thallid-Snout 

G 

c 

0.50 

0.40 

4 

0.10 

4.00 


4.00 

Thallid-Cyclops 

G 

c 

0.50 

0.40 

4 

0.10 

6.00 

4 

4.00 

Thallid Devourer 

G 

u 

1.80 

1.00 

4 

1.00 

3.00 


2.30 

Thelon's Chant 

G 

u 

1.80 

1.00 

4 

1.00 

1.00 

4 

1.00 

Thelon's Curse 

G 

R 

4.50 

3.00 

4 

2.00 

0.30 

4 

0.10 

Thelonite Druid 

G 

u 

2.00 

2.00 

4 

1.30 

0.30 

4 

0.10 

Thelonite Monk 

G 

R 

5.00 

4.00 


3.00 

0.30 

4 

0.10 

Thorn Thallid-Mist 

G 

c 

0.50 

0.30 

4 

0.10 

4.00 


3.50 

Thorn Thallid-Arms 

G 

c 

0.50 

0.30 

4 

0.10 

0.20 

4 

0.10 

Thorn Thallid-Teeth 

G 

c 

0.50 

0.30 

4 

0.10 

0.20 

4 

0.10 

Thorn Thallid-Armadillo 

G 

c 

0.50 

0.30 

4 

0.10 

0.20 

4 

0.10 

Thrall Champion 

B 

R 

6.00 

4.00 

4 

4.00 

0.20 

4 

0.10 

Thrall Retainer 

B 

U 

2.00 

2.00 


1.60 

0.80 

4 

0.50 

Thrall Wizards 

B 

U 

1.00 

1.00 


1.00 

1.00 

4 

1.00 

Tidal Flats-Cracked 

U 

c 

0.40 

0.20 

4 

0.10 

0.40 

4 

0.10 

Tidal Flats-Raised horizon 

U 

c 

0.40 

0.20 

4 

0.10 

0.40 

4 

0.10 

Tidal Flats-Low Horizon 

U 

c 

0.40 

0.20 

4 

0.10 

0.40 

4 

0.10 

Tidal Influence 

U 

u 

1.80 

1.00 


1.00 

0.40 

4 

0.10 

Tourach's Chant 

B 

u 

2.00 

1.50 

4 

1.00 

0.40 

4 

0.10 

Tourach's Gate 

B 

R 

4.50 

3.50 

4 

2.50 

0.40 

4 

0.10 

Vodalian Knights 

U 

R 

6.00 

5.00 


4.00 

0.40 

4 

o. io 

Vodalian Mage-Green 

U 

c 

0.50 

0.30 

4 

0.10 

0.30 

4 

0.10 

Vodalian Mage-Blue 

U 

c 

0.50 

0.30 

4 

0.10 

0.30 

4 

0.10 

Vodalian Mage-White 

U 

c 

0.50 

0.30 

4 

0.10 

0.30 

4 

0.10 

Vodalian Soldiers-Shark 

U 

c 

0.40 

0.20 

4 

0.10 

0.30 

4 

0.10 

Vodalian Soldiers-Trident 

U 

c 

0.40 

0.20 

4 

0.10 

0.30 

4 

0.10 

Vodalian Soldiers-Ship 

U 

c 

0.40 

0.20 

2 

0.10 

0.30 

4 

0.10 

Vodalian Soldiers-Rapier 

U 

c 

0.40 

0.20 

2 

0.10 

0.30 

4 

0.10 

Vodalian War Machine 

U 

R 

5.50 

5.00 


4.00 

3.00 

4 

2.00 

Zelyon Sword 

Be 

R 

4.50 

3.00 

2 

3.00 


> • team j 














Antiquities Arabian Nights THE DARK Fallen Empires Revised MagiC 


Arg Arch 
Arm. Clock 
Ash Altar 
Ash Battle 
Ash Trans 
Bronze Tab 
Cand. ofTmm 

COP Art. 

Citanul Druid 
Clock Avian 
Col. of Sard. 
Coral Hefen 
Cursed Rack 
Damp Field 
Detonate 
Dw. Weap. 
Energy Flux 
Feld Cane 
Gaea's Aven 
Gate to Phy 
Gob Artisan 
Gol Sylex 
Haunt Wind 
Hurk Recal 
Ivory Tower 
Jalum Tome 
Mar of Korls 
Mightstone 
Millstone 
Mish Fact 
Mish Fact 
Mish Fact 
Mish Fact 
Mish War 
Mish. Work 


$30.00 Abu Jafar 
$ 6.00 Ateddin 
$ 4.00 M Lamp 

$ 4.00 **• Rin9 
I . ^ Ali Baba 
$ 4.00 ™ 

S 9 00 AhCa,P ° 

; Ar. of Allah 

$27.00 ^ otto# 
$15.00 Bird Maid 
$ 4.00 Bot of Sule 
$13.00 Brass Man 
$22.00 Camel 
$ 


$16.00 Amnesia 
$ 25.00 Angry Mob 
$ 8.00 Ap Wizard 
$ 9.00 Ball Light 
$11.00 Banshee 
$75.00 B Cas® 

$ 5 00 61 Moon 
$ 15.00 

« BoneHute 
5 J Book Rass 

$ 4.00 a _Pm nnla 


$ 4.00Aeoipile 


$ 6.00 


Balm of Rest 


$ 5.00 
j 10 qq Bottom Vault 

$ 4.00 Breeding Pit 
$ 6.00 Conch Horn 
$10.00 


Deep Spawn 
Delif s Cone 


$ 3.00 


City Shad. 


7.00 City in Bottle $ 22.00 Cleansing 
4.00 City of Breee $22.00 Coei Golem 


I Cuom. Wit 


4 00 Cyckme 
Dane. Sci 

f-ir Dandan 
3 00 Desert 
$10.00 om Nomad 
$20.00 DesTrister 
$ 4.00 Dia Valley 
$ 3.00 Dr Honey 
$10.00 Eb Horse 
$ 

$ 

$ 

$ 

$ 

$ 

$ 


$ 3.00 Cur. Artif. 
$10.00 Dance Many 
$ 8.00 Dark Sphere 
$ 3.00 Dia Machine 
$ 5.00 Eater Dead 
$ 4 00 Electric Eel 
$ 7.00 ENe»Deep 

$50 00 Eter Ham® 
$40 00 Exorc'st 
$ 8 00 Fasting 
Fell Stone 
Fire & Brim 
Fire Drake 


3 00 EMHajjaj $ 9.00 

7 qq El. Grave $30.00 

6 00 Erg Ra ' d $ 2 00 

q’qq Erh Djinn $ 25.00 ^ 

5 00 E ^ ef ° rEye ^ 10 0 ° Frank Mons $10.00 

4 OH F ' Sh0il 3 3 00 Gob Wizard $ 7.00 

4 00 Fly Carpet- 

4.00 


$ 4.00 
$ 3 .00 
$ 3.00 Delif s Cube 
$ 4.00 Derelor 

s 6M Drac Cy, “ 

$ 6.00 Dwa. Armor 

$ 3.00 Dwar. Cata. 

* 3 00 Dwar. Hold 

$ 4.00 Dwar Lt 
$ 3.00 Dwar- Ruins 
4.00 Ebon Praetor 

3 00 Elven Lyre 

3.00 

q qq Elv. Farmer 
9.00 Farrel's Mant 
4.00 Farr. Priest 

5 00 Feral Thallid 
300 

3 qq Fung. Bloom 
3.00 Gob. Flotilla 
5.00 Goblin Kites 


Flying Men 
$ 12.00 Ghaz Orge 
$12.00 Giant Tort. 
$ 12.00 Guard Beast 
$12.00 Has Ogress 
$ 7.00 HufT Jackal 
$18.00 *th-Biff 


Ob. of Undue $ 15.00 ls,and Fish 


Onulet 
Pow Artifact 
Powerleech 
Primal Clay 
Rakalite 
Roc. Launch 
Sh. Shifter 
Sha. Storm 
SM no 
SM Tow 
SM Even 
SM Uneven 
Su-Chi 
TawCoff 
Taw Wan 
Taw Weap 
Tetravus 
The Rack 

Titania's Song 

Tr. Artifact 
T riskelion 
U. Aveng 
U. Mine 
U. Miter 
U. Power 
U. Tower 
Wan Spears 
Weakstone 
X. Polterg 
Yaw Demon 
Yot Soldier 


3 00 h0,w * w * 

4 00 Jan Rin9 

4 00 JanSadclle 

, ' Jewel Bird 

4 00 Jihad 
4.00 


Junun Efreet 
4.00 Juam Djinn 
$12.00 Kha Ghoul 
$ 6.00 King Sule 
$12.00 KirdApe 
$ 12 00 ^ib of Alex $30.00 Rag Man 
$12 00 Ma£,n Mtn 3 9 00 Ret Mirror 


$ 8.00 Grave Ro 
$ 4.00 Hidden Path 
$ 3.00 Inferno 
$ 3.00 Knight Thom 
$80.00 Leviathon 
$ 3.00 Living Armor 
$ 4.00 Lurker 
$27.00 M * n » Ctash 
$ 9 00 ManaVortex 
$40.00 

* am Maze of l1h 
z MerAssas 

l 8 00 Mind Bomb 
$ 10.00 NameRace 

$40.00 Necropoli 
$15.00 Ni Silvain 
$50.00 Ore General 
$30.00 Reo Woo 
$17.00 Preacher 
$ 3.00 Psy Allergy 


Gob. Warren 

$ 6 00 Justice 
$7.00 Hav. Battle 
$ 6.00 Hollow Trees 

LI 22 Horn. Shama 
$10.00 

$ 3 00 Hom s P awn 
6.00 lc. Lieutenan 
6.00 icat. Phalanz 

8 22 lcat Pr iest 
5.00 


6.00 


Icat. Skirmis 


5.00 Icat. Store 
5.00 icat. Town 


7.00 


Imp. of Sac 


$12.00 ^ f ch ^ 

$ 5 00 Metamor 

Lorn M,jaeDJinn 

32000 MoorCav. 

$ 4.00 Mountain 

$ 4.00 NafsAsp 

$13.00 Oasis 
$ 4.00 Old Man of $45.00 

$ 4.00 Oubliette $ 6.00 

$ 4.00 Piet y 

$13.00 p y ram ' ds 

$15.00 Rep Black 
Ring of Ma 


$ 3.00 
$ 8.00 


$ 3.00 
$25.00 


Uns. Mtn 

All Others Medium Scrye WarEleph 
Wyluli Wolf 

25 Cards $20.00 Ydw Efreet 


$10.00 Runesword 
$ 3.00 SafeHaven 
$10.00 Scarecrow 

$ 5 00 ScarBand * 

$ 5 00 Scar Hag 

Sea of Witch 
Sis Flame 
SkuH of Orm 
Sorr Path 
Spl Slug 
St. Stone 

St Calendar 

$17.00 Jan Kelp 
$35.00 The Fallen 
$10.00 Tiv Crusade 
$10.00 Tor Crypt 
$ 4.00 TowCoirall 
$17.00 Tracker 
4.00 Ser. Efreet $16.00 uncieistvan 
3.00 Shahrazad $20.00 Wandoflth 
$12.00 
$40.00 
$ 10.00 
$ 5.00 
$ 3.00 
$ 5.00 
$ 5.00 
$13.00 


300 ^ 
g qq Orcish Capt 

4.00 Orgg 
4.00 Raiding Part 

$ 8 00 P' n 9 Renew 

$ 5.00 Riv. Merfolk 
$ 4 00 r ofTrok. 
7.00 


3 00 Rukh Egg 
3 00 Sand of Abd 

3.00 Sandstorm 
3.00 Ser. Djinn 


3.00 Sindbad 


$17 00 anflinfl Tree 

$ 2.00 Sorc Queen 

Stone Throw 


War Barge 
Whippoor 
Witch Hunt 
Worm Earth 
Worm Tree 


4 00 Sand Sil ° 

7 oo Seasinger 

3.00 Soul Exchan 

7 00 Spirit Shield 

4.00 _ 

4 00 Spore F,OW 

5 oo Svy. Priest 

3.00 Svy. Temple 
3 4 00 Th. Devourer 
* j “ Th. Chants 

4 oo Th. Curse 
4 oo Th Druid 

3 “ Th. Monk 

8 00 Thr Champ 

5.00 Tour. Chant 

4 0° j our Gate 

3 M Vod Kni9ht 
$10.00 Vod War M 
$6.00 Zel Sword 
$ 5.00 


5.00 


2.00 

4.00 


4.00 

2.00 


2.00 

6.00 


2.00 


5.00 

5.00 


3.00 

4.00 


4.00 


5.00 

4.00 


4.00 


4.00 


Ala Lamp 

$ 4.00 

Mana Short 

$ 

4.50 

Ala Ring 

$ 4.00 

Mana Vauk 

$ 

3.00 

, Ani Wall 

$ 3.00 

Marta barbs 

$ 

4.00 

An of Mis 

$ 3.50 

Maekatona 

$ 

4.00 

1 A imaged 

$ 4.50 

Mijae Dprrt 

$ 

5.00 

i Ar. Clock 

$ 4.00 

Millstone 

$ 

3.00 

i Asp of Wok 

$ 5.00 

Mind Twist 

$ 

5.00 

! Bad Moon 

$ 6.00 

Mish War 

$ 

4.00 

Badlands 

$10.00 

NethSha 

$ 

4.00 

' Balance 

$ 5.00 

Nevin Dis 

$ 

5.00 

i Bayou 

$10.00 

Nightmare 

$ 

12.00 

i Bird of Pa 

$ 6.00 

N. Paladin 

$ 

10.00 

Blessing 

$ 5.00 

Onulet 

$ 

2.00 

Bot of Sule 

$ 3.50 

Pars Incam 

$ 

7.00 

1 Braingey 

$ 6.00 

Pirate Ship 

$ 

4.00 

i Chaosiace 

$ 2.50 

Plateau 

$ 

10.00 

1 Clock Beast 

$ 4.00 

Pow Surge 

$ 

3.50 

( Clone 

$ 3.00 

Prim Clay 

$ 

2.00 

Cockotrice 

$ 6.00 

Purelace 

$ 

2.50 

1 Cont from Be 

$ 5.00 

Rev Damage 

$ 

6.00 

i Copy Artif 

$ 5.00 

Righteous 

$ 

6.00 

i Courterspel 

$ 3.00 

Roc of Kher 

$ 

6.00 

Crusade 

$ 6.00 

Rock Hydra 

$ 

12.00 

Dane Seim 

$ 3.00 

Rock Launch 

$ 

4.00 

1 Darkpact 

$ 3.00 

Royal Assas. 

$ 

17.00 

i Death lace 

$ 2.00 

Savannah 

$ 

10.00 

i Demon At 

$ 4.00 

Sav Lions 

$ 

3.50 

Demon Hord 

$ 9.00 

Scrubland 

$ 

10.00 

Demon Tutor 

$ 3.00 

Sedge Trol 
Seng Vamp 

$ 

5.00 

1 Des Twist 

$ 2.00 

$ 

3.00 

I Dingus Egg 

$ 3.50 

Ser Efreet 

$ 

5.00 

, Dis Sept 

$ 3.00 

Serra Angel 

$ 

6.00 

Drag Engine 

$ 2.00 

Shiv Dragon 

$ 

17.00 

Drag Whelp 

$ 2.00 

SI of Mind 

$ 

5.00 

1 Drain Power 

$ 4.50 

Smoke 

$ 

4.00 

1 Earthquake 

$ 4.00 

Sore Queen 

$ 

6.00 

! Ebony Horse 

$ 4.00 

Stasis 

$ 

4.00 

| El-Hajjaj 

$ 4.00 

Sun of Urza 

$ 

5.00 

Elv Archer 

$ 4.50 

Taiga 

$ 

10.00 

1 Eye for Eye 

$ 4.00 

The Hive 

$ 

5.00 

i Farmstead 

$ 4.00 

Tim Wolves 

$ 

4.00 

i Fastbond 

$ 4.00 

Tit Song 

$ 

3.00 

Fly Carpet 

$ 4.00 

Tropical Island 

$ 

10.00 

Force Nature 

$10.00 

Tundra 

$ 

10.00 

1 Fork 

$20.00 

Under Sea 

$ 

10.00 

i Fungusaur 

$ 5.00 

Ver Enchant 

$ 

5.00 

| Gaea Liege 

$ 8.00 

V. Dopple 

$ 

17.00 

GobSn King 

$ 8.00 

Vet Body 

$ 

11.00 

Gran Gargoy 

$ 7.00 

Vole Erupt 

$ 

5.00 

1 HelmChatz 

$ 3.00 

Vole Island 

$ 

10.00 

i Howl Min 

$ 5.00 

Warp Artif 

$ 

3.00 

, Hurk Recal 

$ 4.00 

Web 

$ 

4.00 

Is Fish Jas 

$ 4.00 

Wheel Fortu 

$ 

7.00 

Is Sanctuary 

$ 4.00 

WlDo Wisp 

$ 

6.00 

1 Ivory Tower 

$ 4.00 

Winter Orb 

$ 

4.00 

Jade Mono 

$ 3.00 

Wrath God 

$ 

7.00 

Jan Ring 
Jan Sadde 

$ 4.00 
$ 3.00 

Zorn Master 

$ 

6.00 

Jay Tome 
Korm Bell 

$ 4.00 
$ 4.00 

AH Others Medium Scrye 

Kudzu 

$ 3.00 

100 Commons 

$ 

30.00 

Lifelace 

Liv Artif 

$ 2.00 
$ 3.00 

25 Uncommon 

$ 

25.00 

Liv Lands 

$ 4.00 

3rd ed Set 

$350.00 

Lord Atlant 

$ 7.00 

41h ed Set 

CALL 


2.00 
2.00 
2.00 

2 00 Lord of Pit $10-00 3rd ed Pack 
5 0Q Mag Hack $ 6.00 3rd ed Box 
Magn Mtn $ 3.00 4th ed Pack 
3.00 Mah Djinn $ 8.00 4th ed Box 
4.00 Mana nare $ 3 00 
5.00 
2.00 
4.00 
5.00 
5.00 
4.00 


CALL 

CALL 

CALL 

CALL 


SINGLES 


All other Medium Scrye 


All others Medium Scrye 


25 commons $15.00 50 Cards $25.00 


BOXES 

PACKS 


Star Trek: TNG 



Limited 

unlimited 

Limited 

Unlimited 

A. Einstein ' 

$15.00 

$ 6.00 

Lore Ret 

$ 

16.00 

$ 

8.00 

A. Jarok 

$10.00 

$ 5.00 

Lore's Fing 

$ 

12.00 

$ 

5.00 

A Groipie 

$ 8.00 

$ 4.00 

Lursa 

$ 

18.00 

$ 

9.00 

A. Nechay 

$10.00 

$ 5.00 

L. Troi 

$ 

20.00 

$ 

9.00 

A. Compu 

$ 9.00 

$ 4.00 

Med Relef 

$ 

6.00 

$ 

3.00 

Anti-time 

$10.00 

$ 4.00 

Mendak 

$ 

10.00 

$ 

5.00 

Arm Skin 

$12.00 

$ 5.00 

M. Bateson 

$ 

14.00 

$ 

6.00 

Avert Dis. 

$ 7.00 

$ 3.00 

Nagilum 

$ 

10.00 

$ 

5.00 

B'Etor 

$18.00 

$ 6.00 

N. Daren 

$ 

10.00 

$ 

5.00 

Bar Proto 

$10.00 

$ 4.00 

N. Contac 

$ 

6.00 

$ 

3.00 

Beta Gift 

$17.00 

$ 7.00 

Peg. Sear 

$ 

6.00 

$ 

3.00 

B. Crusher 

$36.00 

$16.00 

Pi 

$ 

10.00 

$ 

5.00 

Borg Ship 

$22.00 

$ 8.00 

Q 

$ 

20.00 

$ 

9.00 

Byn Weap $ 9.00 

$ 5.00 

R. Barclay 

$ 

14.00 

$ 

6.00 

Crosis 

$17.00 

$ 7.00 

R. Galen 

$ 

14.00 

$ 

7.00 

Cry Entity 

$10.00 

$ 5.00 

Ro Laren 

$ 

15.00 

$ 

8.00 

Cult Obs 

$ 7.00 

$ 4.00 

R. Danar 

$ 

21.00 

$ 

9.00 

Cytherians 

$ 9.00 

$ 4.00 

Sarek 

$ 

16.00 

$ 

8.00 

Data 

$60.00 

$30.00 

Sarjenka 

$ 

8.00 

$ 

4.00 

DeaTroi 

$35.00 

$18.00 

Sar Plund 

$ 

7.00 

$ 

3.00 

Devoras 

$10.00 

$ 5.00 

Satelk 

$ 

10.00 

$ 

5.00 

Dr. LaForge 

$11.00 

$ 5.00 

Seek Life 

$ 

6.00 

$ 

3.00 

Dr. Brahms 

$15.00 

$ 6.00 

Sela 

$ 

20.00 

$ 

8.00 

Duras 

$18.00 

$ 7.00 

Shelby 

$ 

15.00 

$ 

6.00 

Ev Terraf 

$ 6.00 

$ 3.00 

Sir 1 Newt 

$ 

15.00 

$ 

6.00 

Ex Black 

$ 6.00 

$ 3.00 

Study Hole 

$ 

6.00 

$ 

3.00 

Ex Dyson 

$ 6.00 

$ 3.00 

Study Lonka 

$ 

6.00 

$ 

3.00 

ExTypone 

$ 6.00 

$ 3.00 

Stud Nebula 

$ 

6.00 

$ 

3.00 

Extraction 

$ 7.00 

$ 3.00 

Supemov 

$ 

15.00 

$ 

6.00 

G LaForg 

$45.00 

$20.00 

Sur Mission 

$ 

6.00 

$ 

3.00 

God Em 

$10.00 

$ 5.00 

Tam Eferun 

$ 

14.00 

$ 

7.00 

Gowron 

$20.00 

$ 9.00 

Tasha Yar 

$ 

23.00 

$ 

12.00 

Haakona 

$12.00 

$ 5.00 

Temp Caus 

$ 

9.00 

$ 

5.00 

Hon Chal 

$10.00 

$ 4.00 

The Devil 

$ 

10.00 

$ 

5.00 

Horga'hn 

$17.00 

$ 8.00 

T. Riker 

$ 

18.00 

$ 

9.00 

Hugh 

$12.00 

$ 6.00 

Th Maker 

$ 

17.00 

$ 

8.00 

Hunt DNA 

$ 7.00 

$ 3.00 

Time Trav 

$ 

15.00 

$ 

8.00 

IKC Bortas 

$12.00 

$ 7.00 

Tomalak 

$ 

13.00 

$ 

6.00 

IKC Buruk 

$10.00 

$ 5.00 

Toreth 

$ 

11.00 

$ 

5.00 

IKC Hegh 

$10.00 

$ 5.00 

Tox Ulthat 

$ 

15.00 

$ 

9.00 

IKC Pagh 

$12.00 

$ 7.00 

Tsio. Infect 

$ 

9.00 

$ 

4.00 

IKC QuVat 

$13.00 

$ 7.00 

USS Brit 

$ 

14.00 

$ 

6.00 

Icon Invest 

$ 7.00 

$ 3.00 

USSErterp 

$ 

55.00 

$ 

30.00 

Int Gener 

$13.00 

$ 6.00 

USS Hood 

$ 

14.00 

$ 

6.00 

Inv Alien 

$ 7.00 

$ 4.00 

USSPhoe 

$ 

14.00 

$ 

6.00 

Inv Disapp 

$ 6.00 

$ 3.00 

USS Yam 

$ 

15.00 

$ 

7.00 

Inv Disturb 

$ 6.00 

$ 3.00 

Varon T 

$ 

15.00 

$ 

8.00 

Inv Mass 

$ 6.00 

$ 3.00 

Vash 

$ 

15.00 

$ 

7.00 

Inv Raid 

$ 6.00 

$ 3.00 

Vul Stone 

$ 

16.00 

$ 

8.00 

Inv Rogue 

$ 6.00 

$ 3.00 

Warp Core 

$ 

9.00 

$ 

4.00 

Inv Shatt 

$ 6.00 

$ 3.00 

W. Crush 

$ 

35.00 

$ 

15.00 

Inv Sight 

$ 6.00 

$ 3.00 

W. Riker 

$ 

43.00 

$ 

20.00 

Inv Time 

$ 6.00 

$ 3.00 

Wind Dane 

$ 

10.00 

$ 

4.00 

Jag Shrek 

$ 8.00 

$ 4.00 

Wort 

$ 

42.00 

$ 

20.00 

J. Picard 

$80.00 

$30.00 

Worm Hole 

$ 

8.00 

$ 

4.00 

K’ehleyr 

$11.00 

$ 6.00 






Kahless 

$14.00 

$ 7.00 

All Cards Not 

Listed 



Kargan 

$11.00 

$ 6.00 

Medium Scrye Price 



Khazara 

$12.00 

$ 5.00 






Kh. Resear 

$ 6.00 

$ 3.00 

Comp Set 

$ 900.00 

$400.00 

Kl Death 

$ 7.00 

$ 3.00 

Booster Box 

$ 325.00 

$ 

65.00 

Kt. Game 

$ 8.00 

$ 4.00 

Starter Box 

$225.00 

$ 

65.00 

Kurak 

$15.00 

$ 6.00 






Kur Naiskos 

$13.00 

$ 8.00 

100 uncomm 

$ 

75.00 

$ 

35.00 

Kum 

$15.00 

$ 8.00 

100 com 

$ 

25.00 

$ 

10.00 

L. Brahms 

$15.00 

$ 7.00 

25 Rares 

$ 125.00 

$ 

50.00 


The Card Emporium is the Place to 
Call for all Collectable Card Games!! 
We Accept Visa, Mastercard, 
Discover, & American Express 


CompISet $ 350 

Ant. Pack CALL PM ‘ 

Ant. Box CALL Arabi * nBox 


$ 750 Comp Set $ 200 Com „| Set $75 00 CALL FOR CURRENT PRICES ON ALL OUT OF PRINTS SETS, SINGLES, & PACKS 

CALL Dark Packs $ 7.00 

CALL Dark Box $ 275 Fallen Packs $ 1.00 

Fallen Box $45.00 RETAILERS: WE ALSO WHOLESALE MAGIC AND POGS. TAX ID* REQUIRED 


CARD EMPORIUM 8028 Hwy 55 Golden Valley, MN 55427 


Ordering 1. Minimum Order $10.00 
instructions 2. $4.00 Minimum P & H 

3. Phone Reserv encouraged, 
orders held 7 days. 

Prices Subject to Change without notice 


4. Money Orders and Credit Cards Preferred 

5. Personal checks, orders held till check clears 

6. Sorry No C.O.D.'s 

7. All Cards NM/MT, Satisfaction guaranteed 

8. Returns Allowed up to 7 days from rec. of product 


Please Call To Order 
Hours: M-F 10-6 Fax 24 hours 
Phone: (612)404-9616 

Fax: (612)541-9105 

Foreign Orders Welcome 








?» Pd sm-P 






- Circle of Prot: Blue 
1 Circle of Prot: Green 
Circle of Prot: Red 
Circle of Prot: White 
Clairvoyance 
'*«j Cloak of Confusion 
Cold Snap 
L Conquer 
’* M Wl Cooperation 
» *1 Counterspell 

' Crown of the Ages 
L f Curse of Marit Lage 


Dance of the Dead 
i ^ Dark Banishing 
Ifc"* Dark Ritual 
Death Ward 
Deflection 

Demonic Consultation 
Despotic Scepter 
Diabolic Vision 
Dire Wolves 
Disenchant 
Dread Wight 
■ Dreams of the Dead 
Drift of the Dead 
Drought 
Dwarven Armory 
Earthlink 
Earthlore 
* Elder Druid 
y* Elemental Augury 
Elkin Bottle 
^ Elvish Healer 

Enduring Renewal 
I W Energy Storm 
$?£ Enervate 

- 40h Errant Minion 
" ‘ & Errantry 
‘~*;^ **, Essence Filter 
Essence Flare 
Essence Vortex 
^ Fanatical Fever 
Fear 

1 Fiery Justice 
Fire Covenant 
Flame Spirit 
* Flare 


u 


P^tae Quix>e 


Abyssal Specter 

B 

Sum 

U 

3.00 

3.00 

2.00 



cannot he * 

W\ ■ cre-attues 

>lock&S by \ 

Adarkar Sentinel 

A 

Art 

U 

3.50 

3.00 

2.00 





Adarkar Unicorn 

W 

Sum 

C 

0.50 

0.50 

0.30 




Adarkar Wastes 

Aegis of the Meek 
Aggression 

L 

A 

R 

Lnd 

Art 

E 

R 

R 

U 

6.50 
6.00 

3.50 

5.00 

5.00 

3.00 

4.00 

4.00 

2.00 

HaQIC: 

ice AGE 


Altar of Bone 

Gld 

Sor 

R 

8.00 

6.00 

4.80 

Flooded Woodlands 

Gld 

E 

R 

Amulet of Quoz 

A 

Art 

R 

5.00 

5.00 

4.00 

Flow of Maggots 

B 

Sum 

R 

Anarchy 

R 

Sor 

U 

3.50 

2.00 

1.10 

Folk of the Pines 

G 

Sum 

C 

Arctic Foxes 

W 

Sum 

C 

0.50 

0.50 

0.30 

Forbidden Lore 

G 

E 

R 

Arcum's Sleigh 

A 

Art 

U 

3.50 

3.00 

1.80 

Force Void 

U 

Int 

U 

Arcum's Weathervane 

A 

Art 

u 

3.00 

3.00 

2.00 

Forest (A) 

L 

Lnd 

C 

Arcum's Whistle 

A 

Art 

u 

3.00 

3.00 

2.00 

Forest (B) 

L 

Lnd 

C 

Arenson's Aura 

W 

E 

c 

0.50 

0.50 

0.30 

Forest (C) 

L 

Lnd 

C 

Armor of Faith 

W 

E 

c 

0.50 

0.50 

0.30 

Forgotten Lore 

G 

Sor 

U 

Arnjlot's Ascent 

U 

E 

c 

0.50 

0.50 

0.30 

Formation 

W 

Ins 

R 

Ashen Ghoul 

B 

Sum 

u 

3.30 

2.80 

2.00 

Foul Familiar 

B 

Sum 

C 

Aurochs 

G 

Sum 

c 

0.50 

0.50 

0.30 

Foxfire 

G 

Ins 

C 

Avalanche 

R 

Sor 

u 

3.00 

2.50 

1.00 

Freyalise Supplicant 

G 

Sum 

U 

Balduvian Barbarians 

R 

Sum 

c 

0.50 

0.50 

0.30 

Freyalise's Charm 

G 

E 

U 

Balduvian Bears 

G 

Sum 

c 

0.50 

0.50 

0.30 

Freyalise's Winds 

G 

E 

R 

Balduvian Conjurer 

U 

Sum 

u 

3.00 

2.50 

1.80 

Fumarole 

Gld 

Sor 

U 

Balduvian Hydra 

R 

Sum 

R 

8.30 

6.80 

4.80 

Fylgja 

W 

E 

C 

Balduvian Shaman 

U 

Sum 

c 

0.50 

0.50 

0.30 

Fyndhorn Bow 

A 

Art 

U 

Barbarian Guides 

R 

Sum 

c 

0.50 

0.50 

0.30 

Fyndhorn Brownie 

G 

Sum 

C 

Barbed Sextant 

A 

Art 

c 

0.90 

0.50 

0.30 

Fyndhorn Elder 

G 

Sum 

U 

Baton of Morale 

A 

Art 

u 

3.50 

3.00 

2.00 

Fyndhorn Elves 

G 

Sum 

c 

Battle Cry 

W 

Ins 

u 

3.00 

2.50 

1.00 

Fyndhorn Pollen 

G 

E 

R 

Battle Frenzy 

R 

Ins 

c 

0.50 

0.50 

0.30 

Game of Chaos 

R 

Sor 

R 

Binding Grasp 

U 

E 

u 

3.00 

2.80 

1.80 

Gangrenous Zombies 

B 

Sum 

C 

Black Scarab 

W 

E 

u 

3.00 

2.30 

1.00 

Gaze of Pain 

B 

Sor 

C 

Blessed Wine 

W 

Ins 

c 

0.50 

0.50 

0.30 

General Jarkeld 

W 

Sum 

R 

Blinking Spirit 

W 

Sum 

R 

8.00 

6.00 

5.50 

Ghostly Flame 

Gld 

E 

R 

Blizzard 

G 

E 

R 

5.50 

5.00 

4.00 

Giant Growth 

G 

Ins 

C 

Blue Scarab 

W 

E 

U 

3.00 

2.30 

1.00 

Giant Trap Door Spider 

Gld 

Sum 

u 

Bone Shaman 

R 

Sum 

C 

0.50 

0.50 

0.30 

Glacial Chasm 

L 

Lnd 

u 

Brainstorm 

U 

Ins 

C 

0.50 

0.50 

0.30 

Glacial Crevasses 

R 

E 

R 

Brand of Ill Omen 

R 

E 

R 

7.00 

6.00 

5.00 

Glacial Wall 

U 

Sum 

U 

Breath of Dreams 

U 

E 

U 

3.00 

2.50 

1.40 

Glaciers 

Gld 

E 

R 

Brine Shaman 

B 

Sum 

C 

0.50 

0.50 

0.30 

Goblin Lyre 

A 

Art 

R 

Brown Ouphe 

G 

Sum 

C 

0.50 

0.50 

0.30 

Goblin Mutant 

R 

Sum 

U 

Brushland 

L 

Lnd 

R 

6.50 

5.00 

4.00 

Goblin Sappers 

R 

Sum 

C 

Burnt Offering 

B 

Int 

C 

0.50 

0.50 

0.30 

Goblin Ski Patrol 

R 

Sum 

C 

Call to Arms 

W 

E 

R 

7.00 

5.00 

4.00 

Goblin Snowman 

R 

Sum 

U 

Caribou Range 

W 

E 

R 

6.50 

5.00 

5.00 

Gorilla Pack 

G 

Sum 

C 

Celestial Sword 

A 

Art 

R 

6.00 

5.00 

4.50 

Gravebind 

B 

Ins 

R 

Centaur Archer 

Gld 

Sum 

U 

3.00 

2.50 

1.40 

Green Scarab 

W 

E 

U 

Chaos Lord 

R 

Sum 

R 

8.00 

7.00 

5.00 

Grizzled Wolverine 

R 

Sum 

C 

Chaos Moon 

R 

E 

R 

6.00 

5.00 

4.00 

Hallowed Ground 

W 

E 

u 

Chromatic Armor 

Gld 

E 

R 

7.00 

5.00 

4.50 

Halls of Mist 

L 

Lnd 

R 

Chub Toad 

G 

Sum 

C 

0.50 

0.50 

0.30 

Heal 

W 

Ins 

C 

Circle of Prot: Black 

W 

E 

C 

0.50 

0.40 

0.30 

Hecatomb 

B 

E 

R 


7.00 


5.00 


4.00 

4.00 

0.30 

4.(50 

1.00 

0.10 

0.10 

0.10 

2.00 

4.00 

0.30 

0.30 

1.00 

1.00 

4.00 

2.40 

0.30 

1.80 

0.30 

1.80 

0.30 

4.00 

4.00 

0.30 

0.30 

4.50 
5.00 
0.30 
2.00 
2.00 
4.00 
1.00 

3.50 
4.00 
1.90 
0.30 
0.30 

1.50 
0.30 
4.00 
1.00 
0.30 
1.00 
4.00 
0.30 
5.00 


7.00 


5.00 


0.60 


0.50 


6.50 


5.00 


3.00 


2.00 


0.40 


0.20 


0.40 


0.20 


0.40 


0.20 


3.00 


3.00 


7.00 


5.00 


0.50 


0.50 


0.50 


0.50 


3.00 


2.50 


3.00 


2.50 


6.50 


5.00 


3.00 


3.00 


0.50 


0.50 


3.00 


3.00 


0.50 


0.50 


3.10 


3.00 


0.50 


0.50 


6.00 


4.00 


7.00 


5.00 


0.50 


0.50 


0.50 


0.50 


9.50 


6.00 


10.00 


5.50 


0.50 


0.50 


3.00 


3.00 


3.00 


3.00 


6.50 


4.50 


3.00 


2.50 


7.00 


4.00 


6.50 


5.00 


2.50 


3.00 


0.50 


0.50 


0.50 


0.50 


3.00 


4.00 


0.50 


0.50 


6.50 


4.00 


3.00 


2.00 


0.50 


0.50 


3.00 


3.00 


5.00 


4.00 


0.50 


0.40 


9.50 


6.50 


Color Type Rarity Upper Median Tower BICard Name 


Color Type Rarity Upper Median Lower 


W 

E 

C 

0.50 

0.40 

0.30 

Hematite Talisman 

A 

Art 

U 

3.00 

2.50 

2.00 

W 

E 

C 

0.50 

0.40 

0.30 

Hipparion 

W 

Sum 

U 

3.00 

3.00 

1.50 

W 

E 

c 

0.50 

0.40 

0.30 

Hoar Shade 

B 

Sum 

C 

0.50 

0.50 

0.30 

W 

E 

c 

0.50 

0.40 

0.30 

Hot Springs 

G 

E 

R 

6.50 

5.00 

4.00 

U 

Ins 

c 

0.50 

0.50 

0.30 

Howl from Beyond 

B 

Ins 

C 

0.50 

0.50 

0.30 

B 

E 

c 

0.50 

0.50 

0.30 

Hurricane 

G 

Sor 

U 

3.00 

2.30 

1.00 

W 

E 

u 

3.00 

2.50 

1.00 

Hyalopterous Lemure 

B 

Sum 

U 

4.00 

3.00 

2.00 

R 

E 

u 

3.00 

2.80 

1.90 

Hydroblast 

U 

Int 

C 

0.50 

0.50 

0.30 

W 

E 

c 

0.50 

0.50 

0.30 

Hymn of Rebirth 

Gld 

Sor 

u 

3.30 

3.00 

2.00 

U 

Int 

c 

1.00 

0.50 

0.40 

Ice Cauldron 

A 

Art 

R 

7.50 

5.00 

4.30 

A 

Art 

R 

8.00 

6.00 

5.00 

Ice Floe 

L 

Lnd 

U 

4.00 

3.00 

2.80 

R 

E 

R 

8.50 

5.50 

5.00 

Iceberg 

U 

E 

U 

3.00 

2.50 

1.40 

B 

E 

U 

3.00 

2.50 

1.40 

Icequake 

B 

Sor 

U 

3.00 

3.00 

2.00 

B 

Ins 

C 

0.50 

0.50 

0.30 

Icy Manipulator 

A 

Art 

U 

11.50 

6.50 

5.00 

B 

Int 

C 

0.50 

0.50 

0.30 

Icy Prison 

U 

E 

R 

7.00 

5.00 

4.00 

W 

Ins 

C 

0.50 

0.50 

0.30 

Illusionary Forces 

U 

Sum 

C 

0.50 

0.50 

0.30 

U 

Int 

R 

8.00 

8.00 

6.00 

Illusionary Presence 

U 

Sum 

R 

7.00 

5.00 

4.00 

B 

Ins 

U 

3.00 

3.00 

1.80 

Illusionary Terrain 

U 

E 

U 

3.00 

2.50 

1.50 

A 

Art 

R 

7.00 

4.00 

4.00 

Illusionary Wall 

U 

Sum 

C 

0.50 

0.50 

0.30 

Gld 

Sor 

U 

3.00 

3.00 

2.00 

Illusions of Grandeur 

U 

E 

R 

8.50 

4.50 

4.00 

G 

Sum 

C 

0.50 

0.50 

0.30 

Imposing Visage 

R 

E 

C 

0.50 

0.50 

0.30 

W 

Ins 

C 

0.50 

0.50 

0.30 

Incinerate 

R 

Ins 

C 

1.00 

0.50 

0.30 

B 

Sum 

R 

7.60 

6.00 

5.00 

Infernal Darkness 

B 

E 

R 

7.50 

5.00 

4.00 

U 

E 

U 

3.00 

2.50 

1.40 

Infernal Denizen 

B 

Sum 

R 

8.00 

6.50 

5.00 

B 

Sum 

U 

3.00 

2.00 

1.50 

Infinite Hourglass 

A 

Art 

R 

7.00 

5.00 

4.50 

W 

E 

U 

3.00 

3.00 

1.00 

Infuse 

U 

Ins 

C 

0.50 

0.50 

0.30 

R 

E 

R 

6.50 

5.50 

4.80 

Island (A) 

L 

Lnd 

C 

0.50 

0.30 

0.10 

Gld 

R 

R 

6.50 

5.00 

4.80 

Island (B) 

L 

Lnd 

C 

0.50 

0.30 

0.10 

G 

E 

C 

0.50 

0.50 

0.30 

Island (C) 

L 

Lnd 

C 

0.50 

0.30 

0.10 

G 

Sum 

R 

8.00 

6.00 

5.00 

Jester's Cap 

A 

Art 

R 

20.00 

12.00 

9.50 

Gld 

E 

R 

5.80 

5.00 

4.00 

Jester's Mask 

A 

Art 

R 

20.00 

12.00 

9.00 

A 

Art 

R 

7.50 

5.30 

4.00 

Jeweled Amulet 

A 

Art 

U 

4.00 

3.00 

2.00 

W 

Sum 

C 

0.50 

0.50 

0.30 

Johtull Wurm 

G 

Sum 

U 

3.00 

2.00 

1.50 

W 

E 

R 

9.50 

6.00 

5.00 

Jokulhaups 

R 

Sor 

R 

7.50 

6.00 

5.00 

W 

E 

R 

9.00 

5.00 

5.00 

Juniper Order Druid 

G 

Sum 

C 

0.50 

0.50 

0.30 

U 

Ins 

C 

0.50 

0.50 

0.30 

Justice 

W 

E 

U 

4.00 

3.00 

3.00 

U 

E 

C 

0.50 

0.50 

0.30 

Karplusan Forest 

L 

Lnd 

R 

6.50 

5.00 

4.00 

R 

E 

c 

0.50 

0.50 

0.30 

Karplusan Giant 

R 

Sum 

U 

4.00 

2.80 

2.00 

G 

Sor 

c 

0.50 

0.50 

0.30 

Karplusan Yeti 

R 

Sum 

R 

7.50 

5.00 

5.00 

U 

E 

c 

0.50 

0.50 

0.30 

Kelsinko Ranger 

W 

Sum 

C 

0.50 

0.40 

0.30 

Gld 

Ins 

u 

3.00 

3.00 

2.00 

Kjeldoran Dead 

B 

Sum 

c 

0.50 

0.50 

0.30 

G 

Ins 

u 

3.00 

3.00 

2.00 

Kjeldoran Elite Guard 

W 

Sum 

u 

3.00 

3.00 

1.80 

B 

E 

c 

0.50 

0.50 

0.30 

Kjeldoran Frostbeast 

Gld 

Sum 

u 

3.50 

3.00 

1.80 

Gld 

Sor 

R 

5.80 

5.00 

4.00 

Kjeldoran Guard 

W 

Sum 

c 

0.50 

0.40 

0.30 

Gld 

Ins 

U 

4.00 

3.00 

2.90 

Kjeldoran Knight 

W 

Sum 

R 

6.00 

5.50 

4.80 

R 

Sum 

U 

3.00 

2.50 

1.40 

Kjeldoran Phalanx 

W 

Sum 

R 

7.50 

5.00 

5.00 

R 

Ins 

c 

0.50 

0.40 

0.30 

Kjeldoran Royal Guard 

W 

Sum 

R 

7.30 

6.00 

4.80 
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This is an assortment of TOO or so of the best cards not currently in Fourth 
Edition. They come from the earlier out-of-print Magic: The Gathering sets 
including Arabian Nighh^ Antiquities, Legends" and Da? . These reprinted 
cards are white-bordered and retain the expansion set symbol. Chronicles comes 
in 12-card booster packs. 

:K. . 
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\ 7 cutLiiuro: 'I'/uj lltisfiuxl iytyxjujulv. 

V:TES is the exciting collectible card game of 
Gothic intrique based on jmpipe: The Masquerade i 

from White Wolf. Coming in July, V:TES consists of 
over 400 cards set in a variety of new sensual tex¬ 
tures. Sharpen those fangs and order today! 

Dark Sovereigns, the first expansion for V:TES, 
reveals the sinister designs of the eternal struggle 

with the grace and style of the Old Country. New clans, new vampire disciplines, new 
powerful vampires, and new locations are brought into play, allowing players to experi¬ 
ence the elegant vampires and twisted politics of Europe. These cards are also compatibl 
with your Jyhad cards. 


DARK 

SOVEREIGNS 


ZCoorTjucjLy 

This game is set in the limitless world of fantasy and imagination. 
What makes this fantasy role-playing game so unique is its use of 
original art trading cards instead of dice to guide the game. Image 
Cards are used to create characters and launch adventures. The 
Fortune Deck is a set of symbolic cards that help the gamemaster 
determine fates and the general play of the game. comes 

ready to play in a boxed set which includes complete rulebooks for 
players and gamemasters, over 90 Image Cards, a 36-card Fortune 
Deck, an introductory adventure, 12 ready-to-run heroes, hero sheets 
and a Fortune Deck guide. 


To receive our FREE catalog, call: 1} 237-5112 Fax orders to: ( SIS) 238-OS43 J 

Outside of the U.S. and Canada please send 4 I.R.C.s to receive our catalog. 

Or write us at: The Magic S , POB 424-SC8A, Cohoes, NY 12047 

Open M-F llam-7pm and on Sat. 12-5pm, ET. 

We accept checks and money orders plus Visa, Mastercard, American Express and Discover cards. 
We ship anywhere in the world. Free airbourne next day SDS shipping on certain orders. 


7 _. 































PfsjCB Quti>B 


' V: Ftybty.fttW # Mi Wrf W . 

K "3S*. Umum b#kto.i kQyytfm* u> 


sifej 


[ Kjeldoran Skycaptain 
' Kjeldoran Skyknight 
I Kjeldoran Warrior 
Knight of Stromgald 
; Krovikan Elementalist 
i Krovikan Fetish 



4.00 

1.00 

0.50 

3.00 

3.00 

0.50 


3.00 

0.50 

0.50 

2.00 

2.50 

0.50 


2.50 

0.30 

0.30 

1.30 

1.00 

0.30 


Haqic: Ice AQ£ 


h* 4 


Krovikan Sorcerer 

U 

Sum 

C 

0.50 

0.50 

0.30 

Seraph 

W 

Sum 

R 

10.00 

9.00 

7.60 

Krovikan Vampire 

B 

Sum 

U 

4.00 

3.00 

3.00 

Shambling Strider 

G 

Sum 

C 

0.60 

0.50 

0.30 

Land Cap 

L 

Lnd 

R 

5.80 

5.00 

4.80 

Shatter 

R 

Ins 

C 

0.50 

0.50 

0.30 

Lapis Lazuli Talisman 

A 

Art 

U 

3.00 

3.00 

2.00 

Shield Bearer 

W 

Sum 

C 

0.50 

0.40 

0.30 

Lava Burst 

R 

Sor 

C 

0.60 

0.50 

0.30 

Shield of the Ages 

A 

Art 

U 

3.30 

3.00 

2.00 

Lava Tubes 

L 

Lnd 

R 

5.80 

5.00 

4.00 

Shyft 

U 

Sum 

R 

6.50 

5.50 

4.80 

Legions of Lim-Dul 

B 

Sum 

C 

0.50 

0.50 

0.30 

Sibilant Spirit 

U 

Sum 

R 

6.60 

6.00 

5.00 

Leshrac's Rite 

B 

E 

U 

3.00 

2.50 

1.00 

Silver Erne 

U 

Sum 

U 

4.00 

2.80 

2.00 

Leshrac's Sigil 

B 

E 

U 

3.00 

2.50 

1.40 

Skeleton Ship 

Gld 

Sum 

R 

8.00 

7.50 

5.00 

Lhurgoyf 

G 

Sum 

R 

9.30 

7.50 

6.00 

Skull Catapult 

A 

Art 

U 

3.00 

3.00 

1.80 

Lightning Blow 

W 

Ins 

R 

6.50 

5.00 

4.00 

Sleight of Mind 

U 

Int 

U 

4.00 

3.00 

2.80 

Lim-Dul's Cohort 

B 

Sum 

C 

0.50 

0.50 

0.30 

Snow Devil 

U 

E 

C 

0.50 

0.40 

0.30 

Lim-Dul's Hex 

B 

E 

U 

3.00 

2.50 

1.00 

Snow Fortress 

A 

Art 

R 

6.50 

6.00 

4.50 

Lost Order of Jarkeld 

W 

Sum 

R 

7.80 

6.00 

5.00 

Snow Hound 

W 

Sum 

U 

3.50 

3.00 

1.50 

Lure 

G 

E 

U 

3.00 

2.30 

1.40 

Snow-Covered Forest 

L 

Lnd 

C 

0.80 

0.50 

0.30 

Maddening Wind 

G 

E 

U 

3.00 

2.50 

1.00 

Snow-Covered Island 

L 

Lnd 

C 

0.80 

0.50 

0.30 

Magus of the Unseen 

U 

Sum 

R 

8.00 

5.00 

5.00 

Snow-Covered Mountain 

L 

Lnd 

C 

0.80 

0.50 

0.30 

Malachite Talisman 

A 

Art 

U 

3.00 

3.00 

2.00 

Snow-Covered Plains 

L 

Lnd 

C 

0.80 

0.50 

0.30 

Marton Stromgald 

R 

Sum 

R 

10.00 

7.50 

6.00 

Snow-Covered Swamp 

L 

Lnd 

C 

0.80 

0.50 

0.30 

Melee 

R 

Ins 

U 

4.00 

3.00 

1.50 

Snowblind 

G 

E 

R 

5.30 

5.00 

4.00 

Melting 

R 

E 

U 

3.00 

2.50 

1.00 

Snowfall 

U 

E 

C 

0.50 

0.50 

0.30 

Mercenaries 

W 

Sum 

R 

7.50 

4.50 

4.00 

Soldevi Golem 

A 

Art 

R 

6.80 

5.00 

4.50 

Merieke Ri Berit 

Gld 

Sum 

R 

8.00 

8.00 

5.50 

Soldevi Machinist 

U 

Sum 

U 

3.00 

2.50 

1.00 

Mesmeric Trance 

U 

E 

R 

6.50 

5.00 

4.00 

Soldevi Simulacrum 

A 

Art 

U 

3.50 

3.00 

2.00 

Meteor Shower 

R 

Sor 

C 

0.50 

0.50 

0.30 

Songs of the Damned 

B 

Int 

C 

0.50 

0.50 

0.30 

Mind Ravel 

B 

Sor 

C 

0.50 

0.50 

0.30 

Soul Barrier 

U 

E 

U 

3.00 

3.00 

1.00 

Mind Warp 

B 

Sor 

U 

3.00 

3.00 

3.00 

Soul Burn 

B 

Sor 

C 

0.50 

0.50 

0.30 

Mind Whip 

B 

E 

R 

6.30 

4.80 

4.00 

Soul Kiss 

B 

E 

C 

0.50 

0.50 

0.30 

Minion of Leshrac 

B 

Sum 

R 

9.50 

8.00 

7.50 

Spectral Shield 

Gld 

E 

u 

3.30 

3.00 

2.00 

Minion of Tevesh Szat 

B 

Sum 

R 

7.00 

6.00 

5.00 

Spoils of Evil 

B 

Int 

R 

7.00 

5.00 

4.50 

Mistfolk 

U 

Sum 

C 

0.50 

0.50 

0.30 

Spoils of War 

B 

Sor 

R 

7.00 

5.00 

4.50 

Mole Worms 

B 

Sum 

u 

3.00 

2.50 

1.00 

Staff of the Ages 

A 

Art 

R 

7.50 

4.50 

4.00 

Monsoon 

Gld 

E 

R 

7.00 

5.00 

4.50 

Stampede 

G 

Ins 

R 

8.50 

6.50 

5.40 

Moor Fiend 

B 

Sum 

C 

0.50 

0.50 

0.30 

Stench of Evil 

B 

Sor 

U 

3.30 

2.80 

1.50 

Mountain (A) 

L 

Lnd 

c 

0.40 

0.20 

0.10 

Stone Rain 

R 

Sor 

C 

0.50 

0.50 

0.30 

Mountain (B) 

L 

Lnd 

c 

0.40 

0.20 

0.10 

Stone Spirit 

R 

Sum 

U 

3.30 

2.50 

1.50 

Mountain (C) 

L 

Lnd 

c 

0.40 

0.20 

0.10 

Stonehands 

R 

E 

C 

0.50 

0.50 

0.30 

Mountain Goat 

R 

Sum 

c 

0.50 

0.50 

0.30 

Storm Spirit 

Gld 

Sum 

R 

7.00 

6.00 

5.00 

Mountain Titan 

Gld 

Sum 

R 

7.00 

5.00 

4.80 

Stormbind 

Gld 

E 

R 

9.00 

6.00 

5.00 

Mudslide 

R 

E 

R 

6.50 

5.00 

4.00 

Stromgald Cabal 

B 

Sum 

R 

7.30 

5.00 

4.00 

Musician 

U 

Sum 

R 

7.50 

5.00 

4.50 

Stunted Growth 

G 

Sor 

R 

7.00 

4.00 

4.00 

Mystic Might 

U 

E 

R 

6.50 

5.00 

4.00 

Sulfurous Springs 

L 

Lnd 

R 

6.50 

5.00 

4.00 

Mystic Remora 

U 

E 

C 

0.50 

0.50 

0.30 

Sunstone 

A 

Art 

U 

3.00 

3.00 

2.00 

Nacre Talisman 

A 

Art 

U 

3.00 

3.00 

2.00 

Swamps (A) 

L 

Lnd 

C 

0.40 

0.20 

0.10 

Naked Singularity 

A 

Art 

R 

8.00 

5.00 

4.30 

Swamps (B) 

L 

Lnd 

C 

0.40 

0.20 

0.10 

Nature's Lore 

G 

Sor 

U 

3.00 

2.50 

1.00 

Swamps (C) 

L 

Lnd 

C 

0.40 

0.20 

0.10 

Necropotence 

B 

E 

R 

7.30 

4.00 

4.00 

Swords to Plowshares 

W 

Ins 

U 

3.00 

3.00 

1.30 

Norritt 

B 

Sum 

C 

0.50 

0.50 

0.30 

Tarpan 

G 

Sum 

C 

0.50 

0.50 

0.30 

Oath of Lim-Dul 

B 

E 

R 

6.50 

5.00 

4.00 

Thermokarst 

G 

Sor 

U 

3.00 

3.00 

2.00 

Onyx Talisman 

A 

Art 

U 

3.00 

3.00 

2.00 

Thoughtleech 

G 

E 

U 

3.00 

3.00 

1.00 

Orcish Cannoneers 

R 

Sum 

U 

3.00 

2.00 

1.00 

Thunder Wall 

U 

Sum 

U 

3.00 

3.00 

1.00 

Orcish Conscripts 

R 

Sum 

C 

0.50 

0.50 

0.30 

Timberline Ridge 

L 

Lnd 

R 

5.80 

5.00 

4.80 

Orcish Farmer 

R 

Sum 

C 

0.50 

0.50 

0.30 

Time Bomb 

A 

Art 

R 

9.30 

5.00 

4.80 

Orcish Healer 

R 

Sum 

u 

3.00 

2.00 

1.30 

Tinder Wall 

G 

Sum 

C 

0.50 

0.50 

0.30 

Orcish Librarian 

R 

Sum 

R 

7.30 

4.00 

3.00 

Tor Giant 

R 

Sum 

C 

0.50 

0.50 

0.30 

Orcish Lumberjack 

R 

Sum 

C 

0.80 

0.50 

0.30 

Total War 

R 

E 

R 

6.50 

5.00 

4.80 

Orcish Squatters 

R 

Sum 

R 

6.50 

5.00 

4.80 

Touch of Death 

B 

Sor 

C 

0.50 

0.50 

0.30 

Order of the Sacred Torch 

W 

Sum 

R 

7.50 

5.00 

4.00 

Touch of Vitae 

G 

Ins 

U 

3.00 

2.50 

1.00 

Card Name 

Color 

Type 

Rarity 

Upper 

Median 

Lower 1 

ICard Name 

Color 

Type 

Rarity 

Upper 

Median 

Lower 

Order of the White Shield 

W 

Sum 

U 

3.00 

3.00 

1.80 

Trailblazer 

G 

Ins 

R 

6.50 

5.00 

4.00 

Pale Bears 

G 

Sum 

R 

5.50 

5.00 

4.00 

Underground River 

L 

Lnd 

R 

6.50 

5.00 

4.00 

Panic 

R 

Ins 

C 

0.50 

0.50 

0.30 

Updraft 

U 

Ins 

U 

3.00 

2.50 

1.00 

Pentagram of the Ages 

A 

Art 

R 

9.50 

6.00 

5.30 

Urza's Bauble 

A 

Art 

U 

3.00 

3.00 

1.80 

Pestilence Rats 

B 

Sum 

C 

0.50 

0.50 

0.30 

Veldt 

L 

Lnd 

R 

5.80 

5.00 

4.80 

Phantasmal Mount 

U 

Sum 

U 

4.00 

3.00 

2.00 

Venomous Breath 

G 

Ins 

U 

4.00 

2.50 

1.00 

Pit Trap 

A 

Art 

U 

3.50 

3.00 

2.00 

Vertigo 

R 

Ins 

U 

3.00 

2.50 

1.00 

Plains (A) 

L 

Lnd 

C 

0.40 

0.20 

0.10 

Vexing Arcanix 

A 

Art 

R 

9.00 

6.00 

5.50 

Plains (B) 

L 

Lnd 

C 

0.40 

0.20 

0.10 

Vibrating Sphere 

A 

Art 

R 

6.50 

5.00 

4.00 

Plains (C) 

L 

Lnd 

C 

0.40 

0.20 

0.10 

Walking Wall 

A 

Art 

U 

3.80 

2.80 

2.00 

Polar Kraken 

U 

Sum 

R 

10.00 

10.00 

9.50 

Wall of Lava 

R 

Sum 

U 

3.00 

2.80 

1.40 

Portent 

U 

Sor 

C 

0.50 

0.50 

0.30 

Wall of Pine Needles 

G 

Sum 

U 

3.00 

2.00 

1.00 

Power Sink 

U 

Int 

C 

0.50 

0.50 

0.30 

Wall of Shields 

A 

Art 

U 

3.00 

3.00 

2.00 

Pox 

B 

Sor 

R 

7.00 

5.00 

4.50 

War Chariot 

A 

Art 

U 

3.80 

3.00 

2.30 

Prismatic Ward 

W 

E 

C 

0.50 

0.50 

0.30 

Warning 

W 

Ins 

C 

0.50 

0.40 

0.30 

Pygmy Allosaurus 

G 

Sum 

R 

6.50 

5.00 

4.50 

Whalebone Glider 

A 

Art 

U 

3.30 

3.00 

2.50 

Pyknite 

G 

Sum 

C 

0.50 

0.50 

0.30 

White Scarab 

W 

E 

U 

3.00 

2.50 

1.50 

Pyroblast 

R 

Int 

C 

0.50 

0.50 

0.30 

Whiteout 

G 

Ins 

U 

3.00 

2.50 

1.00 

Pyroclasm 

R 

Sor 

u 

3.00 

3.00 

2.00 

Wiitigo 

G 

Sum 

R 

7.30 

6.50 

6.00 

Rally 

W 

Ins 

c 

0.50 

0.40 

0.30 

Wild Growth 

G 

E 

C 

0.50 

0.50 

0.30 

Ray of Command 

U 

Ins 

c 

0.50 

0.50 

0.30 

Wind Spirit 

U 

Sum 

u 

3.00 

3.00 

2.00 

Ray of Erasure 

U 

Ins 

c 

0.50 

0.50 

0.30 

Wings of Aesthir 

Gld 

E 

u 

4.00 

3.00 

2.00 

Reality Twist 

U 

E 

R 

7.00 

5.00 

4.00 

Winter's Chill 

U 

Ins 

R 

7.00 

5.00 

4.50 

Reclamation 

Gld 

E 

R 

6.50 

5.00 

4.00 

Withering Wisps 

B 

E 

U 

3.00 

2.50 

1.00 

Red Scarab 

W 

E 

U 

3.00 

2.50 

1.50 

Woolly Mammoths 

G 

Sum 

c 

0.50 

0.50 

0.30 

Regeneration 

G 

E 

C 

0.50 

0.50 

0.30 

Woolly Spider 

G 

Sum 

c 

0.50 

0.50 

0.30 

Rime Dryad 

G 

Sum 

C 

0.50 

0.50 

0.30 

Word of Blasting 

R 

Ins 

u 

3.00 

2.80 

1.00 

Ritual of Subdual 

G 

E 

R 

6.50 

5.00 

4.00 

Word of Undoing 

U 

Ins 

c 

0.50 

0.50 

0.30 

River Delta 

L 

Lnd 

R 

5.80 

5.00 

4.80 

Wrath of Marit Lage 

U 

E 

R 

6.50 

5.00 

4.00 

Runed Arch 

A 

Art 

R 

7.30 

5.00 

5.00 

Yavimaya Gnats 

G 

Sum 

U 

3.00 

3.00 

2.00 

Sabretooth Tiger 

R 

Sum 

C 

0.50 

0.50 

0.30 

Zur's Weirding 

U 

E 

R 

6.50 

5.50 

4.00 

Sacred Boon 

W 

Ins 

U 

4.00 

3.00 

1.90 

Zuran Enchanter 

U 

Sum 

C 

0.50 

0.50 

0.30 

Scaled Wurm 

G 

Sum 

C 

1.00 

0.50 

0.30 

Zuran Orb 

A 

Art 

U 

4.00 

3.00 

2.00 

Sea Spirit 

U 

Sum 

U 

3.00 

2.50 

1.00 

Zuran Spellcaster 

U 

Sum 

C 

0.50 

0.50 

0.30 

Seizures 

B 

E 

C 

0.50 

0.50 

0.30 

TOTAL 




1365.30 

1065.80 

2431.10 
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Fallen Empires 1 

n 

jj Out of Print 



A great bargain 
right now!! 

call for quantity 
discounts!! 


& 


m 


4th Edition 


In stock now!!! 
Call for best prices 
on booster & starter 
boxes & cases. 


3rd Edition Revised 


Yes, we still have it! 
call for best prices. 


Dark 
Legends 
Antiquities 
Arabian Nights 
Jyhad 

Packs, boxes, & sets 
in stock-call for prices! 


4@j 


Chronicles 


Coming Soon!! 
New Expansion 
From WOTC 
Boosters & 
Starters avail. 




TAR TREK LIMITED ED 
COLLECTOR S SETS 


-Only 30,000 numbered sets made. ThaCs 
approximately 1/2 production of the black 
bordered edition. 

-All silver bordered & playable. Backs are same 
as the black & white versions. 

Call for prices on sets & Cases 



F * Alternate 
Universe. 
The all new 
expansion set 
for star-trek, 
limited & 
unlimited 
available 


r v New!!!!!!! 

Star Wars 
card game from 
Decipher Games 
Limited & 
Unlimited 
available!! 


A 


Star trek Limited 
starters & boosters 
call for prices 




Star trek Unlimit, 
starters & boosters 
call for prices 
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18.25 

16.00 

4 

14.00 

Albert Einstein 

R 

P-Fed 

8.10 

7.00 

4 

6.60 
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3.63 

2.50 

4 

2.00 

Alexander Rozhenko 

U 

P-Fed 

2.00 

1.50 

4 

1.00 
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12.75 

10.50 

4 

9.80 

Alidar Jarok 

R 

P-Rom 

6.60 

5.80 

* 

4.90 

Ct / 
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3.25 

3.00 

4 

2.50 

Alien Abduction 

U 

Dil 

2.00 

1.80 

4 

1.10 

> 7 / 
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X: 
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"J 

9.25 

8.50 

4 

8.00 

Alien Groupie 

R 

Int 

5.00 

4.80 

t 

4.40 








gas 


_ 


3.75 

2.50 

4 

2.00 

Alien Parasites 

U 

Dil 

2.30 

1.50 

4 

1.00 








HI 

HjUHB 
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4.25 

3.00 

4 

2.50 

Alien Probe 

U 

Ev 

2.30 

1.50 

4 

1.00 

1.00 

0.80 

4 

0.60 

Galathon 

c 

P-Rom 

0.40 

0.40 


0.30 

12.75 

11.00 

4 

8.80 

Alynna Nechayev 

R 

P-Fed 

6.00 

6.00 


4.90 

3.50 

3.00 

4 

2.50 

Gaps in Normal Space 

u 

Ev 

2.00 

2.00 


1.00 

3.25 

3.00 

4 

2.50 

Alyssa Ogawa 

U 

P-Fed 

2.00 

1.50 

4 

1.00 

4.50 

3.50 

4 

2.50 

Genetronic Replicator 

u 

Ev 

2.30 

2.00 

4 

1.00 

4.00 

4.00 

4 

2.80 

Amanda Rogers 

U 

Int 

2.00 

2.00 


1.30 

46.25 

42.50 

t 

36.00 

Geordi La Forge 

R 

P-Fed 

24.00 

22.00 

4 

20.00 

3.00 

3.00 

4 

2.00 

Amarie 

U 

P-NA 

2.00 

1.50 

4 

1.00 

1.00 

0.80 

4 

0.50 

Giusti 

C 

P-Fed 

0.40 

0.30 

4 

0.30 

1.25 

1.00 


0.70 

Anaphasic Organism 

C 

Dil 

0.50 

0.40 

4 

0.30 

12.50 

12.00 


10.75 

Goddess of Empathy 

R 

Ev 

6.00 

5.80 

* 

5.50 

12.00 

9.00 

4 

7.00 

Ancient Computer 

R 

Dil 

5.00 

4.80 

4 

3.80 

1.00 

0.80 

4 

0.50 

Gorath 

C 

P-Klg 

0.40 

0.30 

4 

0.30 

12.75 

10.50 


10.00 

Anti-Time Anomaly 

R 

Ev 

6.00 

5.00 

4 

5.00 

1.00 

0.80 

4 

0.60 

Gorta 

C 

P-NA 

0.40 

0.30 

4 

0.30 

1.00 

0.80 

4 

0.40 

Archer 

C 

Dil 

0.50 

0.40 

4 

0.30 

26.00 

25.00 


19.50 

Gowron 

R 

P-KIg 

14.75 

13.50 


9.50 

13.50 

13.00 

t 

11.50 

Armus-Skin of Evil 

R 

Dil 

6.30 

6.00 


5.40 

3.50 

2.00 

4 

2.00 

Gravitic Mine 

U 

Dil 

2.00 

1.00 

4 

1.00 

1.00 

0.80 

4 

0.50 

Asteroid Sanctuary 

C 

Int 

0.40 

0.30 

4 

0.30 

17.75 

13.50 

4 

11.50 

Haakona 

R 

S-Rom 

8.60 

8.30 

t 

6.60 

1.00 

0.60 

4 

0.50 

Atmospheric Ionization 

C 

Ev 

0.40 

0.30 

4 

0.30 

3.50 

3.00 

4 

2.00 

Hannah Bates 

U 

P-Fed 

2.00 

1.50 

4 

1.00 

3.25 

3.00 

4 

2.00 

Auto-Destruct Sequence 

U 

Int 

2.00 

2.00 


1.00 

4.50 

3.50 

4 

3.00 

Holo-Projectors 

U 

Ev 

2.30 

2.00 


1.80 

9.25 

8.00 


7.80 

Avert Disaster 

R 

M-Fed 

5.00 

4.30 

4 

4.00 

3.75 

3.00 

4 

2.80 

^Hologram Ruse 

U 

Dil 

2.00 

2.00 


1.10 

23.50 

21.50 

4 

20.00 

B'Etor 

R 

P-Klg 

13.00 

11.50 


9.50 

12.38 

10.00 


8.80 

Honor Challenge 

R 

Int 

5.00 

5.00 


5.00 

1.00 

0.50 

4 

0.50 

Bilik 

C 

P-Klg 

0.40 

0.30 

4 

0.30 

22.25 

20.00 


19.50 

Horga'hn 

R 

Art 

10.25 

10.00 

4 

9.80 

3.00 

2.00 

4 

2.00 

Ba'el 

U 

P-Klg 

1.80 

1.50 

4 

1.00 

15.75 

15.00 


13.50 

Hugh 

R 

Int 

9.00 

8.00 

4 

6.80 

4.25 

4.00 


2.30 

Baran 

u 

P-NA 

2.30 

2.00 

t 

1.10 

10.38 

8.00 

4 

6.00 

Hunt for DNA Program 

R 

M-R/K/F 

5.10 

4.50 

4 

4.00 

13.50 

10.50 

4 

10.00 

Barclay's Proto Disease 

R 

Dil 

6.10 

5.00 


5.00 

5.00 

4.00 

4 

2.50 

Husnock Ship 

U 

S-NA 

2.80 

2.00 

4 

1.50 

1.00 

0.50 

4 

0.50 

Batrell 

C 

P-Klg 

0.50 

0.40 


0.30 

3.75 

3.00 

4 

2.00 

Hyper-Aging 

U 

Dil 

2.00 

1.50 

4 

1.00 

3.25 

3.00 


2.00 

Benjamin Maxwell 

u 

P-Fed 

1.90 

1.00 

4 

1.00 

17.25 

16.00 

4 

13.75 

I.K.C. Bortas 

R 

S-Klg 

9.10 

8.80 

t 

7.40 

20.25 

19.00 


16.00 

Betazoid Gift Box 

R 

Art 

9.30 

8.50 


8.00 

14.00 

12.50 

4 

9.80 

I.K.C. Buruk 

R 

S-KIg 

6.00 

6.00 

t 

5.50 

38.50 

34.00 

4 

30.00 

Beverly Crusher 

R 

P-Fed 

18.75 

16.25 

4 

15.00 

15.00 

13.00 


9.80 

I.K.C. Hegh'ta 

R 

S-Klg 

7.10 

7.00 

t 

5.80 

3.50 

2.00 

4 

2.00 

"Birth of ""Junior""" 

U 

Dil 

2.00 

1.00 

4 

1.00 

1.00 

1.00 


0.90 

I.K.C. K'Vort 

C 

S-Klg 

0.50 

0.40 

4 

0.30 

3.25 

2.00 

4 

2.00 

Bochra 

U 

P-Rom 

1.90 

1.00 

4 

1.00 

15.00 

12.50 

4 

10.75 

I.K.C. Pagh 

R 

S-Klg 

7.60 

6.50 

t 

6.00 

4.50 

3.50 

4 

2.30 

Bok 

U 

P-NA 

2.00 

2.00 


1.10 

18.00 

15.50 

4 

13.00 

I.K.C. Qu'Vat 

R 

S-Klg 

8.00 

8.00 

* 

7.50 

25.00 

21.00 

4 

18.00 

Borg Ship 

R 

Dil 

11.25 

10.75 

4 

9.80 

1.00 

1.00 


0.80 

I.K.C. Vor'Cha 

C 

S-Klg 

0.50 

0.40 

4 

0.30 

12.25 

12.00 


10.00 

Bynars Weapon Enhncmnt R 

Ev 

6.00 

5.80 

t 

5.00 

5.00 

4.00 

4 

3.00 

I.K.C. Vorn 

U 

S-Klg 

2.30 

2.00 


1.50 

1.00 

0.50 

4 

0.50 

Calloway 

C 

P-Fed 

0.40 

0.30 

4 

0.30 

9.75 

8.30 

t 

6.00 

Iconia Investigation 

R 

M-Rom 

5.00 

4.50 

t 

3.80 

3.25 

2.50 

4 

2.00 

Chalnoth 

u 

Dil 

2.00 

1.50 

4 

1.00 

1.00 

0.50 

4 

0.50 

Iconian Computer Weapon C 

Dil 

0.40 

0.30 

4 

0.30 

1.00 

0.50 

4 

0.50 

Christopher Hobson 

c 

P-Fed 

0.40 

0.30 

4 

0.30 

1.00 

0.60 

4 

0.50 

Impassable Door 

C 

Dil 

0.40 

0.30 

4 

0.30 

2.75 

2.00 

4 

2.00 

Cloaked Mission 

u 

M-Klg 

1.60 

1.00 

4 

1.00 

3.50 

2.00 

4 

1.80 

Incoming Message-Fed 

U 

Int 

2.00 

1.00 

4 

1.00 

1.00 

0.70 

4 

0.50 

Combat Vessal 

c 

S-NA 

0.40 

0.40 


0.30 

3.50 

2.00 

4 

1.80 

Incoming Message-Klngn 

U 

Int 

2.00 

1.00 

4 

1.00 

3.25 

3.00 


2.00 

Cosmic String Fragment 

u 

Dil 

2.00 

1.80 

4 

1.00 

3.50 

2.00 

4 

1.80 

Incoming Message-Rom 

U 

Int 

2.00 

1.00 

4 

1.00 

1.00 

0.80 

4 

0.50 

Covert Installation 

c 

M-Rom 

0.50 

0.40 

4 

0.30 

16.50 

15.50 

t 

15.00 

Interphase Generator 

R 

Art 

8.10 

8.00 

* 

7.40 

2.75 

2.00 

4 

2.00 

Covert Rescue 

u 

M-Rom 

1.60 

1.00 

4 

1.00 

9.25 

8.30 

t 

6.00 

Investigate Alien Probe 

R 

M-Klg 

5.00 

5.00 

t 

4.00 

19.50 

17.00 

t 

15.00 

Crosis 

R 

Int 

10.00 

9.00 

4 

7.80 

1.00 

0.80 

4 

0.70 

Investigate Anomaly 

C 

M-R/K/F 

0.50 

0.40 

4 

0.30 

12.50 

12.00 


10.25 

Crystalline Entity 

R 

Dil 

6.30 

6.00 

4 

5.50 

8.63 

8.00 


6.00 

Investigate Disappearance 

R 

M-Fed 

5.00 

4.50 

t 

3.80 

9.63 

8.00 

4 

6.00 

Cultural Observation 

R 

M-Fed 

5.00 

4.50 


4.00 

9.75 

8.30 

t 

6.00 

Investigate Disturbance 

R 

M-Klg 

5.00 

5.00 

t 

3.80 

12.00 

9.00 

4 

8.00 

Cytherians 

R 

Dil 

5.30 

5.00 


4.80 

8.63 

8.00 


6.00 

Investigate Massacre 

R 

M-R/F 

5.00 

4.80 

t 

3.80 

1.00 

0.80 

4 

0.70 

D'deridex 

C 

S-Rom 

0.50 

0.40 

4 

0.30 

9.25 

8.30 

4 

6.00 

Investigate Raid 

R 

M-Rom 

5.00 

5.00 

t 

3.80 

1.00 

0.80 

4 

0.50 

Darian Wallace 

C 

P-Fed 

0.40 

0.30 

4 

0.30 

8.63 

8.00 


6.00 

Investigate Rogue Comet 

R 

M-Fed 

5.00 

4.50 

t 

3.80 

70.00 

57.50 

4 

50.00 

Data 

R 

P-Fed 

35.50 

35.00 

t 

30.00 

9.13 

8.00 


6.00 

Investigate Shattered Sp 

R 

M-Rom 

5.00 

4.50 

t 

3.80 

40.00 

35.00 

t 

30.00 

Deanna Troi 

R 

P-Fed 

20.25 

18.00 

4 

16.50 

8.63 

8.00 


6.00 

Investigate Sighting 

R 

M-R/F 

5.00 

4.50 

t 

3.80 


LIMITED 


Upper Median Lower Card Name 



UNLIMITED 

Rarity Type Upper Median Lower 


2.50 

2.00 


Devinoni Ral 
Devoras 

Diplomacy Mission 

Disruptor Overload 

Distortion Field 

Distortion of Space/Time 

Divok 

Dr. Farek 

Dr. La Forge 

Dr. Leah Brahms 

Dr. Reyga 

Dr. Selar 

Dukath 

Duras 

El-Adrel Creature 
Emergency Trnsprtr Arm 
Energy Vortex 
Engineering Kit 
Engineering PADD 
Eric Pressman 
Escape Pod 

Espionage: Fed on Kling 
Espionage: Kling on Fed 
Espionage: Rom on Fed 
Espionage: Rom on Kling 
Etana Jol 
Evacuation 

Evaluate Terraforming 
Evek 

Excavation 

Exocomp 

Explore Black Cluster 
Explore Dyson Sphere 
Explore Typhone Expanse 
Expose Covert Supply 
Extraction 
Federation Outpost 
Federation PADD 
Fek'lhr 

Female's Love Interest 

Fever Emergency 

Firestorm 

First Contact 

Fleet Admiral Shanthi 

Full Planet Scan 




P-NA 

S-Rom 

M-Fed 

Int 

Ev 

Int 

P-Klg 

P-NA 

P-Fed 

P-Fed 

P-NA 

P-Fed 

P-Klg 

P-Klg 

Dil 

Int 

Int 

Equ 

Equ 

P-Fed 

Int 

Ev 

Ev 

Ev 

Ev 

P-NA 

M-Fed 

M-Fed 

P-NA 

M-R/F 

P-Fed 

M-K/F 

M-Fed 

M-R/K 

M-Rom 

M-Rom 

Out 

Equ 

P-Klg 

Dil 

M-Klg 

Dil 

M-Fed 

P-Fed 

Int 


2.00 

7.30 
1.60 
0.40 
1.80 

2.30 
0.40 
0.40 

6.50 

7.50 

2.30 
2.00 
0.40 

10.25 

2.00 

0.40 

1.90 

0.40 

0.40 

1.80 

0.50 

0.50 

0.50 

0.50 

0.50 

1.90 

1.60 

5.00 

2.00 

0.50 

2.00 

5.00 

4.30 
5.00 
1.60 
5.00 
0.50 
0.40 
2.00 
0.50 
0.50 

2.30 
1.40 
1.90 
2.00 


2.00 

7.00 

1.00 

0.30 

1.50 

2.00 

0.30 

0.30 

6.00 

7.00 

2.00 

1.50 

0.30 

10.00 

1.50 

0.30 

1.00 

0.30 

0.30 

1.50 

0.40 

0.40 

0.40 

0.40 

0.40 

1.00 

1.00 

5.00 

1.00 

0.40 

1.50 
4.00 
4.00 
4.00 
1.00 

4.50 
0.50 
0.30 
2.00 
0.40 
0.40 
2.00 
1.00 

1.50 
1.50 


1.00 

5.90 

1.00 

0.30 

1.00 

1.50 

0.30 

0.30 

5.00 

6.00 

1.00 

1.00 

0.30 


1.00 

0.30 

1.00 

0.30 

0.30 

1.00 

0.30 

0.30 

0.30 

0.30 

0.30 

1.00 

1.00 

4.00 

1.00 

0.30 

1.10 

3.80 

3.80 

3.80 

1.00 

3.80 

0.40 

0.30 

1.00 

0.30 

0.30 

1.10 

1.00 

1.00 

1.00 


-Jfy 


LIMITED 


Median Lower Card Name 


UNLIMITED 

Rarity Type Upper Median Lower 


8.63 
4.00 
1.00 

11.13 
1.00 
80.00 

3.25 

1.00 

4.50 
15.00 

4.25 
4.00 
1.00 
4.00 

15.25 
4.00 

15.50 
3.00 
5.00 

18.50 

9.13 
5.00 
1.00 
1.00 

12.25 
1.00 
1.00 
1.00 
1.00 

3.25 
4.00 

3.75 
3.25 

2.75 
1.00 

11.63 

17.13 

18.13 

20.00 

3.25 

15.25 

3.50 
1.00 
1.00 

20.50 


8.00 

3.50 
0.80 

9.50 
0.80 

75.00 

3.00 

0.60 

2.50 
13.50 

3.00 

3.00 

0.50 

3.00 

13.50 

3.00 

13.00 

2.00 

4.00 

15.00 

8.00 

4.00 

0.80 

0.50 

10.25 


1.00 

0.50 

0.80 

2.00 

3.00 

3.50 

2.00 

2.00 

0.80 

10.00 

15.50 

16.50 

20.00 

3.00 

15.00 

2.00 

0.50 

0.50 

19.00 


6.00 

2.50 

0.60 

7.80 
0.60 

54.25 

2.50 
0.50 
2.00 

11.50 

2.50 

2.50 
0.50 

2.50 

12.00 

2.00 

10.50 
2.00 
3.00 

12.75 
6.00 
3.00 
0.50 
0.50 
8.00 
0.50 
0.70 
0.50 
0.60 

1.80 
2.00 
2.00 

1.50 
2.00 
0.50 

7.80 
15.00 
12.00 
15.00 

2.00 

11.50 

1.80 
0.50 
0.40 

16.75 


Investigate Time Contin R 
Ishara Yar U 

I'Ddan C 

Jaglom Shrek-Info Broker R 
Jaron 

Jean-Luc Picard 
Jenna D'Sora 
Jera 
Jo'Bril 
K'Ehleyr 
K'mpec 
K'Tal 
K'Tesh 
K'Vada 
Kahless 
Kareel Odan 
Kargan 
Kell 

Kevin Uxbridge 
Khazara 

Khitomer Research 
Kivas Fajo-Collector 
Klag 
Kle'eg 

Klingon Death Yell 
Klingon Disruptor 
Klingon Outpost 
Klingon PADD 


Klingon Right of Vengnce C 


Konmel 
Koral 
Koroth 
Korris 

Krios Suppression 
Kromm 
Ktarian Game 
Kurak 

Kurlan Naiskos 

Kurn 

L'Kor 

Leah Brahms 
Life-Form Scan 
Linda Larson 
Long-Range Scan 
Lore Returns 


M-Fed 

P-NA 

P-Klg 

Int 

P-Rom 

P-Fed 

P-Fed 

P-Rom 

P-NA 

P-Fed 

P-Klg 

P-Klg 

P-Klg 

P-Klg 

P-Klg 

P-Fed 

P-Klg 

P-Klg 

Int 

S-Rom 

M-Rom 

Ev 

P-Klg 

P-Klg 

Int 

Equ 

Out 

Equ 

Int 

P-Klg 

P-Klg 

P-Klg 

P-Klg 

M-Klg 

P-Klg 

Dil 

P-Klg 

Art 

P-Klg 

P-Klg 

P-Fed 

Int 

P-Fed 

Int 

Ev 


5.00 

1.90 

0.50 

5.00 

0.40 

40.00 

1.90 

0.40 

2.00 

7.50 
2.00 
2.00 
0.40 
2.00 

7.80 
2.00 
8.00 

1.80 

2.50 

9.10 

4.10 

2.50 
0.40 
0.40 
5.30 
0.40 
0.80 
0.40 
0.60 
1.90 
2.00 
2.00 
1.90 
1.60 
0.40 

5.50 
8.60 
9.00 

10.00 

1.90 

7.60 

2.00 

0.40 

0.40 

10.00 


4.00 

1.50 

0.40 

5.00 

0.30 

37.50 

1.50 

0.30 

1.30 

7.00 

1.50 

1.50 

0.30 

1.50 

7.00 

1.50 
8.00 
1.00 
2.00 
8.00 
4.00 

2.50 
0.30 
0.30 
5.00 
0.30 
0.50 
0.30 
0.30 
1.00 

1.50 
1.80 
1.00 
1.00 
0.30 
5.00 
8.00 


10.00 

1.50 

7.30 

1.00 

0.30 

0.30 


3.80 
1.00 
0.30 

4.80 
0.30 

30.00 

1.00 

0.30 

1.00 

6.00 

1.00 

1.00 

0.30 

1.00 

6.80 
1.00 
6.80 
1.00 
1.80 
6.80 

3.80 

1.80 
0.30 
0.30 
4.90 
0.30 
0.40 
0.30 
0.30 
1.00 
1.00 
1.00 
0.80 
1.00 
0.30 

4.80 

8.00 

7.80 
8.50 
1.00 

6.80 
1.00 
0.30 
0.30 
8.00 
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MAGIC 

SINGLES 

Available 
Alpha, Beta, 
Unlimited, Legends, 
Antiquites, Dark, 
Revised, 
Re-Revised 


PACKS 

Legends.$27.00 

Antiquities.$16.00 

Dark.$ 5.50 

Revised.$ 2.99 

Re-Revised . . . .$ 2.99 

Fallen.$ .99 

Ice Age.$109.00 



ALTERNATE UNIVERSE 

$74.95 BOX 
$425.00 CASE (6 BX) 


ALSO AVAILABLE 

RAGE 

STAR-TREK 
WYVERN 
ILUMNATI 
JYHAD 
SIM CITY 

DOOMTROOPER, ETC. 

All Star-Trek & Jyhad game singles are sold at Scrye medium. 


MAGIC 

STAR TREK 

WYVERN 

BOXES 

BLACK WHITE 

PREMIER LIMITED 

LEGENDS . 

.$ 849 

Starter $ 29.95 $ 8.95 

Starter..$ 13.50 $ 6.95 

ANTIQUITES. 

DARK . 

.$ 839 

.$ 274 

Box $390.00 $64.00 

Box.$149.00 $54.95 

REVISED. 

.$ 99 



RE-REVISED. 

.$ 99 

Booster$ 12.50 $ 2.25 

Booster $ 4.50 $ 2.25 

FALLEN. 

ICE AGE. 

.$ 44 

.$ 109 

Box $390.00 $64.00 

Box.$149.00 $54.95 

FALLEN. 

.$ 109 




FLAIR MARVEL 

ANNUAL 1994 

1995 

PACKS...$ 3.50 

$ 3.25 

BOX.$85.00 

$79.00 

POGS-WILD 

100. 

.$ 10.00 

1,000. 

.$ 49.00 

5,000. 

$199.00 


MAGIC 

SINGLES 

REVISED 



Duel Lands. 

...$14.95 

Shivan Dragon. 

...$17.95 

Royal Assassin.... 

...$16.95 

Fork. 

...$19.00 

Vesuvan Dopp. 

...$19.00 

THE BIG GUYS 


Black Lotus. 

.$250.00 


Moxen.$130.00 

Chaos Orb.$ 99.00 

Timtwister.$ 99.00 

Timewalk.$130.00 

DARK __ 

Leviathan.$ 9.00 

Preacher.$11.95 

Frankenstein.$10.95 

Traker.$ 7.95 

Maze of Ith.$ 6.95 

Ball Lightning.$ 9.00 

MerfolkAssn.$ 4.95 


City of Shadows.$ 5.95 


LEGENDS 

Arcades.$34.95 

Chromium.$37.50 

NicolBolas.$39.95 

Mirror Univ.$74.95 

Dakkon Bl.$29.95 

The Wretched.$35.50 

Johan.$19.95 

Eureka.$29.00 

ANTIQUITIES 

C.O.P. Artifact.$13.95 

Collosus.$15.95 


Candle of Tawnos ...$27.50 


Mishra’s Factory ....$ 14.95 

Argivain Arch.$ 27.95 

Tawnos’ Coffin.$ 18.95 

ARABIAN NIGHTS _ 

Ali from Cairo.$64.00 

Guardian Beast.$64.00 

Juzam Djinn.$64.00 

Pyramids.$29.95 

Jihad.$34.95 

Island of Wak.$34.95 

Singing Tree.$32.00 

Diamond Valley.$44.95 


HAMStNS PIO&BI-E.S „ 


631 Greenbay Rd. • Wilmette, IL 60091 

708/853-1994 

HanHobbies@aol.com 


WE PAY TOP$$ DOLLAR $$ FOR SETS!! 


Prices may change due to market fluctuations. Hansen’s Hobbies sponsors weekly tournaments and leagues-Call for info!! 






























































































Radioactive Garbage Scow U 
Raise The Stakes U 

Rebel Encounter U 

Red Alert! C 

Reginald Barclay R 

Relief Mission C 

REM Fatigue Hallucinations 




Repair Mission 
Res-Q 

Restore Errant Moon 
Richard Galen 
Riva 

Ro Laren 
Roga Danar 

Rogue Borg Mercenaries 

Romulan Disruptor 

Romulan Outpost 

Romulan PADD 

Runabout 

Sarek 

Sarjenka 

Sarthong Plunder 

Satelk 

Scan 

Science Vessel 
Scout Vessel 
Secret Salvage 
Seek Life-Form 
Sela 
Selok 

Shaka, When the Walls ... 

Shelby 

Ship Seizure 

Simon Tarses 

Sir Isaac Newton 

Sirna Kolrami 

Sito Jaxa 

Soren 

Spacedock 

Starfleet Type II Phaser 
Static Warp Bubble 


Dil 

0.40 

0.30 

4 

0.30 

3.00 

3.00 

4 

2.00 

S-Rom 

6.00 

6.00 

t 

5.50 

3.00 

3.00 

4 

2.00 

Ev 

0.40 

0.30 

4 

0.30 

3.00 

2.00 

4 

2.00 

M-R/K 

1.40 

1.00 

4 

1.00 

13.50 

12.25 

4 

10.75 

Dil 

2.00 

1.00 

4 

0.90 

1.00 

0.50 

4 

0.50 

Dil 

11.00 

10.00 


10.00 

19.25 

18.00 

4 

17.25 

Ev 

0.40 

0.30 

4 

0.30 

4.75 

3.00 

4 

2.50 

Int 

3.00 

2.00 


1.80 

1.00 

1.00 

4 

0.70 

Dil 

1.80 

1.00 

4 

1.00 

1.00 

1.00 

4 

0.70 

Ev 

2.50 

1.60 

4 

1.00 

1.00 

1.00 

4 

0.70 

Dil 

1.80 

1.30 

4 

1.00 

1.00 

0.50 

4 

0.50 

Ev 

0.60 

0.50 


0.30 

12.13 

9.50 

4 

9.00 

P-Fed 

7.50 

7.00 


7.00 

3.75 

3.00 

4 

2.00 

M-R/K 

0.40 

0.30 

4 

0.30 

1.00 

0.60 

4 

0.50 

U 

Dil 

2.10 

1.50 41.00 

17.13 

15.00 

4 

14.00 

M-Fed 

0.40 

0.30 

4 

0.30 

63.75 

52.50 

t 

43.75 

Ev 

0.40 

0.30 

4 

0.30 

1.00 

1.00 


0.70 

M-Fed 

1.30 

1.00 

4 

0.90 

1.00 

1.00 

4 

0.90 

P-Fed 

8.00 

8.00 

t 

7.00 

15.50 

15.00 


12.50 

P-Fed 

2.00 

1.40 

4 

1.00 

1.00 

1.00 


0.70 

P-Fed 

10.00 

9.50 

4 

8.00 

1.00 

1.00 


0.90 

P-NA 

11.00 

10.00 


9.00 

1.00 

1.00 

4 

0.70 

Int 

1.00 

1.00 

* 

0.40 

15.50 

14.50 

4 

11.50 

Equ 

0.40 

0.30 

4 

0.30 

5.00 

5.00 

4 

2.50 

Out 

0.50 

0.50 


0.30 

20.75 

17.50 

4 

13.50 

Equ 

0.40 

0.30 

4 

0.30 

4.00 

3.00 

4 

2.00 

S-Fed 

0.40 

0.30 

4 

0.30 

1.00 

0.70 

4 

0.50 

P-Fed 

10.00 

10.00 


8.00 

18.00 

17.00 

4 

15.00 

Dil 

5.00 

4.50 

* 

3.50 

18.13 

16.00 

* 

14.25 

M-R/K 

5.00 

4.00 


4.00 

1.00 

1.00 


0.50 

P-Fed 

7.00 

6.00 

t 

5.00 

1.00 

0.70 

4 

0.50 

Int 

0.40 

0.30 

4 

0.30 

4.50 

4.00 


2.50 

S-Rom 

0.40 

0.30 

4 

0.30 

18.00 

16.00 


15.00 

S-Rom 

0.40 

0.30 

4 

0.30 

11.25 

10.25 

t 

8.80 

M-R/K 

1.30 

1.00 

4 

1.00 

31.00 

29.50 

4 

26.00 

M-Klg 

5.00 

5.00 

t 

3.00 

1.10 

1.00 


0.70 

P-Rom 

11.00 

10.00 

4 

10.00 

46.25 

40.00 


35.00 

P-Rom 

0.50 

0.30 

4 

0.30 

11.63 

10.50 

t 

8.00 

Dil 

2.00 

2.00 


1.40 

45.50 

39.50 

t 

35.00 

P-Fed 

8.00 

7.00 

* 

6.50 

1.00 

0.80 

4 

0.50 

Int 

0.40 

0.30 

4 

0.30 

9.25 

8.50 

4 

7.50 

P-Fed 

0.40 

0.30 

4 

0.30 

1.00 

0.50 

4 

0.50 

P-Fed 

8.00 

8.00 

* 

7.50 

1.00 

0.50 

4 

0.50 


P-Fed 

P-Fed 

P-Fed 

Ev 

Equ 

Ev 


2.00 

0.40 

1.60 

0.40 

0.40 

0.40 


1.30 

0.30 

1.30 

0.30 

0.30 

0.30 


1.00 

0.30 

1.00 

0.30 

0.30 

0.30 


2670.98 2302.65 1911.25 


Card Name 

Rarity 

Type 

Upper 

Media 

n 

Lower 

Toq 

U 

P-Klg 

1.60 

1.30 

4 

1.00 

Torak 

U 

P-Klg 

1.60 

1.30 

4 

1.00 

Toral 

U 

P-Klg 

1.60 

1.00 

4 

1.00 

Toreth 

R 

P-Rom 

7.00 

6.50 

* 

5.50 

Torin 

C 

P-Klg 

0.40 

0.30 

4 

0.30 

Tox Uthat 

R 

Art 

10.00 

10.00 

t 

9.00 

Transwarp Conduit 

U 

Int 

2.60 

1.80 

4 

1.00 

Treaty: Fed/Kling 

C 

Ev 

0.50 

0.40 

4 

0.30 

Treaty: Fed/Rom 

C 

Ev 

0.50 

0.40 

4 

0.30 

Treaty: Rom/Kling 

C 

Ev 

0.50 

0.30 

4 

0.30 

Tricorder 

C 

Equ 

0.40 

0.30 

4 

0.30 

Tsiolkovsky Infection 

R 

Dil 

5.00 

5.00 

t 

4.00 

Two-Dimensional Cr 

U 

Dil 

2.00 

1.40 

4 

1.00 

Type VI Shuttlecraft 

C 

S-Fed 

0.40 

0.30 

4 

0.30 

U.S.S. Brittain 

R 

S-Fed 

11.00 

9.00 

t 

8.00 

U.S.S. Enterprise 

R 

S-Fed 

35.00 

30.00 

t 

25.00 

U.S.S. Excelsior 

C 

S-Fed 

0.50 

0.50 

4 

0.30 

U.S.S. Galaxy 

C 

S-Fed 

0.50 

0.50 


0.30 

U.S.S. Hood 

R 

S-Fed 

8.00 

7.00 

t 

7.00 

U.S.S. Miranda 

C 

S-Fed 

0.50 

0.40 

4 

0.30 

U.S.S. Nebula 

C 

S-Fed 

0.50 

0.30 

4 

0.30 

U.S.S. Oberth 

C 

S-Fed 

0.60 

0.40 


0.30 

U.S.S. Phoenix 

R 

S-Fed 

8.00 

7.50 

t 

7.00 

U.S.S. Sutherland 

U 

S-Fed 

2.60 

2.00 

4 

1.80 

U.S.S. Yamato 

R 

S-Fed 

11.00 

10.00 

* 

7.00 

Vagh 

U 

P-Klg 

2.00 

1.00 

4 

1.00 

Varel 

C 

P-Rom 

0.40 

0.30 

4 

0.30 

Varon -T Disruptor 

R 

Art 

9.00 

9.00 


8.00 

Vash 

R 

P-Fed 

8.50 

8.00 


6.00 

Vekma 

C 

P-Klg 

0.50 

0.30 

4 

0.30 

Vekor 

C 

P-NA 

0.40 

0.30 

4 

0.30 

Vulcan Mindmeld 

u 

Int 

2.00 

2.00 


1.00 

Vulcan Stone of Gol 

R 

Art 

9.00 

8.00 


7.00 

Warp Core Breach 

R 

Ev 

5.00 

5.00 


4.50 

Wesley Crusher 

R 

P-Fed 

16.00 

15.00 


13.00 

Where No One Has Gone...C 

Ev 

0.50 

0.30 

4 

0.30 

William T. Riker 

R 

P-Fed 

25.00 

20.00 

4 

20.00 

Wind Dancer 

R 

Dil 

5.00 

5.00 

t 

4.00 

Worf 

R 

P-Fed 

25.00 

22.00 


20.00 

Wormhole 

C 

Int 

0.40 

0.30 

4 

0.30 

Wormhole Negotiations 

R 

M-R/K/F 

5.00 

4.00 


3.00 

Yridian Shuttle 

C 

S-NA 

0.40 

0.30 

4 

0.20 

Zibalian Transport 

C 

S-NA 

0.40 

0.30 

4 

0.20 

TOTAL 


1353.00 

1187.30 

1017.10 
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VOUUt $tD£D 

lift Zouvn* 

Sscdwd tornon 


Rzvtmut SiotsJ 
i Thru 20 on one Ann 
21 thru 40 on rne 
omeR! 


Available rn seven 
vrBRAnr colors- 
Reo, BLue, Cold, 
SrLveR, CReen, 
Black 
or topped 


Over 300 25mm Fantasy Miniatures to choose from! Available at these fine stores... 


Waterloo Adventures 
Games 

213 N. Gilbert 
Gilbert, AZ 85234 

AZ (602) 497-9554 

Awesome Comics 

240 W. Fry Blvd. 

Sierra Vista, AZ 85635 

AZ (602)452-1884 

Thinkers Games 

Sierra Vista, AZ 85635 

AZ (602)452-1884 

Discount Books 

1750 30th Street 
Boulder, CO 80031 

CO (303)447-9953 

Dons Hobby 

815 10th Street 
Greely, CO 80631 

CO (303)353-3115 

The Buglers Cry 

Emporium Mall 
Jacksonville, FL 32216 

FL (904) 646-5757 

Camelot Books & 
Games 

3200 E. Bay Drive, STE G 
Largo, FL 34641 

FL (813)535-4734 

Battle Guard Ready 

555 John F Kennedy Rd 
Dubuque, IA 52002 

IA 1319)556-5328 

Key’s Games & 
Hobbies 

922 16th Ave. 

East Moline, IL 61244 

IL (309) 752-7060 


Tabletop Game & Hobby 

7797 Quivira Road 
Lenexa, KS 62216 

KS (913)962-4263 

Master Gamer 

1205 Moro 

Manhattan, KS 66502 

KS (913)539-1853 

Queen City Collectibles 

28-A State Fair Shopping CTR 
Sedalia, MO 65301 

MO (816)826-0166 

Comic Page 

1375 S. National 
Springfield, MO 65804 

MO (417)863-1155 


Comic Specialties 

632 East 185th Street 
Cleveland, OH 44119 

OH (216) 383-0838 


Breastplate Hobbies 

3002 Center Road 
Youngstown, OH 44514 

OH (216) 757-9791 

Great Eastern Comics 

3131 Sylvannia Ave. 
Toledo, OH 43613 

OH (419) 475-3775 


Games, Crafts & Hobbies 

9220 Lackland Road 
St. Louis, MO 63114 

MO (314)423-2199 

The Hobby Shop 

4924 Hampton Ave. 

St. Louis, MO 63109 

MO (314) 351-4818 

Pair-A-Dice Games 

379 Lower Mall Drive 
Winston-Salem, NC 27103 

NC (910) 723-PAIR 

Crazy Egor 

3047 W. Henrietta Rd. 
Rochester, NY 14623 

NY (716)427-2190 


Claustraphobic Comics 
& Chaos 

28 SW 1ST Ave. #212 
Portland, OR 97204 

OR (503) 228-3481 


Jenkintown Hobby Center 

Greenwood Ave. & Leedom St. 
Jenkintown, PA 19046 

PA (215)884-7555 


Other Worlds 

3801 Dayton Blvd. 
Chattanooga, TN 37415 

TN (615)870-1074 


Spellbinders 

257 S. Water Street 
Kent, OH 44240 

OH (216) 673-2230 


Comic & Collectibles 

4730 Poplar Ave. #2 
Memphis, TN 38117 

TN (901)683-7171 

Memphis Hobbies &Games 

3939 Summer Ave. 

Memphis, TN 38122 

TN (901) 323-3006 


Collectors World 

5751 Nolensville Rd. 

Hickory Plaza SC 
Nashville, TN 37211 

TN (615) 333-9458 

Games Extraordinaire 

2713 Lebanon Pike 
Nashville, TN 37214 

TN (615)883-4800 
Texas Game Company 

803 E. Main St. 

Allen, TX 75002 

TX (214) 390-9467 
Book Stan 

3825 Calder 
Beaumont, TX 77707 

TX (409) 833-2324 

Gamemasters Unlimited 

335 El-dorado 
Clearlake, TX 77598 

TX (713)286-9282 

Awesome Comics 

109 West Ave. D 
Copperas Cove, TX 76522 

TX (817)542-4128 

The Game Room 

Webb Chapel Village #227 
11770 Webb Chapel Rd. 
Dallas, TX 75229 

TX (214)241-8828 

Games Unique 

Prestonwood Mall #2016 
Dallas, TX 75240 

TX (214)385-2464 
Heroes 

2704 W. Berry St. 

Ft. Worth, TX 76109 

TX (817)926-9803 
Heroes 

8639 HWY 80 West 
Ft. Worth, TX 76116 

TX (817) 244-2503 


Einstein’s Comics & 
Games 

1540 NW HWY 
Garland, TX 75041 

TX (214) 270-7818 

Cosmic Comics 

728 E. Marshall 
Grand Prairie, TX 75051 

TX (214)264-0617 

Heroes 

8723 Bedford-Euless Rd. 
Hurst, TX 76053 

TX (817)589-2703 

Gamesmasters Unlimited 

8636 HWY 6 North 
Houston, TX 77095 

TX (800) TEX-GAME 

Book Stan 

4805 Gulfway 
Port Arthur, TX 77642 

TX (409) 983-5007 

Frontier Games 

5122 Fredericksburg Road 
San Antonio, TX 78229 

TX (210) 244-6905 

Sun Comics 

5052 SW Military Dr. 

San Antonio, TX 78242 

TX (210) 678-0559 

Dragons Keep 

131 N. University 
Provo, UT 84601 

UT (801)373-3482 

Comics Utah 

258 E. 100 South 
Salt Lake City, UT 84111 

UT (801)328-3300 


Game Parlor 

13936 Metrotech Dr. 
Chantilly, VA 22021 

VA (703)803-3114 

Infinite Frontiers 

Midvalley Mall 
Sunnyside, WA 99352 

WA (509) 582-3211 

Comic Express 

1300 Columbia CTR Blvd. 
Richland, WA 99352 

WA (509) 839-8088 


Pegasus Games 

6640 Odana Road 
Madison, Wl 53719 

Wl (608) 833-4263 

Pegasus Games 

444 State Street 
Madison, Wl 53703 

Wl (608) 255-3267 

Dractus Publishing Inc. 

6064 Vineyard Drive 
Orleans, ONT K1C-2M5 

CAN (613)837-8170 

Sentry Box 

2047 34 Ave. SW 
Calgary, AB T2T-2C4 

CAN (403) 242-5511 

Comics Unlimited 

4 Clair Court 
Bedford, Bess, MK40 IN4 

ENG 01234-218984 

Comics Unlimited 

Unit 11 Arcade 
Letchworth, Herts 5G6 3ET 

ENG 01462-480018 


mm . . . mm 


$ 7.95 each! 


* Actual size 
is 2" in 
diameter. 



















# The following prices are only meant to be used as a general guide. We were unabh 
' to obtain sufficent data to publish a complete price list because of the limited 
trading of these series. We thought that providing a general price overview would 
Jf be helpful, but be aware that it is based on very limited data and is a rough indi- 
cation of price. Prices may also have wide regional variations due to popularity. 


ULTIMATE COMBAT! 


Ultimate Games 


SPELLFIRE 


White Belt $0.25 
Brown Belt $0.50 
Black Belt $1.00 
Gold Belt: $5.00 






Companion Games 


Common: $0.05 

Uncommon: $.10 
Rare: $1.00 

Very Rare $5.00 


D00MTR00PER 

Heartbreaker 

Common: $0.25 

Uncommon: $1.00-$2.00 
Rare: $5.00 


iiii mi niiiii ■■ffiwiinrnnriirif' 


SPELLFIRE: Master The Magic 


TSR, Inc. 

Common: $0.40 

Uncommon: $1.00 
Rare: $2.50 

Special: $2.00-$3.00 


WYVERN 

US GAME SYSTEMS 

Common: $0.50 

Uncommon: $2.00 
Rare: $4.00-6.00 

Ultra Rare Silver: $110.00 

Gold: $160.00 




iLLUMimn 

Steve Jackson Games 

Common: $0.25 

Uncommon: $1.00 
Rare: $3.00-$5.00 

Illuminati: $3.00-$4.00 



































8UD-313-HE Ru (4376) 

Orders ONLY 

708 - 980*1080 708 - 980-1087 

FAX 


f 1995 | 
1 1996 J 

70^ 


JL A. JU| ML Ilv/ J 1 jj k Jr Chicago and Vicinity 

UW1IMITBD IXV j 259 E. Irving Park Road Roselle. 1L 60172 

STARTER DECKS/BOOSTER 

Arabian Nights, Antiquities, Legends, The Dark, Fallen Empire 

We buy!sell unopened boxes, collections, singles 


Limited Offer 


Limited Offer 


Limited Offer 


Magic: The Gathering is a trademark of Wizards of the GwP' M . Star Trek: The Next Generation Customizable Card Chime is a trademark of Decipher Inc. 
Star Trek: The Next Generation is a registered trademark of Paramount Pictures. Wyvern is a trademark uf U.S, Game Systems, 


OF THE COAST 


m0 SAHl 


Cosmic Dreams 


3470 Mt. Diablo Boulevard, Suite A150, Lafayette, CA 94549 


(510) 946-9592 



4th Edition Starter Boxes.CALL 

4th Edition Booster Boxes.CALL 

3rd Ed. Starter Boxes.$ 100.00 

3rd Ed. Booster Boxes.115/00 

Unlimited Booster Packs.75.00N 

Fallen Empires.45.00N 

Legends Box.1.000.00N 

Legends Pack.30.00N 

Antiquities Box.900.00N 

Antiquities Pack.18.00N 

The Dark Expansion Box.295.00N 

ACCESSORIES 

Player Handbook.7.95 

Scrye Life Counter - Sorceror.7.95 

Scrye Life Counter - 24k Gold Plated.16.95 

Mana Stones (6 colors).2.00/100 Whlsle N 

40 Mana Stones in Drawstring Bag 

(6 colors avail.).1.95 

Paperback Books.$ 4.99-12.99 retail 

(40% off cover A/O) 

Comics (40 % discount for A/O).1.95 


fax (510) 946-9821 


\^#zarcls 

OF THE COAST 


CARD SETS 

Int'l Collectors Set.$ 295.00 

Antiquities, the Dark, Legends, Arabian 

Nights.CALL 

Revised Commons.5.00/100 

Legends Commons.50.00/100 

Alpha Commons.75.00/100 

Beta Commons.65.00/100 

Unlimited Commons.45.00/100 


Call about Foreign Editions 


Unlimited 

Call for wholesale prices 
on all products. 

\ftMPIRE 


Unlimited Starter Box.89.50 A/O 

Unlimited Booster Box.99.00 A/O 

Dark Sovereigns Exp. Box.88.20 A/O 

Jyhad Ltd. Starter Box.89.50 

Jyhad Ltd. Ed. Booster Box.99.00 

Blood Points.2.00/100 N 

Hess® 

Starter Box.CALL 

Booster Box.CALL 


Magic Singles Catalog*.*S 3.00 

(receive $3.00 credit on first order from Catalog) 

- U)S A LOO CA212Y - 

cceve, iNQueer, oonzlhzg, bueuer c^LriMAre cov&ar, illumiiv/A71, 

cta£ reex tug, cta& ua£ 5 , on rue evse, CpecLFiee, m.oovwp&3, wweew, 

GALACTIC EMFiee^, CTA£ OF rU£ £UA£D1AN/S, 'GOOFWQjOOFGQ^ TUG CQ.OW, 
Hi£4l£AIV/De£, RA &G, CUADO(A/Fi5r, QJP££MOVA, T?LU5 OTlAGfZ £AM£S AMD 

euppL\eei 

N = Net A/O = Advance Order 

Actual shipping charged. Satisfaction guaranteed, return material in same state within 5 days for refund. CA residents add 8 1/4 % sales tax. Advance order cancellations subject to 10% 
restocking charge. These prices supercede all previous ad prices, and are subject to change. NSF checks charged $ 25.00. COD, charge cards, APO's, foreign orders and special shipping 
subject to special handling charges. Reservations held for 7 days. Ad # S8 

Magic the GatheringTM, Vampire the Eternal StruggleTM, Ice AgeTM, and Wizards of the CoastTM are trademarks of Wizards of the Coast 




















































TITLE 

TYPE 

RAR 

TITLE 

TYPE 

RAR 

TITLE 

TYPE 

RAR 

ANTARIAN AUDITORS 

A1 

C 

ALIEN ALLIES 

Mer 

C 

SCOUT SHIP 

Sh 

c 

ANTARIAN BROKERS 

A1 

R 

CHORT'S MARAUDERS 

Mer 

R 

TANKER 

Sh 

c 

ANTARIAN FREETRADERS 

Al 

C 

DEFENSE CONTRACTOR 

Mer 

U 

TRADING SHIP 

Sh 

c 

ANTARIAN KITTENS 

Al 

C 

EVIL CLONES 

Mer 

C 

TRANSPORT SHIP 

Sh 

c 

ANTARIAN SPYS 

Al 

U 

GENERAL BELLIS 

Mer 

C 

BOOSTER ENGINES 

ShM 

u 

ANTARIAN S 

Al 

C 

LORD FASLK 

Mer 

C 

CAPT. TWOTHUMBS 

ShM 

c 

FLOATER COLONISTS 

Al 

R 

MAFIA 

Mer 

U 

CAPT. YARNSPINNER 

ShM 

c 

FLOATER DEFENDERS 

Al 

C 

NORA LUCRE 

Mer 

C 

DROP PODS 

ShM 

u 

FLOATER PHILOSOPHERS 

Al 

C 

STORM TROOPERS 

Mer 

C 

ESCAPE PODS 

ShM 

c 

FLOATER PSI 

Al 

C 

TACTICAL EXPERT 

Mer 

U 

LAZE CANNON 

ShM 

c 

FLOATER SCIENTISTS 

Al 

U 

TAN HADRON 

Mer 

c 

MASTER-AT-ARMS 

ShM 

c 

FLOATERS 

Al 

C 

ZEREC BLOODCLANS 

Mer 

R 

PIRACY LICENSE 

ShM 

R 

KOOLIAN COMMANDOS 

Al 

R 

ALDEBARAN 

PI 

U 

SHIP COMPUTER 

ShM 

R 

KOOLIAN DIPLOMATS 

Al 

C 

ALTAIR 

PI 

C 

SHIPS SHIELDS 

ShM 

u 

KOOLIAN EXPLORERS 

Al 

U 

ANTARES 

PI 

c 

STEALTH FIELD 

ShM 

u 

KOOLIAN MOB 

Al 

C 

APOLLO 

PI 

u 

AMBUSH 

Sp 

c 

KOOLIAN SETTLERS 

Al 

C 

BACHUS 

PI 

c 

BIO-WEAPON 

Sp 

u 

KOOLIANS 

Al 

C 

BARCHAN 

PI 

c 

BLACK HOLE 

Sp 

c 

TERRAN BRATS 

Al 

R 

BARNARD S STAR 

PI 

c 

BOARDING ACTION 

Sp 

c 

TERRAN INTERPRETERS 

Al 

C 

BETA HYDRI 

PI 

c 

CONSPIRACY 

Sp 

c 

TERRAN SHOCK TROOPS 

Al 

U 

CANUM 

PI 

u 

DIMENSION JUMP 

Sp 

R 

TERRAN TRADERS 

Al 

C 

CHI DRACONIS 

PI 

c 

EXPERT TERRAFORMER 

Sp 

U 

TERRAN WEAPONMASTER 

Al 

C 

CYGNI 

PI 

R 

FAST SCOUT SHIP 

Sp 

C 

TERRANS 

Al 

C 

DELTA PAVONIS 

PI 

C 

FREE TRADE 

Sp 

U 

TLISK 

Al 

C 

EDEN 

PI 

c 

LOST CIVILIZATION 

Sp 

R 

TLISK MORPHERS 

Al 

U 

EPSILON ERIDANI 

PI 

c 

PEACE TREATY 

Sp 

C 

TLISK PACIFISTS 

Al 

c 

FREYA 

PI 

c 

PROPAGANDA 

Sp 

C 

TLISK PROVIDERS 

Al 

c 

ISIS 

PI 

c 

QUANTUM FLUX 

Sp 

C 

TLISK SCIENTISTS 

Al 

R 

KO'OL 

PI 

c 

REBEL UPRISING 

Sp 

U 

TLISK TELEPATHS 

Al 

C 

LYRA 

PI 

u 

SABOTAGE 

Sp 

c 

ALIEN RELIC 

Cv 

R 

PROCYON 

PI 

u 

SCRAPMAN 

Sp 

c 

ANCIENT ALIEN MONOLITH 

Cv 

R 

REGULUS 

PI 

R 

SECRET PLANS STOLEN 

Sp 

c 

BUREAUCRACY 

Cv 

C 

SCORPIUS 

PI 

C 

SHORE LEAVE 

Sp 

R 

DICTATORSHIP 

Cv 

U 

SIRIUS 

PI 

C 

SPACE HORROR 

Sp 

C 

DIPLOMATIC CORPS 

Cv 

U 

SPICA 

PI 

u 

SUICIDE ATTACK 

Sp 

U 

DOMED CITIES 

Cv 

C 

STAN'S STAR 

PI 

R 

SUPER NOVA 

Sp 

R 

GENETIC MANIPULATION 

Cv 

c 

TAURUS 

PI 

R 

SURPRISE ATTACK 

Sp 

C 

IMPERIAL CAPITAL 

Cv 

R 

TERRA 

PI 

R 

TELEPORTING SHIP 

Sp 

C 

IMPERIAL TREASURY 

Cv 

R 

THOR 

PI 

C 

TEMPORAL RIFT 

Sp 

C 

MATRIX CAGE 

Cv 

R 

VEGA 

PI 

C 

UNIVERSE FESTIVAL 

Sp 

C 

MEGALOPOLIS 

Cv 

C 

ZETA TUCANAE 

PI 

U 

WAR AND PEACE 

Sp 

C 

MILITARY ACADEMY 

Cv 

C 

BATTLESHIP 

Sh 

C 

WARP CANNON 

Sp 

C 

MONARCHY 

Cv 

C 

CARGO SHIP 

Sh 

C 

WORMHOLE 

Sp 

C 

PLANETARY SHIELD 

Cv 

U 

COLONY SHIP 

Sh 

C 




POLLUTION 

Cv 

U 

CONSUL SHIP 

Sh 

C 

LEGEND 



SPACE STATION PT1 

Cv 

U 

CRUISER 

Sh 

C 




SPACE STATION PT2 

Cv 

U 

DREADNOUGHT PT 1 

Sh 

C 

Al - Alien 



SPACE TRAFFIC CONTROL 

Cv 

R 

DREADNOUGHT PT 2 

Sh 

C 

Cv - Civilization 



STELLAR TRANSPORTER 

Cv 

R 

ENVOY SHIP 

Sh 

R 

Env - Environment 



TERRAFORM 

Cv 

R 

EVAC SHIP 

Sh 

C 

Mer - Merc 



ABUNDANT LAND 

Env 

C 

FACTORY SHIP 

Sh 

R 

Pi - Planet 



ABUNDANT OCEANS 

Env 

C 

FIGHTER 

Sh 

C 

Sh - Ship 



BINARY SYSTEM 

Env 

C 

GARBAGE SCOW 

Sh 

C 

ShM - Ship Modifier 



COLD CLIMATE 

Env 

C 

HIGH-G SHIP 

Sh 

C 

Sp - Special 



EXTRA RESOURCES 

Env 

R 

LONG-RANGE FIGHTER 

Sh 

C 




HIGH GRAVITY 

Env 

U 

LONG-RANGE SURVEY SHIP 

Sh 

C 




HOSTILE NATIVES 

Env 

C 

LUXURY YACHT 

Sh 

C 




HOT CLIMATE 

Env 

C 

MERCHANT SHIP 

Sh 

C 




LOW GRAVITY 

Env 

U 

MINING SHIP 

Sh 

U 




POISONOUS ATMOSPHERE 

Env 

U 

RELAY SHIP 

Sh 

R 




RICH ATMOSPHERE 

Env 

U 

SCIENCE SHIP 

Sh 

C 






CJ'S EXTRA INNINGS 

400 West Broad St., Westfield, NJ 07090 


SPECIALS 


Men Empires™ 

Booster Packs 

1-14. 

...$ 1.50ea 

15-29. 

...$ 1,30ea 

30-44. 

...$1.10ea 

45-59. 

$0.90ea 

Sealed Box of 36 $39.95 

TM 

Jyhad 

Starter Decks. 

.$ 6.95ea 

Sealed Box of 10... 

.$ 59.95 

Booster Packs. 

. S 2.00ea 

Sealed Box of 36... 

. $ 59.95 


THE 




CENTER 


Shipping Charge on most orders $5.00 


Mail & Phone Orders Welcome 

Tel: 908-518-0114 

Store: Mon-Sat 11:00 - 6:00 


SPECIALS 


WE BUY 

COMPLETE MAGIC SETS 
& RARE SINGLES 

We Carry a Complete Selection of Most 
Collectible Card Games 

Call for Availability 


Star Trek: 

The Next Generation* 

Uni. White Border Ed. 

Starter Decks.$ 9.95ea 

Box of 12.$ 69.95 

Booster Packs.$ 3.00ea 

Box of 36.$ 69.95 


Wyvern’ 


Ltd. Ed. 


Starter decks.$ 6.95ea 

Sealed Box of 12.$59.95 

Booster Packs.$ 2.50ea 

Sealed Box of 36.$59.95 


Prices Subject to Change without Notice 


Call for Prices & Availability 

Fax: 908-518-0136 
CLOSED SUNDAY 



International Orders Welcome - Visa and Master Card Accepted - Condition Guaranteed 

#■ 1 * v i it, i * ,1 % I / 

nfinity Comics & Games 

1280 Centaur Village Dr. #3, Lafayette, CO 80026 \ 1 

Telephone or Fax at (303) 661 - 0860 . * 4 * 4 ; , f 


Similes and Sets Available 
from all Editions 


tTTP/ fljZ Y 7 

5 FrankenCard for Windows 3.1 j ‘4 , V 

A Database Program for all your Magic: The Gathering 
card collecting and playing needs 
Available for $19.95 plus Exact Shipping 

Foreign Magic Editions - Singles & Sets HUts. Mt'liwwt Benson . 

French German Italian 

Magic: The Gathering is a trademark of Wizards of the Coast, Inc. Wizards of the Coast is a registered Trademark. FrankenCard is a registered trademark of Geekware, Inc 













































j Card Name 
AC-41 Purifier 
AG-17 Panzerknacker 
Age of Catastrophe 
Algeroth Cultist 
Algeroth-Apostle of War 
Annihilation 
j Antiquarian 
! Apostate 
Archer Sniper Rifle 
Archetypal Timepiece 
[ Artctic Wave 

I Armor of the True Assassin 
| Armor of Unholiness 
| Attack Prediction 
Attraction 
| Avenger Sword 
I Azogar 

Barbarous Power 
Bauhaus Bully 
Behest 
Black Bullets 
Bodyguard 
Bolster Your Forces 
Book of Law 
Bringer of Light 
Callistonian Conqueror 
Canyle 

Cardinal Durand 
Cardinal's Bank 
I Castigator Battlespear 
! Chain Bayonet 
Charge 


STAR TREK:T1HE NEXT 
GENERATION: CCE 


We specialize in 
Star Trek Gaming Cards 
Call us for your 
Booster, Starter & 
Single Needs 

SEND FOR OUR FREE NON-SPORT 
AND ADULT CARD CATALOGS 

FARADAY BASEBALL CO., INC. 

Serving the Collector since 1978 
17 SOUTH MORTON AVENUE 
MORTON, PA 19070 

Phone: 610-328-6864 Fax: 610-328-9242 
All Credit Cards Accepted 


Coagulant Autoinjector 
Codex of Concealed 
Perception 
Combat Coordinator 
Commendation 
Curse of Algeroth 
Dai-Sho of the Ancient 
Emperors 
Dark Huntsman 
Dark Summoning 
Declaration of Corporate 
Dissension 
Decoration 
Demnogonis Cultist 
Demnogonis - The Befouler 
Desperate Times 
Dispose 
Distracted 
Doctor Diana 
Double Duty 
DPAT-9 Deuce 
Duty Roster 
Elemental Alteration 
Eminent Summoner 
Enlarge 
Envision 
Equilibrium 
Eradicator Deathdroid 
Essential Summons 
Eternal Curse 
Evil Eye 

Exorcise Injuries 
Exorcist Glove 
Factory 
I Ferocity 
I Field Repair Kit 
| Fist of Fury 
| Forgery 

I Fragment of the True Chip 
iGolem of Darkness 
■Greater Divination 
I Greater Manipulation 
I Grizzly Battle Tank 
I Gusts of Hesitation 
j Heist 
iHellblaster 
I Hellhound Necrotank 
I Hidden Cache 
I Hideout 

I Icarus Jet Fighter 
I Ilian Cultist 


Ilian Temple Sentinel 
Ilian-Mistress of the Void 
Improved Kratach 
Industiral Complex 
Inquisitor Battle Dress 
Krynston's Skull 
Laser Sight 
Loot and Pillage 
Loot the Dead 
Mask of the Vestals 
Mentor 

Mission Statement 

Monstrous Power 

Mortal Wound 

Mortification 

Muawijhe Cultist 

Muawijhe - Lord of Visions 

Mystic Battle Dress 

Nathaniel's Opportunity 

Nazgaroth 

Necrobionics 

Necromakina 

Necromower 

Nimrod MK 1 

Noted Collector 

Orb of the Smaller Servants 

Pacifism 

Plagiarize 

Plague Bearer 

Plague Gun 

Power Stabilizer 

Prefferred Spell 

Press 

Punisher Combo 
Reassignment 
Recognition 
Reliquary 
Renegade Apostate 
Scion of Ilian 

Scroll of Unholy Invocation 
Semai Cultist 
Semai-Lord of Spite 
Sewers 

Shadow Walker 
Shriek 
Skepticism 
Smell of War 
Snipers! 

SRMK. XII Assailant 

SSW4200P 

Storm of Chaos 


Subversive Agent 
Summon Defense 
Summon Hero 
Summon Item 
Summon Relic 
Summon Spell 
Summon Trooper 
Summoning Empathy 
Supply Line Severed 
Taxation 
Tekron 

Thadeus's Pallet 

That Which is Not to Be 

Named 

The Black Gate 
The Burroughs Cathedral 
The Falcon of Pilgrims 
The First Directorate 
The Fourth Directorate 
The Fukido Cathedral 
The Gibson Cathedral 
The Heimburg Cathedral 
The Liber Hereticus 
The Longshore Cathedral 
The San Dorado Cathedral 
The Second Directorate 
The Shillelagh 
The Stone Archives 
The Third Directorate 
The Volksburg Cathedral 
Tight Formation 
Tithe 

Transfiguration 
Transmutation 
Ungodly Power 
Unholy Eye 
Unholy Power 
Vac Engineer 
Valpurgius 

Vault of Unholy Restoration f 
Venusian Marshal 
Vince Diamond 
Wave of Righteousness 
Wrath of Algeroth 
Zenithian Slaughtermaster 




TIGHT 

FORMATION 


VALPURGIUS 


*' the 

archmagus 


PLAY ON ANY NON-PERSONALITY WARRIOR. 

THIS CARD REMAINS IN PLAY. 

While in play, copies of this warrior may join 
forces with it. The group battles as a unit, is 
considered a single warrior, and uses the 
original’s ratings, plus +2 to F, S, A and V for 
each additional warrior in the group. 


PERSONALITY. FOLLOWER ANU 

NEPHAR1TE of algeroth . 

Ipurgius is Alakhai s Archmagus and 

may provide any FOLLOWER OF , 
iLGEROTH with any Dark Symme y 
-d at any time with no action cos 
warps the Art. and may cast an S. 


ILIAN—THE 

MISTRESS OF 
THE VOID 




Inquisition and Doomtrooper Available from 


INQUISITION™, the first expansion for 
Doomtrooper™, is designed to take the 
game into some new directions. It will center 
around the most powerful forces in the 
universe, the Brotherhood and the Dark 
Legion. Most of the cards will have a link to 
these organisations, but are designed to 
please those who have specialized in any 
one of the corporations. 

Inquisition will also introduce a new card 
category-RELICS-ancient objects and 
artifacts that hold tremenduos powers. 
There will also be new personalities from 
all of the corporations (including the 
Supreme Cardinal of the Brotherhood and 
all five Dark Apostles), new vehicles, new 
equipment and more! 

Besides new game play features, there's also 
other enhancements. LIMITED EDITION, GOLD 
FOIL packaging, over 100 new cards and 
randomly inserted cards signed by some of 
the top Doomtrooper artists will be included 
throughout the world-wide print run. 

Inquisition booster packs will contain 8 
cards each and there will be 60 boosters 
packs per display. 

- m 


The Compleat Strategist 

Toll Free Mail Order Hotline 

800 - 225-4344 


The Compleat Strategist 
tl E. 33rd ST. 

New York, NY 10016 
(212) 685-3880 

King of Prussia, PA 
580 Shoemaker Rd. 

King of Prussia, PA 
19406 


Rockefeller Center 
630 Fifth Ave. 
Concourse Level 
(212) 265-7449 

Falls Church, VA 
103 E. Broad St. 
Falls Church, VA 
22046 


BROTHERHOOD warrior. 
+ f to A. If the 


New York West 
320 W. 57th St. 

New York, NY 10111 
(212) 582-1272 

Boston, MA 

201 Massachusets Ave. 
Boston, MA 02115 
(617)267-2451 


(610) 


(703) 


8562 


2477 


Heartbreaker Hobbies 


P.O.Box 105, Folsom, PA 19033 USA 


Copyright © 1995 Target Games AB. All Rights Reserved. Inquisition, Doomtrooper, Mutant Chronicles and all Character names and the distinctive likeness(es) thereof are Trademarks of Target Games AB. NOTE: All card texts are subject to change. 






























PREORDER BORIS VALLEJO'S 

HYBORIAN GATES 

CUSTOMIZABLE CARD GAME 
LIMITED EDITION!! 



Your Mail Order Source 


Games - Comics - Trading Cards 

4411 SAN MATEO NE STE M 
ALBUQUERQUE, NM 87109 

FIRST COME FIRST SERVED! 
Magic: Homelands 

Order the newest Magic expansion today! 
Booster Boxes: $71 

Fallen Empires $39 

Single Cards Availiable! 

Star Trek Trading Card Game 
Unlimited Starter Boxes: $70 
Unlimited Booster Boxes: $70 

ALTERNATE UNIVERSE $81 
Q CONTINUUM $81 
HOLODECK ADVENTURES $81 

WYVERN 

Limited Starter Boxes: $50 
Limited Booster Boxes: $50 

We Carry All Trading Card Games! 
20% Off all Non Trading-card Game 
Products! 

(Games Workshop, TSR, White Wolf, etc.) 

Call for a Catalog! 

1 - 800 - 943-4263 

Int'l 1-505-881-6323 
VISA/MC/Discover/AMEX Accepted 
Dealer Inquiries Welcome 


r 


Gaming Cards 


YOczsvtds ofi the Box Price 


Antiquities $20.00 Pack 

Arabian Nights $69.00 Pack 

Beta Packs 
Chronicles 
Dark 
Dark (Italian) 

Fallen Empires 

Fourth Edition Boosters 

Fourth Edition Starter 

French Revised Boosters (White Bordered) 

French Revised Starters (White Bordered) 

German Revised Starters (White Bordered) 

German Revised Boosters (White Bordered) 

German Boosters (Black Bordered) 

German Starters (Black Bordered) 

Jyhad Boosters 
Jyhad Starters 
Ice Age Boosters 
Ice Age Starters 
Italian Boosters 
Italian Starters 

Italian Legends (Black Bordered) 

Legends $34.00 Pack 

Spanish Boosters 
Spanish Starters 

Renaissance (Black Bordered Chronicles) 

German Boosters 
French Boosters 

Revised Boosters (French Limited Edition Black Borders) 
Revised Starters (French Limited Edition Black Borders) 
Revised Boosters 
Revised Starters 


Box $949.00 
Box $3,350.00 
$119.00 Each 
(45 pack displays) $79.00 
Box 279.00 
Box $239.00 
Box $29.00 
Box $95.00 
Box $89.00 
$119.00 
$109.00 
$109.00 
$119.00 
$169.00 
$139.00 
Box $29.00 
Box $34.00 
Box $99.00 
Box $99.00 
$159.00 
$129.00 
$395.00 
Box $949.00 
$149.00 
$119.00 


$149.00 

$159.00 

$199.00 

$179.00 

$95.00 

$89.00 


‘T^eciphe? Box Price 

1 Star Trek Alternate Universe Boosters (Ltd. Ed. Black Borders) $79.00 1 

Star Trek (Decipher) Collectible Tins 

$129.00 

Star Trek Booster (Limited Version) Boxes 

$219.00 

Star Trek Starter (Limited Version) Decks 

$179.00 

Star Trek Booster (Unlimited Version) 

$69.00 

Star Trek Starter (Unlimited Version) 

$54.00 

Star Trek Unlimited Alternate Universe Booster 

$55.00 

Star Wars Unlimited Booster 

$59.00 

Star Wars Unlimited Starters 

$54.00 

Star Wars Limited Boosters 

$109.00 

Star Wars Limited Starters 

$99.00 

YOhite YOotj 

1 Rage Limited Boosters 

$45.00 | 

I Rage Limited Starters 

$53.00 1 

Steve Qackson Yjames 

I Illuminati Boosters 

$29.00 I 

1 Illuminati Starters 

$29.00 | 

(17 dz 

Cardz Hyborian Gate Starters (Limited) 

$42.00 

Cardz Hyborian Gate Boosters (Limited) 

$55.00 

Cardz Hyborian Gate Starters (Unlimited) 

$32.00 

Cardz Hyborian Gate Boosters (Unlimited) 

$45.00 


Dealer Division Hot Line: 203 - 878-8100 

TOe beat the (Competition 

Cee Jay Sports Card Co. 

Sunset Industrial Park, 52-20th Street, Brooklyn, NY 11232 
Phone: 718-832-5296 Fax: 718-832-6792 
Mon-Fri: 10 am - 7:30 pm Sat: Noon - 5:30 pm 
Terms and Conditions: No cancellations on credit cards, only exchanges. 
Prices are subject to change. Prices are good for 7 days on phone orders. 
All sales are final. 
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PfZiC2£ Qutr>e 


.44 Magnum 
Aaron's Feeding Razor 
Academic Hunting Grounds 
Aching Beauty 
Acrobatics 


Eq: wpn, gun 
Eq 

Uq loc 


U3 

U2 

C4 


0.40 

7.00 


2.80 

0.30 


0.30 

6.50 

2.00 

2.00 

0.30 


0.30 

5.00 

1.80 

1.00 

0.30 




55 * 



Agrippina 

V 

V 

No 

0.80 

0.50 


0.50 







mmm 


—* m 

Aid erom Bats 

Co 

Cl 

Mi 

0.40 

0.30 


0.30 

Disguised Weapon 

Co 

Cl 

Ml 

0.40 

0.30 


0.30 , 


Al's Army Apparatus 

Uq loc 

Rl,2 

Ma 

5.00 

5.00 


5.00 

Disputed Territory 

PoA 

C3 

Mi 

0.40 

0.30 


0.30 


Aleph 

V 

V 

Mal 

0.80 

0.50 


0.50 

Distraction 

Ac 

Rl,2 

Mi 

5.00 

5.00 


4.50 


Amaranth 

Co 

U2 

Mi 

2.00 

1.50 

* 

0.80 

Dodge 

Co 

C2 

Mi 

0.40 

0.30 


0.30 

r 

Anarch Revolt 


U3 

Ma 

2.30 

1.50 

* 

1.00 

Dollface 

V 

V 

Mal 

0.80 

0.50 


0.50 


Anarch Troublemaker 

Uq 

R3 

Ma 

5.00 

4.00 

* 

3.30 

Domain Challenge 

PoA 

C2 

Mi 

0.40 

0.30 


0.30 


Anastasia Grey 

V 

V 

Ga 

0.80 

0.50 


0.50 

Dominate 

Sk 

C4 

Ma 

0.50 

0.40 

* 

0.30 


Ancient Influence 

PoA 

C4 

Mi 

0.40 

0.30 


0.30 

Don Cruez - The Idealist 

V 

V 

Br 

1.00 

0.80 


0.50 


Ancilla Empowerment 

PoA 

C3 

Mi 

0.40 

0.30 


0.30 

Dorian Strack 

V 

V 

Tor 

0.80 

0.50 


0.50 

pic 

Andreas - Bard of Crete 

V 

V 

To 

0.90 

0.80 


0.50 

Dr. Jest 

V 

V 

Mal 

1.00 

0.70 


0.50 

r *. ■: 

Angel 

V 

V 

Br 

0.80 

0.50 


0.50 

Dr. John Casey 

V 

V 

Tre 

0.80 

0.50 


0.50 


Angus - The Unruled 

V 

V 

Ga 

1.00 

0.70 

* 

0.50 

Dragon Breath Rounds 

Co 

U3 

Mi 

1.00 

1.00 


1.00 


Animalism 

Sk 

Cl 

Ma 

0.50 

0.40 


0.30 

Drain Essence 

Co 

U4 

Mi 

1.30 

1.00 


0.80 


Anneke 

V 

V 

To 

0.90 

0.80 


0.50 

Dramatic Upheaval 

PoA 

V 

Mi 

1.00 

1.00 


0.70 


Anson 

V 

V 

To 

1.00 

0.70 


0.50 

Drawing Out the Beast 

Co 

Cl 

Mi 

0.50 

0.50 


0.30 


Anvil 

V 

V 

Br 

0.80 

0.70 

+ 

0.50 

Dre - Leader o/the Cld Dwn 

i V 

V 

Br 

0.80 

0.50 


0.50 


Appolonius 

V 

V 

Br 

1.00 

0.80 


0.50 

Dread Gaze 

ReA 

C2 

Mi 

0.40 

0.30 


0.30 


Arcane Library 

Uq loc 

R3 

Ma 

5.00 

5.00 


4.50 

Duck 

V 

V 

Nos 

0.80 

0.50 


0.50 

■ 

Archon 

PoA 

V 

Mi 

1.80 

1.00 


1.00 

Eagle's Sight 

ReA 

U1 

Mi 

1.50 

1.00 

* 

0.80 

. 31 

Arms Dealer 

Al 

U3 

Mi 

2.00 

1.00 

* 

1.00 

Earth Control 

AcM 

C4 

Mi 

0.40 

0.30 


0.30 


Army of Rats 

Ac 

C3 

Mi 

0.50 

0.50 


0.30 

Earth Meld 

Co 

Cl 

Mi 

0.40 

0.30 


0.30 


Arson 

Ac 

C2 

Mi 

0.40 

0.30 


0.30 

Ebanezer Roush 

V 

V 

Nos 

1.00 

0.60 

* 

0.50 

ML , 

Art Museum 

Uq loc 

R1 

Ma 

5.00 

5.00 


4.50 

Eco Terrorists 

Uq loc 

R3 

Ma 

7.00 

5.00 

* 

5.00 


Ascendance 


C3 

Ma 

0.50 

0.40 

* 

0.30 

Effective Management 


C3 

Ma 

0.80 

0.50 


0.30 

§> 

Assault Rifle 

Eq: wpn, gun 

U4 

Mi 

1.00 

1.00 


1.00 

Elder Kindred Network 

ReA 

U2 

Mi 

1.50 

1.00 


0.90 

1 ■ *"3 

Astrid Thomas 

V 

V 

Tr 

1.00 

0.80 


0.50 

Elder Library 

Uq loc 

C2 

Ma 

0.80 

0.60 

* 

0.40 


Asylum Hunting Ground 

Uq loc 

U1 

Ma 

3.00 

2.00 


1.00 

Elliot Sinclair - Vrts Thspn 

V 

V 

Tor 

1.00 

0.80 


0.50 


Aura Reading 

Co 

U3,4 

Mi 

2.00 

1.00 


0.80 

Elysium: The Arboretum 

Uq loc 

U1 

Ma 

1.50 

1.00 


1.00 


Auspex 

SK 

C2 

Ma 

0.50 

0.30 

* 

0.30 

Emerson Bridges 

VE - Pn 

V 

Mi 

1.00 

0.70 


0.50 


Autarkis Persecution 

PoA 

C3 

Mi 

0.40 

0.30 


0.30 

Enchant Kindred 

Ac 

C4 

Mi 

0.40 

0.30 


0.30 

lip 

Backways 

Uq loc 

U4 

Ma 

1.30 

1.00 


1.00 

Enhanced Senses 

ReA 

Cl 

Mi 

0.40 

0.30 


0.30 | 


Badger 

V 

V 

Ga 

0.80 

0.50 


0.50 

Entrancement 

Ac 

R1 

Mi 

5.30 

5.00 


4.50 | 

pFf 

Basilia 

V 

V 

Ga 

1.00 

0.80 


0.50 

Faceless Night 

AcM 

Cl 

Mi 

0.40 

0.30 


0.30 j 


Bastard Sword 

Eq: wpn, mle 

U3,4 

Mi 

1.10 

1.00 


0.90 

Fake Out 

Co 

C4 

Mi 

0.40 

0.30 


0.30 


Bear Paw 

V 

V 

Ga 

0.80 

0.50 


0.50 

Fame 


U3 

Ma 

1.30 

1.00 


1.00 j 


| Behind You 

Co 

Rl,2 

Mi 

5.00 

5.00 

* 

4.00 

Far Mastery 

Ac 

Rl,4 

Mi 

5.00 

4.00 


3.80 


| Betrayer 


R1 

Ma 

5.00 

5.00 


5.00 

Fast Hands 

Co 

U4 

Mi 

2.00 

1.00 


0.80 


Bewitching Oration 

AcM 

C4 

Mi 

0.40 

0.30 


0.30 

Fast Reaction 

ReA 

C3 

Mi 

0.30 

0.30 


0.30 


Bianca 

V 

V 

Br 

0.80 

0.50 


0.50 

Felicia Mostrom 

V 

V 

Tor 

0.80 

0.50 


0.50 ! 


Black Cat 

V 

V 

Br 

0.80 

0.50 


0.50 

Fists of Death 

Co 

R2 

Ml 

5.00 

5.00 


3.50 


Blood Bond 

Ac 

U1 

Mi 

1.50 

1.00 

* 

0.60 

Flak Jacket 

Eq 

C3 

Mi 

0.40 

0.30 


0.30 


j Blood Doll 

Ma 

C4 

Ma 

0.50 

0.50 


0.40 

Flame Thrower 

Eq: wpn 

U3 

Mi 

3.00 

3.00 


2.50 1 


I Blood Fury 

Co 

C3 

Mi 

0.40 

0.30 


0.30 

Flash 

Co 

Cl 

Ml 

0.40 

0.30 


0.30 

JiLp, 

| Blood Puppy 

Uq 

R2 

Ma 

5.50 

5.00 


4.50 

Flesh of Marble 

Co 

R3,3 

Mi 

5.00 

4.00 

* 

3.50 

t .jjk 

Blood Rage 

Co 

Cl 

Mi 

0.40 

0.30 


0.30 

Form of Mist 

Co 

U3,4 

Mi 

2.00 

0.90 

* 

0.80 


Bloodhunt 

Ac 

U1 

Mi 

2.30 

2.00 


0.90 

Form of the Ghost 

Co 

C4 

Ml 

0.40 

0.30 


0.30 


Blur 

Co 

Cl 

Mi 

0.40 

0.30 


0.30 

Fortitude 

Sk 

C2 

Ma 

0.50 

0.30 

* 

0.30 

vmr 

Body of Sun 

Co 

R2 

Mi 

5.80 

5.00 


5.00 

Fragment o/the Book of Nod Uq 

R1 

Ma 

5.50 

5.00 


5.00 


Bomb 

Eq: wpn 

U4 

Mi 

2.10 

1.00 


1.00 

Freak Drive 

AcM 

Rl,l 

Mi 

5.00 

4.60 

* 

3.90 


Bonding 

AcM 

Cl 

Mi 

0.40 

0.30 


0.30 

Frenzy 

OOT 

C2 

Ma 

0.40 

0.30 


0.30 


Boxed In 

Co 

C2 

Mi 

0.40 

0.30 


0.30 

Game of Malkav 


U3 

Ma 

1.80 

1.00 


0.80 i 

* 

Brainwash 


C3 

Ma 

0.40 

0.30 

* 

0.30 

Gangrel De-evolution 


U1 

Ma 

1.80 

1.00 


1.00 


i Brazil 

V 

V 

Mal 

0.80 

0.50 


0.50 

Gangrel Justicar 

PoA 

R2 

Mi 

5.00 

5.00 

* 

3.50 


Bribes 

AcM 

C3 

Mi 

0.40 

0.30 


0.30 

Ghoul Escort 

Re 

R1 

Mi 

5.00 

5.00 


3.00 


! Brujah Frenzy 

OOT 

U1 

Ma 

1.50 

1.00 


1.00 

Ghoul Retainer 

Re 

R3,4 

Mi 

5.00 

4.00 

* 

3.00 


Bruiah Justicar 

PoA 

R4 

Mi 

5.00 

5.00 

* 

4.00 

Giant's Blood 


R2 

Ma 

5.00 

5.00 


4.50 | 

Hih* 

Bum's Rush 

Ac 

Cl 

Mi 

4.30 

0.60 

* 

0.40 

Gideon Fontaine 

V 

V 

Ven 

0.80 

0.50 


0.50 ! 

■ ^ 

i., 

Card Name 

Type Rarity 


Clan 

Upper 

Median 


Lower 1 

■ Card Name 

Type 

Rarity 

Clan 

Upper 

Median 

Lower 

■NF 

j Burst of Sunlight 

Co 

Rl,3 

Mi 

5.00 

3.50 

4 

0.50 

Gilbert Duane 

V 

V 

Mal 

0.80 

0.70 

* 

0.50 

JZ 4 

1 Business Pressure 

AcM 

R3,4 

Mi 

5.00 

4.00 


3.00 

Gird Minions 


C3 

Ma 

0.40 

0.30 


0.30 


Camarilla Exemplary 

PoA 

Cl 

Mi 

0.50 

0.30 


0.30 

Gitane St. Claire 

V 

V 

Gan 

1.00 

0.70 

* 

0.50 


\ Camille Devereux 

V 

V 

Ga 

0.80 

0.50 


0.40 

GlULIANO VlNCENZl 

V 

V 

Gan 

0.80 

0.50 


0.50 


[ Canine Horde 

Co 

C3 

Ml 

0.50 

0.30 


0.30 

Glaser Rounds 

Co 

U4 

Min 

1.30 

1.00 


0.80 


; Cardano 

V 

V 

Tr 

1.00 

0.70 

+ 

0.50 

Gleam of Red Eyes 

Co 

C3 

Min 

0.40 

0.30 


0.30 


Cassandra - Magus Prime 

V 

V 

Tr 

1.00 

0.80 

* 

0.60 

Golconda - Inner Peace 


R4 

Ma 

5.50 

5.00 


4.50 


j Cat Burglary 

Ac 

R3 

Mi 

5.00 

5.00 


4.50 

Govern the Unaligned 

Ac 

Cl 

Mi 

0.40 

0.30 


0.30 

%... 

Cat's Guidance 

ReA 

C3 

Mi 

0.40 

0.30 


0.30 

Grave Robbing 

Ac 

U4 

Mi 

2.30 

1.00 


1.00 


1 Cauldron of Blood 

Co 

C3 

Mi 

0.40 

0.30 


0.30 

Grenade 

Eq: wpn 

Ul,l 

Mi 

1.30 

1.00 


0.90 


; Celerity 

SK 

Cl 

Ma 

0.50 

0.40 

* 

0.30 

Grendel - The Worm Eaten 

V 

V 

Nos 

0.80 

0.50 


0.50 


Chainsaw 

Eq: wpn 

U2,2 

Mi 

1.50 

1.00 


0.80 

Growing Fury 

Co 

Cl 

Mi 

0.40 

0.30 


0.30 

* m 

Change of Target 

AcM 

U2 

Mi 

1.50 

1.00 

* 

0.80 

Gunther - Beast Lord 

V 

V 

Gan 

0.80 

0.50 


0.50 

■ © 

Chantry 

Uq loc 

U4 

Ma 

3.00 

2.50 

* 

1.00 

Gypsies 

Al 

U2 

Mi 

3.00 

3.00 


1.00 


Charming Lobby 

Ac 

U1 

Mi 

1.50 

1.00 


0.90 

Hasina Kesi 

V 

V 

Cai 

0.80 

0.50 


0.50 

9*5 

Charnas the Imp 

Re 

R4 

Mi 

6.00 

5.00 

* 

5.00 

Haven Uncovered 


C3 

Ma 

0.40 

0.30 

* 

0.30 

i Chester DuBois 

V 

V 

No 

1.00 

0.70 

* 

0.50 

Hawg 

Eq: vcl 

C2 

Mi 

0.40 

0.30 

* 

0.30 

! Claws of the Dead 

Co 

C4 

Mi 

0.40 

0.30 


0.30 

Heather Florent-The Oppst 

V 

V 

Ven 

0.80 

0.60 

* 

0.40 


| Cloak the Gathering 

AcM 

Cl 

Mi 

0.40 

0.30 


0.30 

Hector Sosa 

V 

V 

Br 

0.80 

0.50 


0.50 


_ Colin Flynn 

V 

V 

To 

0.60 

0.50 


0.50 

Helena Casimir 

V 

V 

Ven 

1.00 

0.70 


0.50 


Computer Hacking 

Ac 

C4 

Ml 

0.40 

0.30 


0.30 

Hell Hound 

Al 

Rl,2 

Min 

5.00 

5.00 


5.00 

Ejf* 

Concealed Weapon 

Co 

C3 

Mi 

0.40 

0.30 


0.30 

Hidden Lurker 

Ac 

Cl 

Mi 

0.40 

0.30 


0.30 

Conditioning 

AcM 

C4 

Mi 

0.40 

0.30 


0.30 

High Stakes 

PoA 

R2,3 

Mi 

5.00 

5.00 


4.50 


Conquer the Beast 

Co 

R2 

Mi 

5.00 

5.00 

* 

3.50 

Homunculus 

Re 

U2 

Mi 

1.00 

1.00 


0.80 

* J 

Consanguineous Boon 

PoA 

C3 

Mi 

0.40 

0.30 


0.30 

Hostile Take Over 


R1 

Ma 

5.00 

5.00 


4.00 

Consanguineous Condmntn 

PoA 

Cl 

Mi 

0.40 

0.30 


0.30 

Ignatius 

V 

V 

Tre 

0.80 

0.50 


0.50 | 


Conservative Agitation 

PoA 

Cl 

Mi 

0.40 

0.30 


0.30 

Igo - The Hungry 

V 

V 

Cai 

0.80 

0.50 


0.50 


COURTLAND LEIGHTON 

V 

V 

Ven 

0.60 

0.50 


0.50 

Illegal Search and Seizure 


C3 

Ma 

0.40 

0.30 

* 

0.30 | 


Crusher 

V 

V 

Br 

0.90 

0.80 


0.50 

Immortal Grapple 

Co 

Rl,3 

Mi 

5.00 

4.00 


3.00 


1 Cryptic Mission 

Ac 

Cl 

Mi 

0.40 

0.30 


0.30 

Indomitability 

Co 

Cl 

Mi 

0.40 

0.30 


0.30 

Zr 

Cryptic Rider 

Ac Mod 

U3 

Ml 

1.50 

0.80 


0.60 

Infernal Pursuit 

Co 

U3,4 

Ml 

1.30 

0.90 

* 

0.70 

k V 

| Cultivated Blood Shrtge 


U1 

Ma 

1.00 

1.00 


0.80 

Information Highvway 

Uq loc 

U1 

Ma 

2.30 

2.00 


1.50 1 

& * 

, Cunctator Motion 

PoA 

Rl,2 

Mi 

5.00 

4.00 


3.00 

IR Goggles 

Eq 

Ul,4 

Mi 

1.30 

1.00 


1.00 

gOP 

\ Curse of Nitocris 

Uq 

R3 

Ma 

5.00 

5.00 


4.00 

Ivory Bow 

Eq: Uq wpn 

R4 

Mi 

8.50 

7.50 

* 

4.50 


i Dancin' Dana 

V 

V 

Mal 

0.80 

0.60 

* 

0.50 

J.S. Simmons Esq. 

Re: Uq 

Rl,4 

Mi 

5.00 

4.10 


3.40 

PS 

i Dawn Operation 

AcM 

U3 

Mi 

1.30 

1.00 


0.80 

Jackie Therman 

Re: Uq 

R3,4 

Mi 

5.00 

5.00 

* 

3.80 


I Day Operation 

AcM 

R4 

Mi 

5.00 

5.00 


3.50 

Jazz Wentworth 

V 

V 

Ven 

0.80 

0.50 


0.50 

m *. 

| Dead-end Alley 

Co 

C2 

Ml 

0.40 

0.30 


0.30 

Jing Wei 

V 

V 

Tre 

0.80 

0.50 


0.50 


| Deal with the Devil 


C2 

Ma 

0.40 

0.30 

* 

0.30 

Justine - Elder of Dallas 

V 

V 

Tre 

1.00 

0.80 


0.50 

1 

J Deer Rifle 

Eq: wpn, gun C2 

Mi 

0.40 

0.30 

+ 

0.30 


Kallista - Master Sculptor 

V 

V 

Tor 

0.80 

0.50 


0.50 

- 

* Deflection 

ReA 

Cl 

Mi 

0.40 

0.30 


0.30 

Kindred Intelligence 

Ac 

R2,4 

Mi 

5.00 

5.00 

* 

3.50 


| Delaying Tactics 

ReA 

U3 

Mi 

1.30 

1.00 


1.00 

Kindred Restructure 

PoA 

PoA 

Mi 

2.00 

1.50 

* 

1.00 


I Delilah Easton 

V 

V 

To 

0.80 

0.50 


0.50 

Kindred Segregation 

PoA 

PoA 

Mi 

2.00 

1.50 


1.00 


1 Demetrius Slater 

V 

V 

To 

0.80 

0.50 


0.50 

Kindred Society Games 


R2 

Ma 

5.00 

5.00 


4.00 


f Democritus 

V 

V 

Ven 

1.00 

0.80 


0.50 

Kine Dominance 

Ac 

R2 

Mi 

5.00 

5.00 


3.50 


j Didi Meyers 

V 

V 

Mal 

0.80 

0.50 


0.50 

Kine Resources Contested 

PoA 

C2 

Mi 

0.40 

0.30 


0.30 

r%s 

I Dieter Kleist 

V 

V 

Tor 

0.80 

0.50 


0.50 

Koko 

V 

V 

Nos 

1.00 

0.50 


0.50 


| Dimple 

V 

V 

Nos 

0.80 

0.50 


0.50 

KRCG News Radio 

Uq loc 

U2 

Ma 

2.10 

1.50 

+ 

1.00 


Disarming Presence 

AcM 

U2 

Mi 

2.00 

0.90 

I' 

0.80 

Laptop Computer 

Eq 

C4 

Mi 

0.40 

0.30 


0.30 


I 








Lazarus 

V 

V 

Tre 

1.00 

0.80 


0.50 










Legal Manipulations 

Ac 

C3 

Mi 

0.40 

0.30 


0.30 

h 


E?V 










* 





































| Letter from Vienna 
| Lextalionis 
| Life Boon 
! Lost in Crowds 
| Loyal Street Gang 
Lucia Pacciola 
Lucian 

[ Lucky Blow 
j Lucretia - Cess Quf 
Lupo 

Lydia Van Cuelen 
Madness Network 
I Magic of the Smith 
Majesty 
| Major Boon 
Malkavian Dementia 
Malkavian Justicar 
Malkavian Prank 
I Malkavian Time Auction 
! Manstopper Rounds 
j Mari el - Lady Thunder 
i Marty Lechtansi 
Masika 

I Mask of 1,000 faces 
[ Masquerade Endangered 
Masquerade Enforcement 
; Melissa Barton 

; MERILL MOLITOR 

Metro Underground 
I Mighty Grapple 
Milicent Smith-Vmpre Hntr 
Minion Tap 
I Minor Boon 
Miranda Sanova 
Misdirection 
Mob Connections 
Monocle of Clarity 
Movement of the Mind 
j Movement of the Slow Body 
1 Mr. Winthrop 
I Muddled Vampire Hunter 
I Murder of Crows 
| Natasha Volfchek 
j Navar McClaren 
Night Moves 
j Nik 

Nimble Feet 
! Normal 

j Nosferatu Justicar 
Nosfreatu Putresence 
Obedience 
Obfuscate 
Open Grate 
Outcast mage 
I Owl Companion 
Ozmo 

Parity Shift 


Uq 

Eq: Uq 
C o 


Rarity Clan 


Upper Median 


Rarity Clan 


Patagia-Flaps Allwng Lmtd Fl Ac 

Peace Treaty PoA 

Police Department Uq loc 

Political Ally Al: Uq 

Political Backlash ReA 

1 Political Flux PoA 

: Potence sk 

! Powerbase: Chicago Uq loc 

j Powerbase: Washngtn, DC Uq loc 

Praxis Seizure:Atlanta PoA 

Praxis Seizure:Boston PoA 

Praxis SeizureiChicago PoA 

Praxis Seizure:Cleveland PoA 

1 Praxis Seizure:Dallas PoA 

Praxis Seizure:Houstan PoA 

I Praxis SeizureiMiami PoA 

Praxis Seizure:Seattle PoA 

Praxis Seizure:Washngtn DC PoA 



Rfcp 
£ - * 


Praxis: Solomon 

Presence 

Protean 

Protracted Investment 
Psyche 

Psychic Projection 
Psychic Veil 
Pulled Fangs 
Pulling Strings 
Pulse of the Canaille 
Quinton McDonnell 
Rake 

Ramiel Dupre 

Rampage 

Rapid Healing 

Rat's Warning 

Raven Spy 

Read Intentions 

Regaining the Upper Hand 

Renegade Garou 

Resplendent Protector 

Restoration 

Reversal of Fortunes 

Ricki Van Demsy 

Ritual Challenge 

Ritual of the Bitter Rose 

Roland Bishop 

Roland Loussarian 

Roman Alexander 

Roreca Quaid 

Rotschreck 

Rowan Ring 

Roxanne-Rectrix o/he 13flr 

RPG Launcher 

Rufina Soledad 

Rumors of Gehenna 

Sabbat Threat 

Sabine Lafitte 

Sammy 

Sarah Cobbler 
Saturday Night Special 


PoA 


Co/ReA 


Eq: wpn, gun 


6.00 

0.50 

2.00 

5.00 

0.50 

0.40 

0.50 

2.30 

2.30 

5.00 

5.00 

5.00 

5.00 

5.00 

5.00 

5.00 

5.00 

5.00 

2.00 

0.50 

0.50 

0.40 

1.50 

5.00 

5.00 

5.00 

1.50 

1.50 

1.00 

1.00 

0.80 

2.00 

0.40 

0.50 

1.50 

0.40 

0.50 

5.30 
5.00 
0.50 
5.00 
0.80 
5.00 
5.00 
0.80 
0.80 
0.80 
0.80 

1.30 
5.00 
1.00 

6.30 
0.80 
5.00 
2.00 
0.80 
0.80 
0.80 
0.40 


5.00 

0.50 

1.00 

5.00 

0.40 

0.30 

0.40 

2.00 

2.00 

5.00 

5.00 

5.00 

5.00 

5.00 

5.00 

5.00 

5.00 

5.00 

0.80 

0.40 

0.40 

0.30 

1.00 

5.00 

5.00 

5.00 

1.00 

1.00 

0.80 

0.60 

0.50 

1.00 

0.30 

0.30 

1.00 

0.30 

0.30 

5.00 

5.00 

0.30 

2.40 

0.50 

5.00 

4.00 

0.50 

0.50 

0.50 

0.50 

1.00 

5.00 

0.70 

6.00 

0.50 

5.00 

1.00 

0.60 

0.50 

0.50 

0.30 


3.50 

0.30 

1.00 

3.50 

0.30 

0.30 

0.30 

1.00 

1.00 

3.00 

3.50 

3.00 

3.00 

3.00 

3.00 

3.00 

3.00 

4.00 

0.50 

0.30 

0.30 

0.30 

0.80 

4.00 

3.50 

3.50 
0.80 
0.90 
0.50 
0.50 
0.50 
0.60 
0.30 
0.30 
0.80 
0.30 
0.30 

4.50 

2.50 
0.30 
0.90 
0.50 
4.10 

3.50 
0.50 
0.50 
0.50 
0.50 
1.00 

3.50 
0.50 

4.50 
0.50 
4.00 
0.60 
0.50 
0.50 
0.50 
0.30 


The Barrens 

The Embrace 

The Knights 

The Labyrinth 

The Rack 

The Slashers 

The Spawning Pool 

The Spirit's Touch 

Theft of Vitae 

Thomas Thorne 

Threats 

Thrown Gate 

Thrown Sewer Lid 

Tiberius - Scandalmonger 

Timothy Crowley 

Toreador Justicar 

Torn Signpost 

Tragic Love Affair 

Trap 

Tremere Justicar 
Tura Vaughn 
Tusk - Talebearer 
Ulugh Beg - The Watcher 
Uma Hatch 
Undead Persistence 
Undead Strength 
Unflinching Persistence 
Unnatural Disaster 
Uptown Hunting Ground 
Uriah Winter 
Vampiric Speed 
Vampiric Disease 
Vanish from Mind's Eye 
Vast Wealth 
Ventrue Headquarters 
Ventrue Justicar 
Violette Prentiss 
Vliam Andor 
Voter Captivation 
Vulnerability 

Wake with Evenings Frshnss 

Walk of Flame 

Warzone Hunting Ground 

Weather Control 

Well-aimed Car 

Wolf Claws 

Wolf Companion 

Wynn 

XTC Laced Blood 
Yuri - The Talon 
Zack North 
Zebulon 
Zip Gun 

Zoo Hunting Ground 
TOTAL 


Al: Uq 
Uq loc 
Uq loc 


VE - Pn 

PoA 

Co 


Uq loc 

PoA 


ReA 

Co 

Uq loc 


Bru 

Nos 

Jus 

Bru 


Ven 

Gan 


0.50 

5.00 

5.30 
1.60 
2.00 
5.00 
5.50 
0.60 
0.50 
0.80 
0.40 
0.40 
0.40 
0.80 
1.00 
5.00 
1.00 
1.80 
0.40 
5.00 
1.00 
0.80 
1.00 
0.80 
1.00 
0.40 
0.40 
0.50 
2.00 
0.80 
0.50 
5.00 
0.30 

2.30 
2.00 
5.00 
0.80 


0.80 

0.80 

0.80 

1.00 

2.30 


0.40 

5.00 

5.00 

1.00 

1.00 

5.00 

5.00 

0.50 

0.50 

0.50 

0.30 

0.30 

0.30 

0.50 

0.70 

5.00 

1.00 

1.00 

0.30 

5.00 

0.70 

0.60 

0.70 

0.50 

1.00 

0.30 

0.30 

0.40 

1.80 

0.50 

0.40 

3.00 

0.30 

1.50 

1.00 

5.00 

0.50 

0.50 

0.90 

1.00 

0.40 

1.00 

2.00 

1.00 

0.90 

0.30 

1.00 

0.80 

5.00 

0.50 

0.50 

0.50 

0.90 

1.80 


850.90 700.70 




hMGIC lOILtt WOK 

]*CdM|Jete KiriBihJi Jh Every liadic Card Fejm[ 
1 “"AdlAH NIGHTS- 4TH EDITIi 

(ICE AGE DUE BY PRESS TIME) 

♦oraC 150 PyttEi* 


♦SUPPED N TdlK dUtt I KING BINDER* 
•A MUST FdK yCN MAQC PLATER* 
♦♦♦**TdP THE ARGUMENTS**** 

NOW ONLY 29.99 EA. + UPS llll (ORDER BELOW) 


TREE CATALOG* 

* THELCWESTPFKES * 

MAGIC, ice AGe, 
star ujars, ra<§e 

STAR. TReK AvP 
ALL THE OTHERS??? 


—I To: J.A.J. Inc. P.O. Box 365 Frultport, Ml 49415 
Call To: (517) 323-3299 Satisfaction Guaranteed 
You’ve seen the rest, try the best!! 


IN 


201 - 998-1062 

Mease call for current 
catalog of games available* 
including Mask: TG T *, 

Star TrekjTNG™ & much more! 

illilf at 



(§§»”]&@5m)@ 

ii&aiflkDCteoB 

'iiirXFiinm 

fax 201-998-8544 



^:504 S. Beltli 
p Suite C6 
Columbia, Si 
1-803-790-9 


Player’s Comer 


■4144, 

PLAYER'S 

CORNER 

■4144 

We have Ice Age™, Magic™, Jyhad™, 
Doomtrooper™, and More!!! 

Call or send $2.00 for a price list today 



OOOOOOOOOOOOOO 

Wholesale, Inc. 

.0000000000000 


Distributors of Finer Gaming Products 


We Are a Distributor of All Wizards of the Coast 1 
Products Including: 



Jyhad™/Vampire: The Eternal Struggle™ 
Dark Sovereigns™ (V:TES 1st Expansion) 

ARS MAGICA™ • EVERWAY™ 

STAR TREK® • STAR WARS® 
SHADOW FIST® 

Plus many other spectacular games 


STARTERS » BOOSTERS • EXPANSION BOXES 


We Sell To Retailers Only! 

We do not sell to the public. Call for our free catalog. 
Visit our new location: 

GNA Wholesale, Inc. 

475 Washington Street (Rt. 1) Wrentham, MA 02093 

Located 1 mile north ofRt. 495 on Rt. 1 

(508) 291-0030 (508) 384-7766 Fax: (508) 295-2853 

™ Magic: The Gathering is a Trademark of Wizards of the 
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38 Special 

9mm Semi-Auto Pistol 
Alaskan Wolf Hunt 
Alexander ThunderRage, SL 
Alias 


Eq C 
Eq U 


Gf R 


Grand Klaive 
Grandfather Thunder 
Grazing Wound 
Greater Banishment 
Griffin 


Attacking the Wyrm 

Cm C 

Gunnar Draugrbane, Gf 

PL 

F 

Aura of Confidence 

Gf U 

Half Moon 

Ev 

C 

Awe 

Gf U 

Harano Gloom 

Ev 

R 

Balor's Gaze 

Gf R 

Head Wound 

Cm 

U 

Bane Arrow 

Eq U 

Heart of Fury 

Gf 

U 

Battle Song 

Gf C 

Hogling 

E 

C 

Beast Mind 

Gf U 

Hunting Party 

Cm 

u 

Bite 

Cm C 

Icy chill of Despair 

Gf 

u 

Black Spiral Dancer 

E U 

Impergium 

Mt 

R 

Blissful Ignorance 

Gf C 

Inbred Disorder 

Ev 

R 

Block 

Cm C 

Incarna Sigil 

Eq 

R 

Block and Strike 

Cm U 

Insightful Eyes 

Gf 

C 

Body Blow 

Cm C 

Jack Debiltongue, BG 

PL 

F 

Body Wrack 

Gf R 

Jackal's Curse 

Mt 

C 

Bones of Shakir Hind 

Eq R 

Jam Technology 

Gf 

U 

Bottlecap of Shakey Mac 

Eq R 

Journey Onward 

Ev 

R 

Broken Limb 

Cm C 

Journey to the East 

Ev 

R 

Bum Rush 

Cm U 

Justice Under Gaia 

Mt 

R 

Burrow 

Gf C 

Kelly Still Waters, CG 

PL 

F 

Caern Building 

Mt U 

kinfolk Envionmental Activist Al 

R 

Calling a Champion 

Mt R 

Kinfolk Small Town Cop 

Al 

R 

Camouflage 

Gf U 

Kinfolk Soldier of Fortune 

Al 

R 

Careful Strike 

Cm U 

Kinfolk TV Reporter 

Al 

R 

Cat Feet 

Gf U 

Kinfolk veterinarian 

Al 

R 

Chimera 

Ev U 

Klaital Stargazer, Sg 

PL 

F 

Circular Attack 

Gf R 

Klaive 

Eq 

R 

Close Bawn 

Mt R 

Kneecapper 

Cm 

C 

Cockroach 

Ev U 

Knife Wind 

Gf 

R 

Command Spirit 

Gf U 

Leadership Challenge 

Ev 

R 

Coup De Grace 

Gf R 

Legendary Leadership 

Mt 

R 

Crescent Moon 

Ev C 

Lesser Banishment 

Gf 

C 

Critical Blow 

Cm R 

Leukippes, BF 

PL 

F 

Card Name 

Type Rarity 

Card Name 

Type Rarity J 

Curse of Hatred 

Gf U 

Lone Wolf Lupo, GW 

PL 

F 

Deranged Mokole 

E R 

Lost Calling 

Ev 

R 

Disarm 

Cm U 

Lucky Blow 

Cm 

R 

Disembowelment 

Cm R 

Luna's Armor 

Gf 

U 

Distractions 

Gf U 

Luna's Links 

Eq 

R 

Dodge 

Cm C 

Lunar Eclipse 

Ev 

R 

Drunken Revelry 

Ev R 

Mangle 

Cm 

R 

Dry Gulch 

Cm U 

Massive Wound 

Cm 

R 

Elder Stone 

Eq U 

Master of the Pack 

Gf 

R 

Elder Vampire 

E R 

Matriarch Mourning 

Ev 

R 

Entrail Rend 

Cm R 

Merciful Blow 

Gf 

U 

Entrapment 

Ev U 

Messenger's Fortitude 

Gf 

U 

Evade and Strike 

Cm R 

Might of Thor 

Gf 

U 

Evasion 

Cm R 

Mindspeak 

Gf 

C 

Exorcism 

Gf C 

Mokole Hide 

Eq 

R 

Eye of the Cobra 

Gf U 

Moon bridge Escape 

Gf 

U 

Eyes Gouged 

Cm U 

Moon Sign 

Eq 

R 

Faerie Kin 

Al R 

Mother's Touch 

Gf 

C 

Falcon 

Ev U 

Naturae Boon 

Eq 

U 

Fang Dagger 

Eq R 

Nerve Cluster 

Cm 

U 

Fang Necklace of Fenris 

Eq R 

New Moon 

Ev 

C 

Fast Strike 

Cm R 

No Escape 

Cm 

U 

Feather of the Phoenix 

Eq R 

Odor of Skunk 

Gf 

U 

Feint 

Cm U 

Offbalanced Attack 

Cm 

C 

Fenris 

Ev U 

Oisin Mac Gaelach, Fianna 

PL 

F 

Fenris Bite 

Gf R 

Old Red Eagle, Uktena 

PL 

F 

Flak Jacket 

Eq C 

Old Wolf of the Woods, RT 

PL 

F 

Flame Spirit 

Al U 

Organ Puncture 

Cm 

U 

Flesh Wound 

Cm C 

Overextended Attack 

Cm 

C 

Flower of Aphrodite 

Eq R 

Owl 

Ev 

u 

Fomori 

E C 

Pack Defense 

Cm 

u 

Fomori 

E C 

Peace of Nature 

Ev 

R 

Forceful Wind 

Cm R 

Pegasus 

Ev 

U 

Frenzy 

Cm U 

Pentex Forestry Team 

E 

U 

Full Moon 

Ev C 

Pentex Refinery 

E 

R 

Fur Gnarl 

Cm U 

Persuasion 

Gf 

C 

Furmling 

E C 

Portable Computer 

Eq 

R 

Gaffling Pest 

Al C 

Praise the Malformed 

Mt 

R 

Gaia's Vengeance 

Gf R 

Progenitor Mage 

E 

R 

Gangrel Ally 

Al R 

Pumpkin Man 

E 

U 

Garbage Food Poisioning 

Ev R 

Quoting the Litany 

Mt 

U 

Geas 

Gf U 

Ragnarok 

Ev 

R 

Gibbous Moon 

Ev C 

Rat 

Ev 

U 

Gift of Porcupine 

Gf C 

Razor Claws 

Gf 

U 

Glancing Blow 

Cm C 

Reclaiming the Stolen 

Ev 

C 

Glib Tongue 

Gf R 

Remove Gaia's Blessing 

Gf 

U 


Rend and Tear 

Rite of Glory 

Rite of Investiture 

Rite of Passage 

Rite of Wisdom 

Rite of Wounding 

Rite: Gathering f/the Deprtd 

Rite: Satire Song 

Rite: Stone of Scorn 

Ritual Challenge 

Roll Over 

Run Like Hell 

Samuel Haight 

Sands of Sleep 

Saving Face 

Scouring the Wyrm 

Scouting Mission 

Scream of Gaia 

Serenity 

Shape Shift 

Shield Mate 

Shogecka Hunter Moon, W 

Shotgun 

Shroud 

Shu Horus, Silent Striders 

Silouette 

Silver Ammo 

Silver Claws 

Silver Record 

Skindancer 

Sneak Attack 

Solid Blow 

Song of Rage 

Song of the Great Beast 

Spear of Deceit 

Spine Crushed 

Spirit Drain 


Cm 

U 

Rt 

C 

Rt 

R 

Mt 

C 

Rt 

C 

Rt 

U 

Rt 

C 

Rt 

u 

Rt 

u 

Mt 

c 

Gf 

u 

Cm 

u 

E 

R 

Eq 

R 

Mt 

C 

Ev 

C 

Ev 

R 

Gf 

U 

Gf 

C 

Ac 

C 

Cm 

U 

PL 

F 

Eq 

R 

Gf 

U 

PL 

F 

E 

R 

Eq 

R 

Gf 

R 

Mt 

C 

Mt 

R 

Ac 

U 

Cm 

C 

Gf 

U 

Al 

R 

Eq 

R 

Cm 

R 

Gf 

R 


Spirit of the Fray 
Stag 

Staredown 
Sticky Paws 
Stinging Wound 
Suprise Ally 
Suprise Attack 
Survivor 
Swipe 

Take the True Form 
Taking the Death Blow 
Taunt 

Telling Blow 
The Piper 
The Stolen Wolf 
Trackless Waste 
Tribal Alliance 
Tribal War 
True Fear 
Uktena 

Uktena Wyrmfoe 
Umbral Escape 
Umbral Quest 
Unicorn 
Victory Party 
Vital Blow 

War Paint of Wahya Ohni 

Wendigo 

Whelp Body 

Winter Wolf 

Wisdom of the Seer 

Wolf Kinfolk 

Wolf Spirit 

Wyrm Skin 

Wyrm Slayer, Ronin Garou 
Wyrm Taint 

Yuri Tvarovitch, Silver Fangs 


PL F 


Allamande R 

Allison Kachina U 

Amari Howls-from-soul C 

Anna Eyes of the Sun PelefreyU 
Anna Kliminski R 

Antonine Teardrop U 

Augra R 

Banana Split C 


Bladetooth 
Blood-on-the-Wind 
Bron Mac Fionn 
Buggerhead 
Carla Grimsson 
Carleson Ruah 
Cernonous 
Charging Bull 
Crick Rumwrangler 
Dharma Bum 
Diem 

Eater-of-Bears 

Edgewalker 

Evan Heals-the-Past 

Eyes-of-Frost 

Fang Jumper 

Gere Hunts-the Hunters 

Gesar 

Golgol Fangs-First 
Goll Mac Mourna 
Grek Twice-Tongue 
Greyfist 
Grimfang 
Growls-at-Moon 
Guides-to-Truth 
Howard Koar 
Ivan Korda 
Jacky Gecko 
Jubati 

Julisha o/the Thou. Masks 

Lamurun 

Lord Albrecht 

Mamu 

Mari Cabrah 
Morgan the Unworthy 
Mother Larissa 
Murikei High-Mountain 


Type Rarity 


Gf 

U 

Natasha Moon Chaser 

C 

ss 

Ev 

U 

Nephthys Mu'at 

U 

ss 

Gf 

C 

No'iri'n Ni' Dhonaill 

c 

F 

Gf 

C 

Old Storm-Chaser 

u 

RT 

Cm 

C 

Passer 

c 

SS 

Cm 

R 

Pearl River 

R 

CG 

Cm 

R 

Questor Treetalker 

C 

CG 

Gf 

R 

Rainpuddle 

C 

Sg 

Cm 

C 

Roar of Storms 

U 

SL 

Gf 

U 

Roger Daly. 

R 

GW 

Cm 

R 

Roshen One'-Arm 

C 

SF 

Ac 

U 

Running Greek 

C 

Uk 

Cm 

U 

Scar Throat Leech-Killer 

C 

G 

E 

R 

Scratches-at-Fleas 

U 

BG 

Mt 

U 

Shakar 

R 

Bag 

Gf 

U 

Simon Gentle 

C 

GW 

Mt 

C 

Sings-for-the-Beast 

C 

SF 

Mt 

R 

Sister Judith Paws of Light 

U 

BF 

Gf 

U 

Sofya Softkiller 

C 

SF 

Ev 

U 

Son-of-Moonlight 

U 

F 

E 

R 

Song Chiang 

U 

GW 

Cm 

R 

Spotlight 

C 

RT 

Ev 

C 

Stands-Like-Mountain 

C 

RT 

Ev 

U 

Susan Anthony 

c 

BF 

Rt 

C 

Syntax 

c 

GW 

Cm 

U 

Tanzut 

c 

SS 

Eq 

R 

Teeth-of-Titanium 

u 

GW 

Ev 

U 

Thomas Kachina 

c 

W 

Gf 

U 

Thunder Tiger 

u 

Sg 

Mt 

C 

Tim Rowantree 

c 

CG 

Gf 

R 

True Silverheels 

u 

CG 

Al 

C 

Virus-to-Wyrm 

c 

GW 

Al 

C 

Volcheka Jbarruri 

c 

BF 

Eq 

R 

Walks-with-Might 

R 

SS 

Al 

R 

Wind-Across-the-Hills 

c 

F 

Ev 

R 

Zachary Ellison 

u 

SL 


LEGEND=TRIBES 
Bagheera=Bag 
Black Furies=BF 
Bone gnawers=BG 
Children of Gaia=CG 
Fianna=F 
Get=G 

Glass Walkers=GW 
GurahUGu 
Ratkin=Ra 
Red Talons=RT 
Shadow Lords=SL 
Silent Slriders=SS 
Silver Fangs=SF 
Stargazers=Sg 
liktena=Uk 
Wendigo=W 


LEGEND=TYPE 
Ally=Al 
Combat= Cm 
Action=Ac 
Enemy=E 
Event=Ev 
Gift=Gf 
Moot=Mt 
Rite=Rt 
Equipment=r 
Past Life =1 
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(212) 685-3881 (703) 532-2477 

Fax (212) 685-2123 


Rockefeller Center 

630 Fifth Avenue 
Concourse Level 
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(212) 265-7449 
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201 Massachusetts Ave 
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(617) 267-2451 
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Card Name 

Type 

RAR 

—— ■ i—— 

Card Name 

Type 


HA- 

Card Name 

■■1 

Type 

— || Hi— I 

RAR 

Ambrosia 

A 

c 




Lynx 


I 

u 

Nectar 

TR 

u 

Bribery 

A 

U 

Mermaid 


A 

u 

Tortoise 

HA 

c 

Price Hike 

TR 

U 

Opinicus 


I 

u 

Crocodile 

D 

c 

Sale 

TR 

U 

Owl 


A 

i 

Elephants 

HA 

u 

Frey 

TR 

U 

Panther 


BA 

R 

| Pan 

A 

u 

Sir Galahad 

DS 

C 

Phoenix 


I 

R 

Achilles 

HA 

u 

Gram 

BA 

U 

Puk 


R 

C 

Adonis 

A 

c 

Harpies 

HA 

C 

Roc 


BA 

U 

Agravain 

HA 

u 

Hypnos 

BA 

u 

Seahorse 


I 

U 

Ajax 

R 

c 

Ida 

T 

c 

Tengu 


BA 

C 

Amazons 

HA 

u 

Ishtar 

A 

u 

Golden Dragon 


D 

C 

Hippolyte 

HA 

u 

Labyrinth 

T 

c 

Violet 


D 

C 

Minotaur 

BA 

c 

Merlin 

A 

u 

Tatsu 


D 

C 

Medusa 

A 

u 

Midas 

A 

u 

Sui-Riu 


D 

C 

Echo 

HA 

c 

Pandora 

A 

u 

Han-Riu 


D 

C 

Chronos 

TR 

u 

Prometheus 

BA 

u 

Ka-Riu 


D 

C 

Poseidon 

HA 

c 

Sirens 

A 

c 

Ri-Riu 


D 

C 

Atlantis 

TR 

u 

Tor 

BA 

u 

Nergal 


D 

C 

Atlas 

BR 

u 

Trolls 

HA 

c 

Heavenly Naga 


D 

C 

Avalon 

A 

u 

Valhalla 

TR 

u 

Divine Naga 


D 

c 

Banshee 

BA 

c 

Wandering Rocks 

T 

c 

Earthly Naga 


D 

u 

Bifirost 

TR 

u 

Trojan Horse 

TR 

R 

Hidden Naga 


D 

c 

Calypso 

R 

u 

Ape 

I 

u 

Piasa 


D 

c 

Camelot 

T 

c 

Badger 

BA 

u 

O-Gon-Cho 


D 

u 

Centaurs 

A 

c 

Cricket 

BA 

c 

Ethiopian Dream 


D 

c 

Blinding Light 

HA 

c 

Doves 

BA 

c 

Dragon of Knucker Hole 


D 

u 

Cyclops 

BA 

c 

Firefly 

I 

u 

Dragon of Exe Valley 


D 

u 

Dwarf King 

TR 

u 

Golden Grasshopper 

BA 

u 

White-Eared Dragon 


D 

c 

Fortuna 

BA 

u 

Celestial Charger 

n. * 1 . f* .. Jr... 

BA 

A 

c 

D 

Green Dragon 


D 

c 

Inflation 

TR 

u 

The Pathfinder 

A 

K 




■ 

Dragon on Strike 

A 

u 

Red Kangeroo 

R 

u 

CARD TYPES: 

A ACTION 

DS 

DRAGON SLAYER 1 







BA BATTLE ACTION 

R 

REACTION 

1 


D DRAGON 

TR 

TREASURE 

" 1 'v. 

. 




WYVERN SKILL RATINGS 

STARTER DECK 

EVENTS 

Name 

ZIP 

Rating 

Henning, Harold 

06804 

3938 

Searight, Jonathan 

20684 

3767 

Bissonnette, Doug 

06606 

3750 

Neville, Dan 

87505 

3533 

Jones, Steve 

10024 

3500 

Toth, Barron 

06611 

3425 

Tung, Simon 

LSLSM7 3300 

Galullo, Doug 

06489 

3300 


Name ZIP Rating 

Fink, Adam 10901 3000 

Keavery, John 10583 2900 

Henning, Inger 06804 2850 

Steigerwalt, Juldis 12590 2767 

Rakowski, Bill 21213 2700 

Ceretta, Lou 06468 2667 

DiGino, Matthew 04118 2650 


WYVERN SKILL RATINGS 
TOURNAMENT DECK EVENTS 

Name 

! Castanzo, Gavin 
l Bard, Alex 
! Jackson, Josh 
I Arents, Janine 
Jones, Steve 
Lesiak, Steve 
Voytek, Thomas 
Ferris, Bill 
Rogers, Brandon 


ZIP 

Rating 

11777 

3343 

11733 

2950 

12180 

2700 

06413 

2482 

10024 

2467 

07036 

2433 

06525 

2414 

77386 

2394 

77386 

2367 


Name ZIP Rating 

Dunn, Craig 77381 2277 

Bissonnette, Doug 06606 2263 

McRavey, Colin 06460 2189 

Slater, Jerrod 06460 2117 

Costanzo, Sergio 11738 2114 

DeBernardo, Harry 06460 2060 

Thomas, Charlie 77386 2050 

Choma, Ray 06460 1975 

Adam, Roger 77381 1967 


Name 

Sedich, David 
Maher, Jim 
Webster, Del 
Louie, Dan 
Fitzgerald, Mike 
Evans, Ian 
Toth, Barron 


ZIP 

Rating 

06460 

1960 

06606 

1925 

77386 

1925 

06851 

1885 

06851 

1883 

06460 

1800 

06611 

1589 
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# 

Card Name 

Rarity 

D42 

Thunder Gruen 

U2 

D80 

Norton Rumple 

C2 

D1 

About the Low-Lifes 

U1 

D43 

Jil Grunder 

U2 

D81 

Benjamin Sells 

C2 

D2 

Crime & Punishment 

U1 

D44 

Gum It Up 

C4 

D82 

Shake 'Em Out 

C3 

D3 

Mr. LeThuy's Secret 

U1 

D45 

Roman Gundle 

U2 

D83 

Gayth Silver 

C2 

D4 

The Net's Secret 

U1 

D46 

Hack-Master 

C2 

D84 

Slaughter 

U2 

D5 

Monty Albion 

U3 

D47 

Eddie Haggle 

U3 

D85 

Sludge 

C2 

D6 

All-Fours 

U1 

D48 

Barber Hammock 

U1 

D86 

Smack Back Attack 

C4 

D7 

Ghadir Allemi 

U1 

D49 

Hand Out to the Lost 

C3 

D87 

Spike 

C2 

D8 

Lyubov Anatova 

U1 

D50 

Heating Up 

U2 

D88 

Squeaks U3 


D9 

Alicia Andromeda 

C2 

D51 

Jerry Heckle 

U1 

D89 

An ie la Stan sky U2 


DIO 

Annie the Rib 

C2 

D51 

Jerry Heckle 

U1 

D90 

Startle C2 


Dll 

Astral Tempest 

C3 

D52 

Consuela Herrera 

U2 

D91 

Starwalk 

C2 

D12 

Atavism: Priestess of Mu 

U1 

D53 

Honor Among Thieves 

C4 

D92 

Robert Stop 

C2 

D13 

Tommy Bakka 

U3 

D54 

Howdah 

U2 

D93 

Cooper Syme 

C2 

D14 

Andrew Banks 

U1 

D55 

Anya Huesco 

U1 

D94 

"Rod ""Scabs"" Tar" 

C2 

D15 

Rixa Bekker 

U3 

D56 

Azza Jami 

U3 

D95 

Fea Terronez 

U1 

D16 

Bolstered Heart 

U1 

D57 

Knobs 

C3 

D96 

The Radiator 

U2 

D17 

Dr. Renee Boneau 

U1 

D58 

Kwik Klinik 

U2 

D97 

The Skids 

C3 

D18 

Bums' Rush 

C4 

D59 

LeThuy Injection 

C2 

D98 

The Squeeze 

C3 

D19 

Ace J. Cirrus 

C3 

D60 

Mr. Tramh LeThuy 

U1 

D99 

Clyde Throckmorton 

U1 

D20 

Contacts in the CPC 

C2 

D61 

Giovanni Mancini 

U1 

D100 Dolores Titania 

U1 

D21 

Jorge Corriendo 

U3 

D62 

Freddie Manger 

U3 

D101 Touchy Explosives 

C3 

D22 

Crackdown 

U1 

D63 

Gregory Mantle 

U3 

D102 

Underworld Contacts C3 

D23 

Monique D'Aubainne 

U1 

D64 

Kalev Maran 

U2 

D103 Vibro Blaster 

C3 

D24 

De-Individuator 

U3 

D65 

Rita Milagro 

U1 

D104 Vortex 

U1 

D25 

"Dead, Dead, Dead" 

C4 

D65 

Rita Milagro 

U1 

D105 Tanja Voss 

U1 

D26 

T. Joe Dreck 

U3 

D66 

Vincent Moire 

C2 

D106 Simon Wallop 

C2 

D27 

Eel 

U2 

D67 

Moonsilk 

U2 

D107 Walter Was 

U3 

D28 

El Zod 7 

C2 

D68 

Ajay Obalago 

U1 

D108 Great White 

C2 

D29 

Facelessness 

C3 

D69 

Rodney Odge 

C2 

D109 Rhonda Widdershins 

C2 

D30 

May Ferendi 

U1 

D70 

Seiji Ogata 

U1 

DUO Wrench 

C2 

D31 

Roz Fernseh 

U2 

D71 

Lissy Omgek 

U1 

Dill Xotok 

U1 

D32 

Otto Finkelstein 

U2 

D72 

Orders From Tomorrow 

C2 

D112 Sandy Yama 

C2 

D33 

Fishwipe 

C2 

D73 

Giurgiu Otinka 

U1 

D113 Margarita Yelmo 

U2 

D34 

Flux 

U2 

D73 

Giurgiu Otinka 

U1 

D114 Omni Yushka 

C2 

D35 

Formless 

U2 

D74 

Otz 

U3 

D115 

Oma Zero 

U3 

D36 

Betty Frenum 

U1 

D75 

Elizabeth Pock 

U1 

D116 Laura Zoom 

U1 

D37 

Friends in Justice Barrio 

C4 

D76 

Lujayn Qufra 

U1 

D117 M'ay Zung 

U1 

D38 

Friends Under the Street 

C4 

D77 

Hank Ramas 

C2 

D51 

Different background 

COLORS ON EACH VARIANT. 

D39 

Miriam Galaxy 

C3 

D78 

Wanda Rod 

U2 

D65 

Different background 

COLORS ON EACH VARIANT. 

D40 

Pepper Grange 

C3 

D79 

Alonzo Rubio 

U1 

D73 

Different background 

COLORS ON EACH VARIANT. 

D41 

Julie Grouse 

U1 

D79 

Alonzo Rubio 

U1 

D79 

Different background 

COLORS ON EACH VARIANT. 







Name 

Type 

Rarity 

Archeons 

AC 

U 

Brothers to the Sword 

AC 

C 

Dragon Knight 

AC 

R 

Jaded Couple 

AC 

VR 

Leviathan of Taz 

AC 

C 

Lizardeen Specialist 

AC 

VR 

Mer-Cees 

AC 

U 

Mer-She 

AC 

R 

Mer-Tians 

AC 

U 

Saurian Rider 

AC 

VR 

Surge Protector 

AC 

C 

The Friend 

AC 

C 

The Russels 

AC 

R 

The Telden 

AC 

U 

Cleito's Gate 

AG 


Doris' Gate 

AG 


Nereus' Gate 

AG 


Oceanus' Gate 

AG 


Pontus' Gate 

AG 


Scylla's Gate 

AG 


Bar Folk 

AsC 

R 

Dinos of the Mount 

AsC 

C 

Feline Ferns of Nerth 

AsC 

C 

Galaxy Lightning Corp 

AsC 

VR 

Last Defenders 

AsC 

U 

Lights Lady 

AsC 

U 

Mark in Defense 

AsC 

VR 

Mentalists of Tunetha 

AsC 

C 

Power Blade Master 

AsC 

U 

Reever AsC 


R 

Serfs of Nod 

AsC 

C 

Sigmund AsC 


R 

Sinder AsC 


VR 

Tellat AsC 


R 

Treen 

AsC 

U 

Tun 

AsC 

R 

Vanessa AsC 


VR 

Wolves of Garthank 

AsC 

U 

Bor's Gate 

AsG 


Fregja's Gate 

AsG 


Garm's Gate 

AsG 


Hel's Gate 

AsG 


Loki's Gate 

AsG 


Odin's Gate 

AsG 


The Norns' Gate 

AsG 


Action Mistress 

AT 

U 

Agrelius 

AT 

VR 

Antarea 

AT 

R 

Bladed Couple 

AT 

U 

Blaster 

AT 

VR 

Del Sin 

AT 

R 

Drop Troops of Zen 

AT 

C 

Emerald Titan 

AT 

R 

Guardian of the Mists 

AT 

C 

Hyde 

AT 

VR 

Laz Couple 

AT 

VR 

Lightning Thrower 

AT 

VR 

Major Players 

AT 

C 

Pistoleer 

AT 

C 

Red Slayer 

AT 

C 

Rok the Relentless 

AT 

R 

Sea Challenger 

AT 

C 

Silencers 

AT 

C 

Spirit Gunner 

AT 

VR 

Task Master 

AT 

VR 

The Man 

AT 

R 

The Rider 

AT 

U 

Tronst 

AT 

R 

Universal Trooper 

AT 

VR 

White Rider 

AT 

U 

Zaben Tat 

AT 

U 

Archeens 

AtT 

VR 

Death Rider 

AtT 

R 

Djin 

AtT 

VR 

Dream Warriors 

AtT 

U 

Illusion Maker 

AtT 

R 

1 Lady of Ice 

AtT 

C 

Land's Guardian 

AtT 

C 

1 Lightning Sifter 

AtT 

VR 

| Mer-Lass 

AtT 

C 

I Mer-done 

AtT 

R 

I Nevik 

AtT 

R 

I Night's Teacher 

AtT 

VR 

1 Nile's Gift 

AtT 

C 

I Quickbeam 

AtT 

R 

I Romulus AtT 


U 

1 Salazia AtT 


U 

I Star Warrior 

AtT 

C 

I Tainted Merchant 

AtT 

VR 

1 Troubled Centaurian 

AtT 

U 

I Watcher AtT 


VR 

1 Battler AV 


R 

1 Bright Speedster 

AV 

VR 

I Chrome Jaws 

AV 

C 


Name 

Gate Cruiser 
Gate Ship 
Kargon Ranger 
Moon Rider 
Nebula Cruiser 
New Ark 
Ship of Boris 
Ships of the Night 
Simple Sphere 
Skull Ship 
Transport Bot 
Vortex Dish 
Vortex Walker 
Adeluvians 
Amber Watcher 
Bengali 
Chargest 
Dragon Rage 
Dragon Riders of Ott 
Feline 

Flyers of the Vortex 
Gorgat 

Interested Cats 
Last Minotaur 
Lifters 

Lightning Dragon 
Mawling 

Midnight Web Spinner 
Mist Dwellers 
Mistress of Horse 
Quatzalatzan 
Quest for Truth 
Tanian 

The Dancing Pair 
Annwn's Gate 
Cerberus' Gate 
Chimaera's Gate 
Gorgons' Gate 
Grendel's Gate 
Kraken's Gate 
Pazuzu's Gate 
The Hydra's Gate 
Typhon's Gate 
Aquanian 
Atlun 

Beast of Temple Doom 
Centaurin 
Char Dragon 
Charta Harpy 
Condoon 
Death Sentinel 
Dragon of the Veil 
Emerald Slayer 
Georgian Avian 
Goblin 

Green Dragon of Thuu 

Grow-alt 

Gruug 

Just a Dragon 
Monarch Bat 
Monster Willow 
Mountain Monster 
Roon 

Rulers of Anselon 
Senella 
Shrieken 
Stone Dragon 
Tareel 

The Crimson Courser 

Typhus 

Were-Lion 

Winged Piercer CM 

Boon Companions GC 

Cloak Master 

Corbin 

Dark Challenger 
Dazzler 
Hera's Blade 
Horse Allies 
Leveler 

Mist Dwellers of Surn 

Sanshall 

Snow Cats 

Sword of Protection 

Tandaleea 

The Archer of Fletchen 
Ton 

Unicorn of Zen 
Apollo's Gate 
Cronus' Gate 
Demeter's Gate 
Europa's Gate 
Hade's Gate 
Hespera's Gate 


Type 

Rarity 

AV 

VR 

AV 

VR 

AV 

U 

AV 

U 

AV 

C 

AV 

U 

AV 

c 

AV 

c 

AV 

VR 

AV 

R 

AV 

C 

AV 

U 

AV 

U 

CC 

R 

CC 

C 

CC 

R 

CC 

R 

CC 

VR 

CC 

R 

CC 

U 

CC 

C 

CC 

R 

CC 

R 

CC 

U 

CC 

C 

CC 

VR 

CC 

R 

CC 

C 

CC 

R 

CC 

C 

CC 

U 

CC 

c 

CC 

VR 

CC 

C 

CG 


CG 


CG 


CG 


CG 


CG 


CG 


CG 


CG 


CM 

R 

CM 

VR 

CM 

C 

CM 

VR 

CM 

C 

CM 

U 

CM 

VR 

CM 

C 

CM 

VR 

CM 

C 

CM 

C 

CM 

U 

CM 

U 

CM 

VR 

CM 

VR 

CM 

C 

CM 

C 

CM 

C 

CM 

C 

CM 

R 

CM 

VR 

CM 

U 

CM 

R 

CM 

U 

CM 

U 

CM 

C 

CM 

VR 

CM 

C 


R 


C 

GC 

U 

GC 

U 

GC 

U 

GC 

VR 

GC 

R 

GC 

C 

GC 

U 

GC 

C 

GC 

R 

GC 

VR 

GC 

R 

GC 

U 

GC 

C 

GC 

c 

GC 

c 

GG 


GG 


GG 


GG 


GG 


GG 



Name 

Hestia's Gate 
Io's Gate 
Styx's Gate 
Zagreus' Gate 
Zeus' Gate 
Agrippa's Curse 
Angel in Glass 
Can't Happen 
Deceiver 
Elf Action 
Encapsulation 
Light Storm 
Lightning Stiker 
Lost in Thought GM 
Misty City 
Monster Friendship 
Mountain Protection 
Not Today 
Osiran Safety 
Painted Woman 
Peace Bringer 
Peace Peak 
Peaceful Intent 
Protected 
Salezians 
Tarn Woman 
The Enchanted Falls 
The Pond of Peace 
Twister 

World Essence 
Zapper 

Dragon Slayer 

Earth Riser 

Flortian 

Just A Man 

Kai-Louw 

Kufu's Blessing 

Last Bridge Holder 

Merlina 

Moon Dance 

Nomad 

Quick Star 

Red Blade 

Red Titan 

Rumblers 

Simmer 

Sky Mistress 

Slave Freer 

The Axer 

The Bladesman 

The White Lady 

Xeredes 

Xermies 

Alasandra 

Death Mists 

Flutter Twins 

Himself 

Ivory Lady 

Lightning Master 

Minor Bold Ones 

Minor Raider 

Path's Handmaiden 

Protectors 

Shadow Creature 

Snake Minions 

Theif in the Night 

Uncaring Fiend 

Absorption 

Black Gambit One 

Brak the Brave 

Dark Drifter 

Death's Sister 

Dragon Rider 

Easy Rider 

Ebony Death Watcher 
Forden 
Formulators 
Imps of Neff 
King Tuan 
Kingdom Breaker 


Type 

Rarity 

Name 

Type Rarity 

GG 


Baath 

OC 

R 

GG 


Death Taster 

OC 

VR 

GG 


Dragon Helper 

OC 

U 

GG 


Electra 

OC 

VR 

GG 


Far Eyed Soarer 

OC 

C 

GM 

R 

Helios 

OC 

R 

GM 

U 

Light Bringers 

OC 

U 

GM 

R 

Lightning Daughter 

OC 

R 

GM 

U 

Peek Twins 

OC 

U 

GM 

U 

Red Ghosts of Time 

OC 

C 

GM 

R 

Reptile Mistress 

OC 

C 

GM 

U 

Rider 

OC 

R 

GM 

R 

Tarnish 

OC 

R 


U 

Warden's Castle 

OC 

U 

GM 

U 

Wingling 

OC 

U 

GM 

U 

Amunet's Gate 

OG 


GM 

U 

Anubis' Gate 

OG 


GM 

R 

Atum's Gate 

OG 


GM 

U 

Hathor's Gate 

OG 


GM 

U 

Horus' Gate 

OG 


GM 

R 

Niut's Gate 

OG 


GM 

U 

Ptah's Gate 

OG 


GM 

U 

Re's Gate 

OG 


GM 

R 

Sekmet's Gate 

OG 


GM 

U 

Shu's Gate 

OG 


GM 

U 

Thoth's Gate 

OG 


GM 

U 

Arnth 

OT 

R 

GM 

U 

Blaze 

OT 

R 

GM 

R 

Blaze Goddess 

OT 

C 

GM 

U 

Icon Warrior 

OT 

VR 

GM 

R 

Kargars 

OT 

R 

GT 

VR 

Seket 

OT 

VR 

GT 

VR 

Serpent Warriors 

OT 

U 

GT 

R 

She Terror 

OT 

VR 

GT 

C 

Swords Woman 

OT 

C 

GT 

C 

The Fire Axeman 

OT 

C 

GT 

C 

The Red Seeress 

OT 

C 

GT 

VR 

The Resistors 

OT 

U 

GT 

U 

Threes 

OT 

VR 

GT 

C 

Tomaniee 

OT 

U 

GT 

VR 

Weapons Masters 

OT 

C 

GT 

C 

Winged Warrior 

OT 

R 

GT 

C 

Wren 

OT 

U 

GT 

U 

Wrestlers 

OT 

VR 

GT 

VR 

Axes of Horleen 

OTCH 

R 

GT 

R 

Bringers of Light 

OTCH 

C 

GT 

U 

Bugle of the Vortex 

OTCH 

C 

GT 

VR 

Crimson Sphrs o/Valor 

OTCH 

C 

GT 

C 

Final Spear 

OTCH 

C 

GT 

C 

Flame Thrower 

OTCH 

VR 

GT 

C 

Knights of Time 

OTCH 

C 

GT 

R 

Mind Jewel 

OTCH 

C 

GT 

R 

Mix Master 

OTCH 

VR 

HC 

VR 

Mountain Challenge 

OTCH 

U 

HC 

VR 

Mountain Support 

OTCH 

U 

HC 

VR 

Powered Gateway 

OTCH 

R 

HC 

R 

Quickening Mist 

OTCH 

VR 

HC 

VR 

Saucer of Yeanol 

OTCH 

C 

HC 

VR 

Ship of the Ages 

OTCH 

C 

HC 

U 

Starship of Thang 

OTCH 

C 

HC 

VR 

Summoner 

OTCH 

U 

HC 

U 

Supplicant 

OTCH 

VR 

HC 

U 

Titan Flames 

OTCH 

R 


Lesser Ebony Guardian HT 


Lesser Siren 
Light's Godling 
Little Fiend 
Lone Guardian 
Minor Black Grunnel 
Minor Char Beast 
She Who Watches 
Shejun 
Shield Man 
Sky Slasher 
Summoned Aggressor 
Terzan 

Amazons of Troy 


Vanhelephant 
Weapons of Semaj 
Weapons of Thor 
Weapons of Yanny 


A Vampire Moon 
Amber Tide 
Anger of The Gods 
Art Imitates Life 
Attack! 

Awesome Strength 
Castle Rising 
Crimson Force 
Crimson Ice 
Crimson Tide 
Doom Suit 
Ebony Darkness 
Emerald Force 
Emerald Ice 
Emerald Tide 
Energy Mountain 
Fallen 

Feathered Mistress 

Gigavolts 

Glitz 

Gold Ice 

Ice Nightwing 

Immuna 

Ivory Ice 

Modern Man 


Name Type 

Monster Confusion PS 

Mutating PS 

Nature's Call PS 

New Growth PS 

New Life PS 

Night Lightning PS 

Night's Cloak PS 

Olympus Beckons PS 

Power of the Mountain PS 


OTCH 

OTCH 

OTCH 

OTCH 


White Magic Vssl o/Doos OTCH 


Recovery 

Red Assassin 

Red Field of Force 

Restless 

Royal Ice 

Royal Inspection 

Running For Your Life 

Sky Technician 

Testing 

The Call 

The Power Within 
Tomorrows City 
Transformation 
Ultimate Battle 
Victor's Wish 
Victory 

Victory's Grasp 
Viking Gods 
Vortex Quake 
Wax and Wane 
Winning 
Alien Logic 
Angel Storm 
Beserker 
Black Planet 
Castle Standish 
Cat Quickness 
Changeling 
Claws of Victory 
Clear Reign 
Dark Lightning 
Dawn Retreat 
Dream Team 
Earth Walking 
Energy Fields 
Fangs 

Good Prospects 
Honor's Hope 
Jump 

Light of Day 
Lightning Fist 
Morpheus Calls 
Noah's Way 
Not Likely 
Offering 
Red Rob 
Rest Stop 
Scorpion's Sting 
Serpent City 
Sky City of Zen 
Solidity 

Strength Bonus 
Surprise Attack 
Tamer 
Tav Mists 
The Mysts 
The Wall 
Utter Distraction 
White Grasp 
Ancient Gate 


VR ? 

vr yfl 





GG: Gaean Gate 
GM: Gaean Magic 
OT: Osiran Trooper 
OC: Osiran Companion 
OG: Osiran Gate 
OTCH: Osiran Tech 
CM: Chaos Monster 
CC: Chaos Companion 
CG: Chaos Gate 
AT: Asgard Trooper 
AC: Asgard Companion 
AV: Asgard Vehicle 
AG: Asgard Gate 
AtT: Atlantean Trooper 
AtC:Atlantean Companion 
AtG: Atlantean Gate 
HG: Hyborian Gate 
HT:Hyborian Trooper 
HC: Hyborian Companion 
PS: Power Surge 
ND: Non-Dimensional 
VT: Vortex Tactics 





Games 

Galore 


Discounted Prices! 


Magic: the Gathering 

© Individual Cards 
© Complete Sets 
© Boxes 


Metro 817/461-Games 
805 W. Park Row 
Arlington, Texas 76013 

Now Accepting 
Visa/Mastercard 



Free Magic Manual (tips) 
with any order 


Specializing in 
Collectible Card Games 



For ALL Your Gaming Needs 


Send $3 For Catalog. Refunded With 1st Order. 

(304) 453-4712 


995 Riverside Drive 
HUNTINGTON, WV 25704 



We sell individual Magic cards!” 

GATOR 
GAMES 

Sc HOBBY 

4212 Olympic Avenue 
San Mateo, CA 94403 

Fax (510) 487-8053 
Internet- GatorGames@AOL.com 


415-571-PLAY 


Black 

Lotvs 

Games 

919-459-9280 
P.O. Box 334 
Castalia, NC 27816 


Up to 25% 
OFF! 


Boosters 


Magic Gathering $70 
Ice Age (June) $65 
Chronicles (July) $70 

200+ Page Catalog $3 Refunded 
RPG’s, Cards, Supplies & More! 
Shipping $3/1 item $5/mulitple items 



The Gathering 1 


We take pre-orders for ALL 
upcoming games! 


We carry a full 
line of 
collectable 
trading card 
games and any of 
your many 
gaming needs. 



11669 St. Rt. 520 
Glenmont, Ohio 44628 

_ ^ (216)377-4400 Call Mon.-Fri. 

Magic: The Gathering is a trademark of Wizards of the Coast, Inc. $ AM - 6PM Eastern J 


goMES 

[GRG) 

Specializing in Out-of-Print 

MadjOss 7ft© EaQfoSFOmji]™ 

Singles, Packs, and Sets 

Check Out our other RPGs! 
805-886-9770 

519 Ocean Blud., Isle of Palms.SC 29451 


OR DECK CftRD SI)0P 

• Magfc • Legends • The Dark • 

• 4th Ed. • ICE AGE 

STAR TREK Black/White 
Marilyn • Elvis • Coca-Cola 


Owner 

John Wollaston 


22604 Marine View Dr. 
So. Des Moines, WA 98198 
Next to Alstate 
(206) 878-6715 

- Open 7 days a week 10-8-- 


/Naming 


BUYING & SELLING MAGIC 
SINGLES, SETS, AND 
UNOPENED MATERIAL 

PHONE ORDERS WELCOME 

( 518 ) 272-4165 

M-F: 11-7PM, SAT 10-7PM, SUN 12-5PM 

INTERNET: GAMlNGJIM@AOL.COM 

FOR FREE CATALOG, WRITE TO: GAMING JIM'S 

HUDSON VALLEY PLAZA 
WE SHIP ANYWHERE!!! TROY, NY 12180 


PReaireR 



Premier Collectibles 
Monthly Tournaments with CASH Prizes 
Call for more Information! 

We Buy and Sell All Magic Cards 

Harold E Parker Jr. 88 S. U.S. 31 

(317) 882-1557 Greenwood, IN 46142 


Ttfg OC/Tge HE 41 HC 

We have all the singles, all the time. 

NEW location with 1800 sq. ft. of gaming space!! 

we HAVE gvcevrKHWC. 


Need 


we say more ( 


We BUY/SELL Singles, Packs, Boxes, Sets, and Collections! 


( 908 ) 486-1777 

223 N.Wood Ave Linden NJ 07036 FAX: (908)4*86-1651 




























































A close-up of the running press 


INSIDE 


CARTA 


MUNDI 


An inside look at the European 
printing house responsible for the manufacturing of 
many of the American CCGs 


|Skids of uncut MagicTG sheets... 


The mysterious card manufacturer, in 
Belgium, is no longer a mystery. We 
once wondered if Carta Mundi (literally 
Cards of the World) was a small plant, 
operated in a barn, basement or was an 
otherwise low overhead operation. Why 
else would there be such a short¬ 
age of cards in the U.S. unless 
the Belgian company was a small 
operation unable to produce 
enough product... The answers 
were found in Torhout, Belgium 
(about 30 minutes West of 
Antwerp). 


collectible card game manufacturers 
such as: Wizards of the Coast, Decipher, 
Inc., U.S. Games Systems, Mayfair 
Games, Atlas/ Trident, and Card Sharks. 
The foyer housed lucite cases filled with 
samples of the specialized card products 
that Carta Mundi has produced, but it 
was interesting to note that no CCG's 
were included in this display. 


At Carta Mundi, guests are 
known as "Bezoekers" and thus, 
we began our tour with a smile. 
Carta Mundi produces cards for 


Our tour began in their very modern 
office area and then we went on to the 
pre-production facilities. The pre-press 
room houses both modern and tradi¬ 
tional equipment and while much of the 
work is now done on computer, films 
are still hand-stripped and prepared for 
the plate maker with great attention to 
detail. 


We saw plates being made and 
developed and were led off to 
the press room. As we entered 


Poured footings 





























fiiunrll 


we heard the roar of huge sheet-fed 
presses which were visible beyond the 
sea of skids, full of uncut card sheets... 
(Yes, we were drooling - Magic cards 
were everywhere!) The footings had just 
been poured for the addition of another 
press. 

You are probably wondering, at this 
point, how Magic: The Gathering and 
other cards are produced. First, the cards 
are laid out in sheets of rows and 
columns, e.g. 11 x 11 sheets. Different 
sheets are created for different common¬ 
alties, e.g. common, uncommon and 
rare sheets. Four plates are made from 
the film separations, one for each color: 
Cyan (Blue), Magenta (Red), Yellow and 
Black. The plates are then installed on 
the presses and the cards are printed on 
these large cardstock sheets. A fifth color 
can also be printed (e.g. metallic gold) 
at the same time, if an extra plate is 
made. CCG cards have a varnish applied 
while the presses are running, but the 
slick finish for cards such as UNO cards, 
one of Carta Mundi's most famous 
products, is applied in the next room by 
two large coating machines. The varnish 
formula used on these cards is so secret 
| that it is kept in a safe. They wouldn't 
j allow pictures to be taken in this room 
or in the cutting and sorting rooms, 
except for the "Shredder". 

The printed sheets are piled on skids 
| and once they are dry they are trans¬ 
ferred to the cutting room where the 
machines slice the sheets into long 
strips. The strips are then cut into indi¬ 
vidual cards by a machine, which has 
elements resembling a horse race gate, 
and a slotted sorter, shaped like a 
witch's broom. The cards pile them¬ 
selves at the tip of the broom and are 
shoved into rectangular "houses" (which 
resemble toy railcars crossed with an 
electrical box). These "houses" are fixed 
to a pole that rotates the "deck" 90 
degrees to the trimmer where the cor¬ 
ners are rounded. The deck rotates a fur¬ 
ther 90 degrees and is shoved into 
another "box" which carries it on a con¬ 
veyor to packaging, or in the case of 
[ Magic cards, the conveyor allows cards 
I to be pulled off into wooden carrels 
which are taken to the sorting room. 
Wasted or damaged cards are placed in 


huge, blue plas¬ 
tic bins, to be 
shredded later. 

The sorting 
room had pal¬ 
lets of cartoned 
cards, towering 
to the ceiling 
(many of them 
were marked, 
Ice Age). 


Damaged cards awaiting their turn 

Sorting is done 

by a set of small, delicate machines in a 
line connected to a conveyor. We were 
rapidly whisked through this area to 
packaging machines which lay beyond, 
still dwarfed by towering pallets of car¬ 
tons. The cards used to be packed in the 
decks by hand, but now there is a 
machine in line to handle packaging. Ice 
Age cards were packaged by the machine 
but the Boosters and Starters themselves 
were still hand packed into boxes of 10 
and 36 and then were placed onto a 
conveyor which took them to the 
shrink-wrapping machine. 


In addition to CCG cards, Carta Mundi 
prints many other products, including 
casino playing cards and cards for Parker 
Brothers, so secu¬ 
rity is tight and 
cards never "go 
missing". Presses 
run continuously 
and time must be 
booked five 
months in 
advance. Printing 
capacity is sup¬ 
posed to double 
in August and 
Carta Mundi 
plans to open a 
U.S. facility in 
April of 1996, so 
we should see 
more frequent 
shipments from 
your favorite 
Manufacturers. 


THE SHREDDER! 


Shredded M:TG cards... 


Thanks again to 
Bea and Luc for 
their hospitality! 


Our tour group 
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The release of Magic: The 
Gathering (M:TG) 4th Edition and 
Chronicles will clearly have a major 
impact on the value of black bordered 
collections. Without question, any deci¬ 
sion by Wizards of the Coast (WotC) to 
reprint previously out-of-print (oop) cards is 
the single strongest downward influence on 
collection values. While debate may rage on 
how much WotC understands and premedi¬ 
tates this devaluation, the purpose of this 
article is to examine a less important but still 
influential market pressure in the form of 
the Duelist Convocation(DC). 

The DC began with the hiring (ini¬ 
tially on an unpaid basis) of Stephen 
Bishop, in June of 1993, just before the 
release of Alpha M:TG. The concept devel¬ 
oped by Lisa Stevens, Jesper Myrfors, and 
Peter Adkison was to create for Magic a sup¬ 
port organization which merged elements of 
the U.S. Chess Federation and the Camarilla 
(a White Wolf fan group). According to 
Bishop his instructions didn't extend much 
beyond the thinking aloud stage when he was 
hired 

"When I first came in... I thought 
that they knew what they wanted and had 
this thing already planned and they needed 
someone to do it. So I walked in and Peter 
(Adkison, President of WotC) said 'So, how 
would you do this?' I answered, "Ah, uh I 
was under the impression that there was a 
job description and you just needed some¬ 
one to do it." They all looked, shook their 
heads, slowly saying 'Ah Noo'." Stephen 
responded by outlining on the spot a very 
rough plan of how to create the DC. Two 
months later at Gencon '93 the DC officially 
began accepting members. 

Today, the Duelist Convocation 
consists of 6 employees, 6500 current mem¬ 
bers, and 50 new members per day. By com¬ 
parison the Camarilla has about 2500 and 
the RPGA, the TSR support group for role- 
playing, has a little less than 10,000. The 
function of the DC is primarily to promote 
the enjoyment of M:TG and other WotC 
Deckmaster series games. The best vehicle for 
this has been the creation of a framework for 
players to judge their skills nationally, based 
on results in the Duelist Convocation sanc¬ 
tioned tournaments. These tournaments 
have been some of the best attended events 
at any of the major conventions in the past 
two years. GenCon '94, which hosted the 
world championships, had almost 512 
entries for the championship. Due to this 
far-reaching influence, the DC plays a major 
role in crafting the way M:TG is played. Very 
few people play M:TG without some limita¬ 
tions on deck construction. Since the DC 
offers the rules for all of their tournaments 
the end result has been that DC deck con¬ 
struction rules have become the standard for 
most players nationwide. 

Valuations of cards are influenced 
most by the availability of the cards. 
Arguably the next greatest influence is the 


play value of a particular card. This is where 
the DC enters the oop card scene. Play val¬ 
ues, and thus card values, are affected when 
the DC bans a card, restricts a card (limiting 
it to one per deck), or changes the format of 
their tournaments. 

Having reviewed the basics of the 
DC, lets get down to the meat and potatoes 
of how card values are affected by a DC rul¬ 
ing. Let's begin with the more obvious influ¬ 
ence, which is when the DC bans or restricts 
a card outright. The only cards which have 
been continuously available and banned 
have been the "ante" cards Darkpact, Contract 
From Below , and Demonic Attorney. (All our 
computations use SCRYE Median value and 
cover issues 1-6 of SCRYE. While we only 
have a year's worth of numbers, this histori¬ 
cal database is far superior to any other 
available.) Looking at the valuations of those 
cards one discovers that, when the DC bans 
a card it appears to take a beating. 

Chart 1 shows the relative values 
of the three cards in question, compared 
with the average Rare in the Alpha Edition. 
Clearly the average Rare value is far better 
than the value of these cards over time. Just 
to be fair we took out the power cards which 
had been dropped after the Unlimited print¬ 
ing. Still the "ante" cards fare considerably 
worse than typical rare. How much of this is 
because they were banned and how much is 
attributable to customer rejection of the con¬ 
cept of ante is unclear. So how about a look 
at one of those banned cards which didn't 
graduate past Unlimited. In this category we 
have Time Vault. Check out Chart 2. Time 
Vault, a card which has barely seen DC play, 
has consistently outperformed its other Rare 
peers in the value race. 

Each of these charts do little to 
clear up the issue of the DC's influence. A 
clear pattern emerges in looking at the 
Arabian Nights card, Shahrazad. This poor 
puppy was banned because of its nature to 
add hours to the 
time needed to 
complete matches 
in a tournament 
setting. Looking at 
Chart 4 we see 
that again this 
card goes through 
spurts of lagging 
behind its more 
playable peers but 
inevitably comes 
close to catching 
up. Overall it 
appears that the 
banning of a card 
seems to depress 
the value of a card, 
particularly if it 
has no aspect of 


scarcity or card playablity to counter the 
effect of the ban. If it does, as in the case of 
Time Vault, then the ban hardly matters. In 
other words, card availability remains the 
pre-eminent factor in value. 

The next area where the DC affects 
collection values, is in the types of tourna¬ 
ments they offer. Up until recently, only one 
format was offered for Convocation points 
ranking. Referred to as the Type 1 style, it 
employs almost all Magic cards currently 
available. The DC took quite a public rela¬ 
tions hit, offering just the one style, due to 
the cost of acquiring a competitive deck. As 
pointed out in Duelist #5 by Paul Peterson, 
the best tip for building a Type 1 deck was 
to: "First, if at all possible, obtain a full set of 
Moxes and a Black Lotus." If you were 
unlucky enough to get into Magic after these 
cards were discontinued, adding these cards 
to your deck would mean almost a six hun¬ 
dred dollar investment (at current SCRYE 
prices for the Unlimited versions of these 
cards) - Hardly a fair situation... Mr. Bishop 
and company, resolved this problem by 
adding the Type 2 and Sealed Deck tournma- 
nents. 

Type 2 is a very restrictive format 
which currently only allows the use of cards 
from the 4th Edition of M:TG and the Fallen 
Empires and Ice Age expansion sets. 
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Considering the vast number of players who 
began to play Magic recently this format 
has been very well received. In spite of that, 
all is not calm in Magicville. 

Ben Zamzow is a 12 year old from 
Idaho, who plays over 7 seven hours a day 
and he guesses that he has spent over 
$600.00 on Magic in the year and a half he's 
been playing. To say that he's a Magic fan is 
like saying that a Booster full of Rares is 
defective. For Ben, Type 2 is good as long as 
Type 1 sticks around, "I think it's more 
important to have the option to play Type 1 
or Type 2, depending on which one you like 
better." 


Value of Time Vault VS Average Rare 


The problem is that according to 
many, Type 2 is the one that's supported. 

Fueling that 
perception is that not a 
single Type 1 format was 
usable to qualify for 
Regional or National 
Championships. Paul 
Matsumoto, who ran the 
Southwest Regional in 
Southern California, 
feels this may lead to the 
fear that Type 1 is being 
phased out. "The prob¬ 
lem is that by not 
involving Type 1, in the 
Regional Tournaments, 
this has created a percep¬ 
tion that WotC is phas¬ 
ing out this popular for¬ 


mat." The impact of all this in terms of col¬ 
lecting. is that if Type 1 fades from the scene 
the cards needed to compete in Type 1 will 
clearly diminish in value. That price reduc¬ 
tion may be positive if the reason these 
cards were valued so strongly was due to the 
DC influence in the first place. In spite of 
that, many "old-tymers" as Paul put it "Are 
feeling betrayed." "The people who have 
been with Wizards (WotC) were the ones 
who bought the cards since day one and 
have been very loyal. These people 
have...been consistent consumers and have 
been very, very, loyal to this game. They 
have a lot of cards that they suspect are 
being phased out." 

Stephen Bishop goes out of his 
way to point out that the DC, outside of the 
World Championships, is treating the Type 
1 just the same as the Type 2. "We don't 
determine what type of tournament some¬ 
body out there is going to run." He cites 
the upward trend in Type 2 tournaments as 
being the result of what is being demanded. 
"If people are seeing a strong drop-off in 
Type 1 tournaments being sanctioned, it's 
because there are less people who are apply¬ 
ing for sanctioning." The question remains, 
is this due to the Type 2 World 

Championship format. Steve suspects 
that might be the case but sees no 
other course of action with the num¬ 
ber of different nations involved - 
most of which have never had wide 
availability of Unlimited product 
much less Alpha or Beta. "I think that 
most of the problem that we are see¬ 
ing, is because most people are very 
nationally focused, and are only think¬ 
ing about the United States. Consider 
that in the World Championships, we 
have over 19 different nations being 
represented. Most of those countries 
never had access to Moxes or Black 
Lotuses..." Steve contends that Type 1 
primarily, due to card access issues, will 
need to be a North American event. 


Chart 4 Shahrazad vs Non Revised Arabian Rares 


Along those lines he did hold out 
promise for those unsatisfied Type 1 
players out there. "We are planning 
on having a national Type 1 
Championship separate from the 
World Championship ..." He was not 
able to offer details yet. Mr. Bishop also 
mentioned that additional formats were in 
the offing and that no one should view any 
format as static. Some type of format change 
is likely, which will offer a much greater 
degree of choice than Type 2 but will not be 
as expensive as Type 1. 


Price Comparison Revised Rares & Banned Cards 


Shahrazad 


While Steve didn't indicate any 
particular method, one commonly discussed 
format is the "1.5" format. This format 
would ban most cards currently restricted, 
while making all other cards available 

So how does all this tie back to 
your Magic collection's value? First, while 
the DC restricting or banning a card may 
reduce its value slightly, the effect is nothing 
compared to the impact of card availability 
on price. If WotC brings back your favorite 
out-of-print card - it's going to go down in 
value. Different tournament formats will 
also have an effect... If the DC reduces the 
choice of cards, look for value of those 
banned cards to level or diminish. If the DC 
expands the field to include cards which are 
in scarce supply, watch for prices for those 
cards to increase. Just like when you tell 
yourself that a really good horror film is 
"Just a Movie.", remember Magic is "Just a 
Game". If you are playing the bigger game of | 
making money on Magic, bear in 
mind that almost every part of 
WotC, including the Duelist 
Convocation, will make changes 
and design product releases based 
on what's best for "The Game." 
Often that philosophy will be in 
direct conflict with the nature of 
Magic as a collectible. "The Game" 
will prevail every time. Just watch 
what happens to card values in 
reaction to the Chronicles release 
later this month - a product 
designed for the gamer... 

So as with any ante be 
sure to only play with what you 
can afford to lose. 


































A War Without Limits 
Needs Heroes 
without Equals 
Twelve thousand years 
ago, war raged across six 
Dimensions. Earth, because 
of its many Dimensional 
Vortex Gates, was a constant 
battlefield before the ice- 
age's glacial fingers ended 
the warring. Centuries 


passed and humans forgot 
the ancient war. Its battles, 
heroes and gallant deeds 
became foundations for our 
mythologies. The Greeks 
sang of the Olympians of 
Gaea. Egyptians paid 
homage to the wisdom of 
the Osirans. Norsemen wor¬ 
shipped the Asgard; Celts 
the powerful Hyborians. 
Everyone admired the 
Atlanteans and feared the 
Monsters from Chaos. With 
the war forgotten, man 
fought his own wars and 
progressed over the next ten 
thousand years. Only on the 
| darkest of nights some 
genetic memory triggers, 
sending a shiver and a warn¬ 
ing — they will come again. 

Getting Started 
Hyborian Gates is for 
| two or more players. Each 
player needs a card deck. 

Part of the fun is collecting 
Hyborian Gates cards to cre¬ 
ate differently themed decks 
and discover how to struc¬ 
ture special decks to defeat 
your friends. 

Winning 

A game ends when one 
player controls a number of 
Dimensions until the end of 
everyone's turns. 

The number of Dimensions 
varies with the number of 
players: 

2 players — 5 out of 6 
Dimensions 

3 players — 4 out of 6 
Dimensions 

4 or more players — 3 out 
of 6 Dimensions 

The Cards 
Cards use a common 
design to provide game play 
information. 

Card Type IconStrength: 

Attack/Defense 
Dimensional Icon 
Number or Modifier 
Trooper Hyboria (black) 

Monster Gaea (green) 


Dimension Cards 
Hyboria Gaea Asgard 
Atlantis Osiris Chaos 
Gates_ 


ic cards. There are six 
known Dimensions. They 
are linked in a circle as fol¬ 
lows: Hyboria, Gaea, 

Asgard, Atlantis, Osiris, 
Chaos. NOTE: Hyboria and 
Chaos are adjacent to each 
other. 

Ready Area — Troopers and 
attached cards are played 
from a player's hand into 
his Ready Area (an area on 
the table beneath the play¬ 
er's line of Pyramid 
Complexes). Once in the 
Ready Area, these cards can 
be moved from the Ready 
Area to a Pyramid Complex 
and, on the same turn, 
transported into a 
Dimension. 

Except for defending a 
Pyramid Complex, the play¬ 
er must have Troopers and 
Monsters in the Ready Area 
for one turn before playing 
them into a Dimension. 
Normally, Trooper and 
Monster cards cannot be 
played out of a hand and 
directly into a battle. 

Vortex Tactics Cards — 
Played from the hand dur¬ 
ing a battle, these change 
conditions in the battle. 
Some affect a battle's out¬ 
come, others negate previ¬ 
ously played cards or create 
unique effects. Vortex Tactics 
cards may only be played at 
the beginning of each battle 
segment. They can be played 
by attacking and defending 
players. 

Companions — Usually 
Companions can only be 
played with Troopers which 
originated from the same 
Dimension (i.e. 

Companions from the 
Osiran Dimension may only 
be attached to Troopers 
from the Osiran 
Dimension), unless special 
circumstances are in effect. 
Companion cards may 
never be played by them¬ 
selves. Each Companion 
card has a pair of numbers 
in the upper left-hand cor¬ 
ner. These numbers are 
added to the Trooper's 
strength to boost the 
Trooper's attack or defense 
total. Any number of 
Companions may be added 
to a Trooper or Monster. 

Companion cards may 
be placed in the Ready Area 
with a Trooper when the 
Trooper is played or they 
may be placed with a 
Trooper just prior to any 
Troopers being transported 
from the Ready Area. Once 
placed, they remain 
attached to the Trooper 
until discarded. When the 
entire battle is over, 
Companion cards remain 
attached to the victor. The 
loser and their Companion 
cards are discarded. 
Dimension Cards — 
Players are to place their 
Dimension cards on the 


table in a special layout. If 
players prefer, they may 
arrange the Dimension 
cards in a circle. 

Ready Area_ 

Gates_ 


Ready Area_ 

Gate Cards — These cards 
represent the riffs, or gate¬ 
ways, between Dimensions. 
Each Gate (indicated by 
color) is directly linked (pri¬ 
mary link) to one 
Dimension and indirectly 
linked (secondary link) to 
the two Dimensions adja¬ 
cent to the primary, (i.e. A 
Chaos Gate is directly 
linked to the Chaos 
Dimension and indirectly 
linked to the Osiran and 
Hyborian Dimensions.) 
When Gate cards are com¬ 
bined with Pyramids, a 
Pyramid Complex is created 
and may transport Troopers 
into other Dimensions. 

All Pyramid Complexes may 
always send one Trooper 
and its attached cards into a 
Dimension to which it is 
directly linked. A Pyramid 
Complex may be over¬ 
loaded by adding additional 
Pyramids to the Gate. This 
allows transport of one or 
more Troopers into 
Dimensions to which the 
Gate would not normally be 
directly linked. This also 
causes the Complex to self- 
destruct. 

Players must have one 
Gate card in their deck for 
every nine other types of 
cards. There must be at least 
five Gate cards in each deck. 
Players may add nine cards 


for every new Gate card they 
add to their deck. 

Gaean Magic — Played 
from the hand during a bat¬ 
tle, all Magic comes from 
the Gaean Dimension. The 
special effects of these cards 
can only be used by 
Troopers from the Gaean 
Dimension or by Troopers 
who have a special ability 
allowing them to use Gaean 
Magic. The information 
boxes determine the power 
and duration of the Magic's 
effect. Unless otherwise 
directed, Magic cards are 
discarded when the battle 
ends. Magic cards are played 
from the hand after Vortex 
Tactics cards have been 
played but before they are 
resolved. The effects of 
Magic cards are resolved 
after the Vortex Tactic's cards 
resolution. The Gaean 
Trooper casting Magic must 
either be in the Dimension 
in which the battle is taking 
place, or in an adjacent 
Dimension and not 
involved in a battle there. 
Gaean Troopers may cast 
one Magic spell per battle. 
Monsters — Call them ugly, 
call them powerful, but if 


Companion Asgard (white) 
Tech Atlantis (blue) 

Vehicle Osiris (yellow) 

Magic Chaos (red) 

Vortex Tactic Card's name 
Power Surge Dimension & 
type 

Information Box Terms 

The terms essential to 
learning the rules are listed 
below: 

Attached Cards — These 
cards are played underneath 
a Trooper card. Once 
attached, they generally stay 
with the Trooper and in 
play as long as the Trooper 
is alive. Attached cards usu¬ 
ally add to the strength 
(defensive and/or offensive 
number) of the Trooper. 
Attached cards must be 
played on Troopers while in 
the Ready Area. Attached 
cards are: Companions, 

Tech and Vehicles. 

Campaign — When one or 
more Troopers attack a Gate 
or a Dimension occupied by 
opposing cards, a Campaign 
ensues. The attacker selects 
one of his/her Troopers to 
battle one defending 
Trooper 

(chosen by the defending 
player). The winner stays to 
fight another battle in the 
same Campaign. The loser 
is discarded. 

A player may wish to 
send in multiple Troopers in 
case their best attack is 
defeated by some Vortex 
Tactics card or other strate¬ 
gy- 

Troopers occupying a 
Dimension before an attack 
are always considered the 
defender even though they 
use their attack numbers 
against opposing Troopers' 
defense numbers. 

Battle — A portion of a 


Campaign involving one 
attacking and one defending 
Trooper (including all 
attached cards on both 
sides). 

Dimensional Icon — 

Colored, geometric icons 
are printed in the cards' 
upper right-hand corners. 

These icons determine 
the cards' original 
Dimension and how many 
points of Pyramid power are 
required to transport specif¬ 

































they are on your side, these 
terrible creatures act as 
Troopers, fighting alongside 
the player's other forces to 
protect home Gates and 
captured Dimensions. All 
Monsters come from the 
Chaos Dimension and have 
special powers allowing 
them to do amazing things. 
Each has a Monster icon in 
the card's upper corner. For 
play purposes, Monsters are 
the same as Troopers. 

Total Power Level — By 
adding all relevant attack or 
defense numbers from 
attached or played cards to a 
single Trooper card, the 
total power level is 
obtained. This is the attack 
or defense number which 
must be matched or exceed¬ 
ed to defeat the Trooper. 
Power Surge Cards — 
Played from the hand at any 
time during any player's 
turn (they may not be 
played during the simulta¬ 
neous draw and Gate seg¬ 
ments), these cards simulate 
the special effect energy has 
on Gates. Each of these 
cards has a red sun burst in 
the upper left-hand corner. 
When played, their effect is 


read aloud and happens 
instantly. Most affect only a 
single Dimension to which 
they are directed by the 
player, others may only be 
placed in specific 
Dimensions, and a few may 
affect other cards in all 
Dimensions or Ready Areas. 
Pyramids — These are spe¬ 
cial fold-up counters (made 
from cards) representing 
devices which tap the energy 
in Gate cards and transport 
Troopers back and forth 
between Dimensions. These 
special, die- cut cards may 
either be used in their card 
form by playing them under 
a Gate, or may be punched 
out, folded and assembled 
by players as per instruc¬ 
tions. These counters are not 
shuffled into the deck and 
do not count against the 50 
card minimum deck rule. A 
player may have as many 
Pyramids as he wants. 
Pyramid Complexes — 
Pyramid Complexes are cre¬ 
ated when Pyramid counters 
are combined with Gate 
cards. 

Once a Pyramid is com¬ 
bined with a Gate card it 
cannot be changed, or 
moved to a new card, for 
the remainder of the game. 
Trooper — Troopers are the 
leaders who command the 
player's forces. A Trooper's 
attack and defense numbers 
are the base to which all 
attached cards (such as 
Companions) add their 
power. The special bonuses 
and powers these Troopers 
have mean the difference 
between winning and losing 
battles. Each Trooper has a 
pair of strength numbers in 
the upper left-hand corner 


of the card and a special 
ability (if any) in the infor¬ 
mation box on the bottom 
of the card. Generally speak¬ 
ing, these are the only 
beings who can attack and 
defend Dimensions or 
Pyramid Complexes. Each 
card has a Dimensional icon 
in the upper right-hand cor¬ 
ner to tell which Dimension 
they are from. 

All Troopers may be 
transported to and from any 
Dimension, not just the one 
from which they originate. 
For example, Gaean 
Troopers may transport to 
any Dimension, not just the 
Gaean Dimension. Troopers 
from various Dimensions 
have special abilities, as list¬ 
ed below: 

Gaea 

Gaean Troopers may use 
Gaean Magic cards. 

OSIRAN 

Osiran Troopers gain a 
plus one (+1) to their 
strength for each attached 
Tech card. This is in addi¬ 
tion to any pluses or condi¬ 
tions stated on the Tech 
cards. If an Osiran Trooper 
creates a combined arms 
team by attaching at least 
one Tech and one 
Companion, the Trooper 
gains plus three (+3) to its 


strength in addition to other 
bonuses. 

Chaos 

Chaos Monsters, once 
transported to a Dimension, 
may move to an adjacent 
Dimension without the use 
of a Pyramid Complex. This 
is called Dimension 
Walking. Their attached 
cards may not move and, if 
left alone, are discarded. 

This movement takes place 
during the normal trans¬ 
porting phase of the player's 
turn. 

Asgard 

Generally, Asgard 
Troopers are the only 
Troopers who may use 
Vehicles. 

Atlantis 

Atlantean Troopers, if 
not engaged in defending 
the dimension which they 
have occupied for at least 
one turn, may lend support 
to a battle in an adjacent 


dimension. Each Atlantean 
card may add one to the 
strength of any Trooper 
owned by the same player 
and attacking or defending 
one of the adjacent dimen¬ 
sions. If the battle is lost, 
the cards(s) providing this 
indirect support suffer no ill 
effects for their support and 
remain in play. 

Hyboria 

Hyborian Troopers gen¬ 
erally possess substantially 
higher attack numbers. 

Tech (attached cards) — 
These cards are magical or 
technical devices and 
weapons designed to make 
any Trooper safer and more 
deadly in battle. Some cards 
have a pair of numbers in 
the upper left-hand corner. 
The numbers are added to 
the Trooper's strength to 
obtain an attack or defense 
rating. 

A Tech card's ability or 
special power is instantly 
given to the Trooper to 
which the card is attached. 
Any number of Tech cards 
may be attached to a 
Trooper. 

While all Tech originates 
in the Osiran Dimension, 
Troopers from any 
Dimension may have Tech 
cards attached. Osiran 
Trooper's with Tech cards 
attached gain plus one (+1) 
to their strength, over and 
above whatever the card 
does, for each attached card. 
Vortex Tactics Cards — 
Vortex Tactics cards are 
always played during battles. 
Only Troopers directly 
involved in a battle may 
play Vortex Tactics cards. 
Vortex Tactics cards are 
played from the hand and 
are resolved before compar¬ 
ing attack and defense num¬ 
bers. 

Vortex Tactics cards may 
modify a player's combat 
levels or otherwise affect the 
battle. After the attacker 
commits Troopers/Monsters 
and attached cards to the 
first round of battle, he/she 
may play Vortex Tactics 
cards face down. The 
defender may now play one 
or more Vortex Tactics cards 
face up. The attacker turns 
any Vortex Tactics cards over 
and the battle is resolved. 
The defender's Vortex Tactics 
cards are resolved first and 
pre-empt the attacker's 
Vortex Tactics cards, (i.e. if a 
defender's Vortex Tactics 
card ends the battle, the bat¬ 
tle is over regardless of the 
attacker's Vortex Tactic 
cards.) 

Vehicle (attached cards) — 

This is equipment which 
must be operated by 
Troopers from the Asgard 
Dimension or other 
Troopers which have been 
granted the ability to oper¬ 
ate them. Each has a Vehicle 


H T 


icon in the right corner, and 
special abilities are detailed 
in the information boxes. 
Unless otherwise stated, a 
Trooper may never have 
more than one Vehicle 
attached at a time. Some 
Vehicles require more than 
one transportation point. 

The number required is 
equal to the number of 
icons in the upper right- 
hand corner. 

Strength — When a card or 
rule refers to strength it 
includes adding to or sub¬ 
tracting from both the 
attack and defense values on 
the card. Any addition to 
strength is added to each 
number, never a total of the 
attack and defense values. 

The Deck 

The basic Hyborian 
Gates deck contains 55 
cards: a mixture of Gates, 
Pyramids, Troopers, 
Companions, Tech, Power 
Surge, Vortex Tactics, 

Vehicles, Magic, and 
Monster cards. New decks 
are designed to be highly 
playable, but buying more 
cards and changing the deck 
mix to suit your playing 
styles and interests is an 
enjoyable feature of the 
game. 

Deck Building 

When putting decks 
together, remember, there is 
no limit to the number of 
cards you may have in a sin¬ 
gle deck so long as you 
comply with these rules: 

a. You must have one Gate 
card for every other nine 
cards in the deck. 

b. You may only have one 
Gate card with a special 
power for every two Gate 
cards without special pow¬ 
ers. 

c. You may never have more 
than two copies of the same 
card in any deck. 

d. There is no limit to the 
amount of Pyramids a play¬ 
er may have. 

Card Playing Rule #1 j 

Many cards have special 
abilities or effects. When a 
card's power contradicts the 
rule book, the card takes 
precedence. 

Card Playing Rule #2 

Special powers on cards 
usually affect only one 
dimension. Unless the card 
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states it affects all 
Dimensions and/or Ready 
Areas, it only affects the 
Dimension where the cur¬ 
rent battle is taking place. 
Unless otherwise stated, spe¬ 
cial abilities on Trooper 
cards are only active so long 
as the Trooper is in a 
Dimension. 

Card Playing Rule #3 

When playing cards in 
Dimensions, always orient 
them so their bottom faces 
the owning player. 

Setting Up 

Separate the Dimension 
cards and place them in the 
center of the table. In two, 
three, or four player games, 
only one set of Dimension 
cards is used. (See Multiple 
Player Games for larger 
matches.) Each player selects 
any one Trooper or Monster 
from his/her deck. The 
Trooper/Monster is placed in 
the Ready Area. Each player 
selects any one Gate card 
from the deck he/she is 
using. The Gate card is 
placed on the table. Each 
player selects one of their 
Pyramid counters and places 
it on the Gate card, creating 
their first Pyramid Complex. 

Other Pyramids are set 
aside. Each player thorough¬ 
ly shuffles and places his 
deck face down on his side 
of the table. This becomes 
his draw pile. 

Each player has his own 
draw pile and never draws 
from another's. 

Each player draws seven 
cards to create a starting 
hand. The player with the 
most Pyramid Complexes in 
play starts each new game 
turn. In case of a tie, the per¬ 
son with the most Pyramids 
at the table (not just in the 
game, but all he has 
brought), goes first. 

Action Sequence 
This section presents a brief, 
step-by-step overview of 
game play. Expanded mles 
are found after this section. 
Each Turn consists of 6 
stages: 

Stage 1 The Draw Stage 
Stage 2 The Gate Stage 

Stage 3 The Sequence Stage 

Stage 4 Player Turns 

A) Overload Phase 

B) Attach Cards Phase 

C) Transport Phase 

D) Combat Phase 

E) Ready Phase 

Stage 5 The Active Player Stage 
Stage 6 End Stage 

Stage 1: The Draw Stage — 
Simultaneously, every player 
draws at least one card. 
Players draw an extra card 
for each Dimension they 
control. For example: if a 
player owned only the 

| Gaean Dimension, that play- 
i er draws two cards. Four is 
I the maximum number of 
cards per turn that a player 
may draw and each player 


never draws less than one 
card. 

Stage 2: The Gate Stage — 

Simultaneously, each player 
may play one Gate card 
from their hand and place a 
Pyramid on it to create a 
Pyramid Complex. 

Stage 3: The Sequence 
Stage — The player with the 
most operational Pyramid 
Complexes becomes the 
active player and begins the 
new game turn. The active 
player may attach cards to 
Troopers in the Ready Area. 
He may transport one or 
more cards from his Ready 
Area to one or more 
Dimensions, or against 
another player's Pyramid 
Complex. In case of a tie, 
the player with the most 
Pyramid counters at the 
table goes first. 

Stage 4: Player 
Turns — The 
active player may 
now: 

A) Overload 
Phase — The 
active player may 
choose to add 
additional 
Pyramids to exist¬ 
ing Gate 

Complexes. Place 
the additional 
Pyramid(s) on 
selected Gate(s), 
stacking all 
Pyramids on a 
Gate in one stack and plac¬ 
ing them on the appropriate 
number on the Gate card. 
You may not place a 
Pyramid on an already over¬ 
loaded Gate Complex. 

Gate Complex 
Destruction Chart 
Total number 

of Pyramids Place on the # 

2 4 

3 3 

4 2 

5 1 

B) Attach Cards Phase — 
The active player may attach 
as many playable 
Companion, Tech and 
Vehicle cards to Troopers in 
the Ready Area as desired. 

C) Transport Phase — 

Using his active Gate 
Complexes, the active player 
may transport his Troopers 
to or from allowable 
Dimensions (or enemy 
Gates). All transporting 
must be completed before 
proceeding to the Combat 
Phase. Troopers transported 
to an unoccupied 
Dimension do not have to 
fight a battle to control it. 

D) The Combat Phase — 
There are two types of 
Combat: Combat for 
Dimension control and 
combat for Pyramid 
Complexes. The Combat 
Phase consists of 8 Steps: 
Step 1 — If the Campaign is 
for an enemy Pyramid 
Complex, the defender 


draws up to three cards, or 
until his hand has seven 
cards, whichever occurs first. 
If the Campaign is for 
Dimension control, go to 
step 3. 

Step 2 — The defender 
announces whether or not 
to defend the Gate. He may 
play any cards from hand to 
his Ready Area at this time. 
Step 3 — The active player 
(the attacker) announces 
which Trooper will fight in 
the Battle. 

Step 4 — The defender 
announces which Trooper 
will defend. 

Step 5 — Vortex Tactics 
Cards are played. 

a) The attacker plays one or 
more Vortex Tactics Cards 
face down. 

b) The defender plays one or 
more 
Vortex 
Tactics 
Cards face 
down. 

c) The 
defender 
resolves 
played 
Voriex 
Tactics 
Cards. 

d) If still 
able, the 
attacker's 
Vortex 
Tactics 
cards are 

resolved. 

Step 6 — Each Gaean 
Trooper which is involved 
directly or indirectly in the 
Battle may play and resolve 
one Magic Card. 

Step 7 — After all special 
powers and abilities are con¬ 
sidered, the battle is resolved 
by comparing attacker's and 
defender's adjusted num¬ 
bers. 

Step 8 — A single battle in 
the Campaign is over. If 
opposing Troopers still 
occupy the Dimension, 
perform steps 3 through 7 
until only one side has a 
Trooper(s) in the 
Dimension. 

E) The Ready Phase — The 
active player plays any 
Trooper cards from his hand 
to the Ready Area. If the 
active player's hand contains 
more than 7 cards, the 
excess must be attached to 
Troopers in the Ready Area 
(if possible) or discarded. (If 
the active player's hand con¬ 
tains seven or less cards he 
may still attach cards to 
Troopers in the Ready Area 
in this phase.) 

Stage 6: The Active Player 
Stage — The active player 
says to the player at his left, 
"Your Gates are active" to 
signal he has completed this 
turn. The player to the left 
becomes the new Active 
Player. 

Stage 7: The End Stage — 


After all player's have com¬ 
pleted their player turns, a 
new turn begins with the 
Draw Stage. 

Combat 

Attacking a Dimension 

Segment 1 Attacking 
player uses a Gate or multi¬ 
ple Gates to send one or 
more Troopers and/or 
Monsters with attached 
cards to one or more 
Dimensions which contain 
enemy Troopers or 
Monsters. After the attacking 
player finishes transporting 
as many Troopers/Monsters 
he can or chooses to use, the 
attacking player selects one 
of his transported cards and 
announces both the 
Trooper's basic attack and 
defense numbers, as well as 
the total adjusted attack and 
defense number after all 
attached cards are consid¬ 
ered. All special powers are 
announced as well. Other 
Troopers/Monsters and their 
attached cards do not count 
in the attack numbers in this 
battle unless special condi¬ 
tions are in effect. [NOTE: 
The attacking player must 
complete all transporting to 
Dimensions before 
announcing or resolving any 
battles.) 

Segment 2 — The defending 
player picks one defender 
located in the attacked 
Dimension, announces its 
base attack and defense 
numbers and the adjusted 
numbers after all attached 
cards are considered. All spe¬ 
cial powers are announced 
as well. 

Segment 3 — Either player 
may secretly adjust attacking 
and defending Troopers/ 
Monsters and their attached 
cards by playing Vortex 
Tactics cards. When employ¬ 
ing Vortex Tactics cards, the 
results of the defending 
player's Vortex Tactics cards 
take place before the attack¬ 
ing player's Vortex Tactics 
cards come into play. (i.e. 
The defending player's 
Vortex Tactics 
card sends the 
attacking 
Trooper away. 

Regardless of 
any counter 
measures on 
the attacker's 
Vortex Tactics 
card, the 
Trooper is 
removed from 
the battle and 
discarded 
along with 
attached 
Companions, 

Tech, and 
Vehicles. Also, 
the attacker's Vortex Tactics 
card is discarded, even if 
unable to play.) 

Segment 4 — If a Gaean 
Trooper is involved directly 


or indirectly in the battle, 
the controlling player may 
now play Gaean Magic. 
Segment 5 — The attacker's 
new attack number is com¬ 
pared to the defender's new 
defense number. 

If the defense number is 
smaller, the defender is dis¬ 
carded with all attached 
cards at the end of this seg¬ 
ment. The defender then 
uses their attack number. If 
it is larger than the attacking 
Trooper's defense number, 
the attacker is discarded 
with all of attached cards at 
the end of the segment. 

NOTE: If the original 
defender loses the first phase 
and wins the second phase 
— both Troopers (original 
attacker and defender) are 
discarded. If the original 
attacker's final attack num¬ 
ber is not higher than the 
original defender's final 
defense number in the first 
attack, the attacker and all 
attached cards are discarded 
and the battle ended with¬ 
out further number compar¬ 
isons. 

Segment 6 — If the attack¬ 
ing Trooper/Monster was 
killed and there are more 
attacking cards in the 
Dimension, repeat Segments 
2-4 until either all of the 
attacking or defending cards 
have been eliminated. There 
is no retreating from a bat¬ 
tle. If the attacker wins, the 
controlling player owns the 
Dimension and the turn is 
done. If the attacker lost the 
battle, then he/she can send I 
no more forces to that 
Dimension until the next 
turn. 

If a Trooper wins a bat¬ 
tle, it may fight the next 
opposing card in the 
Dimension. 

Attacking a Gate Complex 
Segment 1 — Attacking 
player uses a Dimensional 
Gate or multiple Gates to 
send one or more Troopers 
or Monsters with attached 
cards from their Ready Area 
to an oppo¬ 
nent's Pyramid 
Complex. The 
attacking play¬ 
er may only 
attack an 
opponent's 
Gate if is a pri¬ 
mary or sec¬ 
ondary 

Dimension for 
the Gate from 
which the 
attack is con¬ 
ducted. (i.e. A 
player attacks 
using a Chaos 
Gate. The play¬ 
er can send 
two Troopers with attached 
cards to an opponent's 
Chaos Gate (primary desti¬ 
nation), or one Trooper with 
attached cards to either an 























enemy Osiran or Hyborian 
Gate (secondary destina¬ 
tions.) The attacker selects 
one of his transported cards 
and announces both the 
Trooper's basic attack and 
defense numbers as well as 
the total adjusted attack and 
defense number after all 
attached cards are consid¬ 
ered. All special powers are 
announced. Other 
Troopers/Monsters and their 
attached cards do not count 
j in the attack numbers in this 
: battle unless special condi- 
! tions are in effect. 

; Segment 2 — The defending 
player draws up to three 
cards or until his hand con- 
I tains 7 cards, whichever 
comes first. The defending 
player may play any cards 
i from his hand to his Ready 
! Area. 

He picks one defender 
and announces the base 
attack and defense numbers 
and then the adjusted num¬ 
bers after all attached cards 
are considered. Any special 
powers to consider are 
announced. Both players 
execute Combat Sequence 
Segments 3-5. 

Segment 6 — If an attacker 
remains on the 
Gate after the 
battle, the 
defender selects 
the surviving 
(or a different 
card) card to 
Defend and 
another battle 
is fought. If an 
attacker 
remains on the 
Gate after the 
battle(s) is 
resolved, the 
Gate is 

destroyed. The 
Pyramid 
counter 
becomes the permanent 
property of the attacker. 
(NOTE: in friendly games, it 
is just out of play and does 
not have to be given up by 
the owner.) 

Dimension Gate Cards and 
Pyramids 

Dimension Gate cards 
represent rifts, or Gates, 
between Dimensions. 
Essentially, they provide the 
location and energy neces¬ 
sary to transport cards to 
and from Dimensions. The 
Pyramid is the device which 
harnesses this energy and 
makes the actual transfer. 
Gate cards and Pyramids are 
usually matched by color 
and icon which makes them 
more effective at transport¬ 
ing cards. 

The turn in which a 
Pyramid Complex is created, 
only one Pyramid may be 
played on a Gate Card. 

Once placed, it stays until 
destroyed. During Action 
Sequence 2, a player can 
play a Gate card and place a 


Pyramid on it, if they have 
a Gate card in their hand. 
(NOTE: Pyramid counters 
are never actually in a play¬ 
er's hand. They are kept to 
the side and used as Gate 
cards are played. There is 
no limit to the number of 
Pyramids a player may have 
available.) Dimension Gate 
Cards can be played in a 
line in front of the owning 
player. From the left to right, 
they are grouped in the fol¬ 
lowing order: Hyboria, 

Gaea, Asgard, Atlantis, 
Osiran, Chaos. 

Dimension Gate Cards 
may be placed on the table 
but may not be used unless 
combined with a Pyramid 
counter. If a player has more 
than one of a Dimension, 
he/she places them side by 
side, making it possible to 
have 2 Gaean Gates and 3 
Osiran Gates in a row with 
other single Gates. 

Destroyed Dimension 
Gate Cards 
If an attack, event, or 
energy overload results in 
the destruction of a 
Dimension Gate card, the 
card is discarded. In official 
tournament play, the 

Pyramid occu¬ 
pying the 
Gate card is 
given to the 
player respon¬ 
sible for its 
destruction 
and becomes 
that player's 
permanent 
property. In 
games just for 
fun, the 
Pyramid 
counter is 
removed from 
play and kept 
by the origi¬ 
nal owner. It 
may not be reused in that 
game. 

Transporting Cards to 
Dimensions 
Cards which are in the 
Ready Area may be trans¬ 
ported to or from a 
Dimension, or to an oppo¬ 
nent's Gate, by using one or 
more Pyramid Complexes. 
The number of cards which 
may be transported in a sin¬ 
gle turn depends on the 
number of Pyramid 
Complexes and the combi¬ 
nation of Pyramid counter 
to Gate card. Basically one 
Pyramid Complex transports 
one or two Trooper/Monster 
cards and their attached 
cards. 

Depending on the com¬ 
bination of Gate card, 
Pyramid and destination 
Dimension, this concept 
changes when the larger 
Vehicle and Tech cards are 
available to the player. For 
every Dimension icon in the 
right-hand side of the card, 
it takes additional Pyramid 


Pyramid Complex 

PYRAMID COMPLEX TRANSPORTATION CHART 

Destination Normal Overload 

CASE 1 




Pyramid and Gate 
are the same color 

CASE 2 

Same as both 

2 (primary) 

+2 per additional Pyramid 

Pyramid and Gate 
are the same color 

CASE 3 

Adjacent 

(secondary) 

1 additional 

+1 per Pyramid 

Pyramid and Gate 
are the same color 

CASE 4 

Other than 
primary or secondary 

0 

1 per Pyramid 

Pyramid and Gate 
are different colors 

Primary to either Pyramic 

1 

+1 per additional or Gate Pyramid 



Complex power to transport 
that card. For example, when 
there are three Asgard icons 
in the corner, it could take 
three units of power to 
move that card anywhere. 
These cards can still be in 
the Ready Area and still be 
used to defend a player's 
Pyramid Complexes, but if 
there are not three points or 
Pyramid Complexes avail¬ 
able to transport it, the card 
cannot be moved. 

Troopers which are 
returned to the Ready Area 
from a Dimension may not 
be transported back to the 
same or another Dimension 
during the same turn. 
Transport Power: During a 
player's turn, each Pyramid 
Complex normally trans¬ 
ports one or two 
Troopers/Monsters accord¬ 
ing to the Pyramid Counter, 
Gate card and destination 
Dimension. Use the chart 
above to determine the 
number of Troopers to be 
transported. 

EXAMPLE OF MATCHING 

PYRAMID COMPLEX: 

(CASE 1) A Chaos Pyramid 
(red) and Chaos Gate 
Complex could send two 
Troopers to the Chaos 
Dimension or to attack an 
opponent's Chaos Gate. 
(CASE 2) The same combi¬ 
nation could send one 
Trooper to one of the sec¬ 
ondary destinations: the 
adjacent Osiran or Hyborian 
Dimensions, or an enemy 
Osiran or Hyborian Gate. 
(CASE 3) To send Troopers 
to a destination other than 
the primary or secondary 
Dimensions, the Complex 
must be overloaded. In this 
case one additional Trooper 
is transported to a 
Dimension which matches 
each additional Pyramid on 
the card. 

EXAMPLE OF MIXED 

PYRAMID COMPLEX: 

(CASE 4) A Pyramid 
Complex composed of a 
Chaos Pyramid (red) and a 
Asgard Gate could send one 
Trooper to either the Chaos 
or Asgard Dimensions; or 
one Trooper to attack an 
opponent's Chaos or Asgard 
Gate. Overloading this 
Complex allows a player to 
send one additional Trooper 
to a Dimension which 
matches each additional 
Pyramid placed on the 
Complex. 


Pyramid Complex Overload 
Overloading allows play¬ 
ers to transport Troopers to 
Dimensions other than the 
primary or secondary. If a 
Pyramid Complex is over¬ 
loaded it may generally 
transport additional 
Troopers to Dimensions 
which match the colors of 
the Pyramids. A Complex is 
overloaded by placing addi¬ 
tional Pyramids on the Gate 
card during Action Sequence 
2 of a turn. A total of five 
Pyramids may be placed on 
a single Gate. Overloading 
Pyramid Complexes causes 
their self-destruction. 
Example of Overload 
Pyramid Transportation— 
A Gaean Gate containing a 
Gaean Pyramid (green) is 
overloaded by placing Chaos 
(red) and Osiran (yellow) 
Pyramids on the Gate. The 
Pyramid Complex may now 
send two Troopers to Gaea 
or one to either Hyboria or 
Asgard (the normal trans¬ 
portation capacity for a 
Pyramid Complex with 
matching Gate and 
Pyramid). The Complex may 
additionally send one 
Trooper to Chaos and Osiris 
because of the overload 
capacity. 

Overload Pyramid 
Complex Destruction 
Indicate overloaded 
Complexes by placing more 
than one 
Pyramid on 
the 

Complex. 

To deter¬ 
mine when 
the 

Complex 
will self- 
destruct, 
stack the 
Pyramids, 
determine 
the number 
of turns 
before 
destruction 
from the 
Pyramid 

Complex Destruction Chart 
and place the stack of 
Pyramids on the 
appropriate number on the 
Gate card. At the end of the 
player's turn, move the stack 
to the next lower number on 
the card. When the stack is 
moved off the 'one'(l) on 
the card, the Complex is 
destroyed and removed from 
play. The Pyramids remain 
the property of the owning 



player unless the Pyramid 
is destroyed by methods 
other than self-destruction. 
Once a Complex has been 
overloaded, no new 
Pyramids may be added to 
it. 

PYRAMID COMPLEX 
DESTRUCTION CHART 

# of Pyramids Place Stack 
on the Gate of Pyramids on 

2 4 

3 3 

4 2 

5 1 
NOTE: Overloaded Pyramid 
Complexes operate at their 
overloaded capacity until 
they self-destruct. 

Unsupported Cards 

The total number of 
Troopers or Monsters a play¬ 
er may have in each 
Dimension is equal the 
number of active Pyramid 
Complexes. Cards in the 
Ready Area do not count 
against this limit. If a 
Pyramid Complex is 
destroyed, the player must 
immediately reduce the 
number of cards in 
Dimensions, to within this 
limit, (i.e. If a player had 4 
Pyramid Complexes, he 
could have up to 4 Troopers 
in each Dimension) 

Native Son Bonus 

Troopers attacking or 
defending the Dimension 
(not Gate) of their origin 
gain a plus three (+3) to 
their attack and defense 
numbers while they are 
located in that Dimension. 

Immunity 

Certain cards are 
immune (negate) the effects 
of other cards. The immuni¬ 
ty, unless otherwise indicat¬ 
ed, extends to all attached 
cards, (i.e. If a Companion 
says it is immune to Gaean 
Magic, then the Trooper to 
which the 
Companion is 
attached is also 
immune.) 

Forced Discards 
Some cards' spe¬ 
cial abilities are 
activated when 
the owning player 
discards them vol¬ 
untarily. These 
special abilities 
are not activated if 
another player 
forces the card to 
be discarded. 
Running Out of 
Cards 

Players must always 
draw cards during the Draw 
phase. If a player draws the 
last card from his deck, the 
player who controls the 
most Dimensions at that 
instant is the winner. In the 
case of a tie, compare the 
total strength of all cards in 
the Ready Areas to deter¬ 
mine the winner. 



S C R Y E 


Eight 


93 
























world, today s villain may be 
tomorrow's hero, and vice-versa. 

The objective of OverPower is 
to knock out all of your oppo¬ 
nent's heroes before he does the 
same to yours, or to be the first to 
complete your 7 card Mission. 


the lowest and 8 the highest). 

There are also certain 
Power cards called 
Multipower cards. These 
function and appear similar I 
to any other Power card 
except that instead of being l 
designated as one specific 
power type, they represent a 
combination of each of the three 
power types (and all three icons 
appear on the card). 

Hero Cards: Hero cards represent 
each of the characters who will be 
battling it out in any given game 
of OverPower. On each Hero card 
you will find a power grid which 
indicates the maximum value 
usable by that hero in each of the 
three different power types. 
Universe Cards: Universe cards 
represent the various objects 
found in the environment in 
which the game is taking place, as 
well as other factors which can be 
used to add to the effectiveness of 
a Power card. On a Universe card, 
the power type and value required 
for a specific hero to use the card 
is listed, as well as the bonus it 
will add to the value of the Power 
card used in conjunction with it. 
Training Cards: Training cards 
are a kind of Universe card which 
boost a hero's minor capabilities. 
They look exactly like a normal 
Universe card, except that they list 
two different power types, each 
with a different bonus. The player 
may choose to use one of the two 
power types (and its associated 
bonus). 

Teamwork Cards: Teamwork 
cards are also a type of Universe 
card, but they work a little differ¬ 
ently. Like Universe cards, they 
have a power type and value 
required to use, but instead of 
adding a bonus to the initial 
attack made with a Power card, 
the Teamwork card is used on its 
own as a Power card (with a 
power type and value listed on the 
card). In addition, the Teamwork 
card allows two other team mem¬ 
bers to also make immediate 
attacks (of different power types) 
and gain the bonuses indicated 
for each of them. These cards can 
only be used to attack however, 
never to defend. 

Special Cards: Special 
cards represent the pow¬ 
ers and abilities unique 
to each individual hero. 
Each Special card has an 
explanation of what it 
does printed on the 
card itself, as well as a 
power type and value if 
it is necessary. 

Mission Cards: 

Mission cards represent 
the various events 
occurring and Missions 


Welcome to OverPower, the 
ultimate Marvel fantasy card 
game. Everything you need to 
play your first game of 
OverPower is included here. 


The Objective 

OverPower is a game which 
simulates combat between super 
heroes, villains, and other super- 
powered characters. For the pur¬ 
poses of these game rules, we refer 
to all of the above as heroes. We 
do this mostly for the sake of clar¬ 
ity, but also because in the comic 


The Cards 

Before we begin, let's take a 
look at the different types of cards 
used in OverPower: 

Power Cards: Power cards are the 
basic unit of attack and defense in 
OverPower. The icon in the upper 
left and lower right corners of the 
card represents the power type 
(red is fighting, green is strength 
and yellow is energy). The num¬ 
ber on top of the icon represents 
the value of the attack (values 
range from 1 to 8, with 1 being 


combat witn and place tnem face¬ 
up, side-by-side on the table in 
front of you. These three are your 
front-line heroes. The fourth hero 
is placed in reserve, face-up, 
directly behind the other three. 

Each player must also enter the 
game with seven Mission cards. 
You can use the series of Mission 
cards provided in each starter 
deck, or collect a different series 
from booster packs. The seven 
Mission cards are placed into a 
reserve Missions pile, face-up to 
the right of the Hero cards. 

Each player's deck is then thor¬ 
oughly shuffled and placed face¬ 
down to the left of the heroes. 


I- : 


Building Your Deck 

Before the game 
begins, each player 
builds his own cus¬ 
tomized deck of 
OverPower cards. This 
deck represents all of 
the options available 
to a player during the 
game, and as such it must be 
compiled wisely. A player's deck 
may include any types of cards 
except Hero cards and Mission 
cards. While there is no limit to 
the amount of cards a player may 
have in his deck, it must include 
at least fifty one (51) cards. 

There are certain Special cards 
which may indicate that you can 
only include one of 
them in your deck, 
but other than that, 
you're free to do 
what you like. 

If you are new to 
OverPower, and this 
is your first starter 
deck, you won't 
need to build a 
deck of your own - 
we've done it for 
you. Just separate 
out the Hero and 
Mission cards, and 
you've got your own 
51 card deck, specif¬ 
ically built for use 
with the heroes induacu. ju^i give 
it a good shuffle, and you're all 
set. 

If you are building your own 
deck, you'll want to pay attention 
to the power grids of each of the 
four heroes you'll be playing with. 
You should only include power 
and Universe cards with values 
usable by at least one of your 
heroes, and of course only those 
Special cards usable by the heroes 
on your team. 

Before you try to build your 
own deck, we suggest you read the 
rest of these game rules, and get a 
feel for what you'll want in your 
deck by playing a few games with 
the various starter decks we've 


undertaken by the 
heroes while the game 
is going on. They are 
used separately from 
the other cards, how¬ 
ever they are a crucial 
factor in determining 
the ultimate outcome 
of the game. 


assembled for you. 


Setting Up 

In OverPower, each player 
chooses four different heroes 
which will make up his team (of 
course, if you're using a starter 
deck, we've taken the liberty of 
doing that for you). To begin the 
game, choose three of your four 
heroes that you wish to enter 
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Drawing and Discarding 
Once set-up is completed, each 
player draws eight cards without 
revealing them to his opponent. 
These eight cards make up each 
player's hand. In OverPower, play 
is broken up into a series of bat¬ 
tles, which last as long as it takes 
for both players to play out all of 
the usable cards in their hands, or 
until one of them concedes (see 
below). Before starting play, 
however, all duplicate cards must 
be immediately discarded from 
the hand each player has just 
drawn. These include: 

1) Duplicate Power cards. A 
hand may only include one of 
each value of power card, regard¬ 
less of power type. So, if you 
draw a fighting Power card with 
a value of 3, an energy 3 and a 
strength 3, you may only keep 
one of them (of your choice). 

The rest must be immediately 
discarded. 

2) Duplicate Universe cards. A 
hand may only include one of 
each specific Universe card. If 
you draw more than one city bus 
or lamppost, the extras must be 
discarded immediately. 

3) Duplicate Training or 
Teamwork cards. Any extra 
Training or Teamwork cards with 
the same exact requirements to 
use, bonuses, power types and val¬ 
ues must be immediately discard¬ 
ed. You can only keep one of 
each. 

4) Duplicate Special cards. A hand 
may only include one of each spe¬ 
cific Special card. Duplicates must 
be immediately discarded. 

5) Unusable cards. Any cards 
which have been rendered unus¬ 


able due to one or 
more of your heroes 
being K.O.'d must be 
immediately discard¬ 
ed. This includes any 
Power or Universe 
cards with higher val¬ 
ues than can be used 
by your remaining 
heroes. 

Other Discarding 
Considerations: 

If any cards 
remain placed on 
any heroes from a 
previous battle, they 
must be considered 
part of your hand 
for purposes of dis¬ 
carding. In other 
words, if one of your 
heroes has a Power 
card with a value of 
six already placed 
down on him when 
you draw your hand, 
any value six Power 
cards you draw must 
be immediately discarded. The 
same is true of any placed 
Specials or Universe cards - they 
are considered to be a part of your 
hand and therefore you must dis¬ 
card all duplicates you draw. The 
exception to this mle is cards 
which are placed onto a reserve 
hero. These cards are not consid¬ 
ered a part of your hand for pur¬ 
poses of discarding. 


card pile are considered out of 
play, and will never again be used 
in the game. 

Each player must show his 
opponent the faces of all of the 
cards he is discarding. 

Placing Cards 


There are two different discard 
piles, situated to the left of your 
heroes and above the draw pile. 
Discarded Power cards are placed 
into the power pack, to be reshuf¬ 
fled and used again if a player 
runs out of cards in his deck. 
Discards of any other type of 
cards as well as any unusable 
cards and K.O.'d heroes do not go 
into the power pack, but rather 
into a dead card pile, above the 
power pack. Cards in the dead 


When both players are finished 
discarding, they must determine 
in some fair manner who will go 
first (a coin flip or similar method 
will do fine, or if you wish, cut 
your decks and the highest Power 
card goes first). 

Beginning with the player who 
won the right to go first, the play¬ 
ers now take turns placing cards. 
To place a card, you take it from 
your hand and assign it specifical¬ 
ly to one of your heroes by plac¬ 
ing it face-up directly below the 
Hero card. Both players should 
be able to see all placed cards. 

Each hero may have one Power 
card, one Special card, and one 
Universe card placed on him at 
any given time, but no more than 
that. Training and Teamwork 
cards are both considered to be 
Universe cards for the purposes 
of placing. 

As long as these rules are fol¬ 
lowed and there are spots avail¬ 
able, there is no limit to the 
amount of cards that each player 
may place at this time. Players 
may choose not to place any 
cards on their heroes. 

Players continue to 
take turns placing 
cards - when one play¬ 
er has finished plac¬ 
ing, the other may 
continue to do so 
until he is finished. 

Once a card is 
placed on a hero, only 
that hero may use it. 

However, at the end of 
a battle, placed cards 
are not discarded 


along with the remainder of both 
players' hands. Placed cards 
remain so until they are used. 

The Venture 

When both players have fin 
ished placing cards, they must 
each venture a number of 
Mission cards on the outcome of 
the current battle. Depending on 
how successful you believe you 
will be with the hand you are 
holding, and taking into account 
the cards you have seen your 
opponent discard and place, you 
may venture as many Mission 
cards as you choose. The player 
who placed cards first must make 
the first venture. 

In the beginning of the game, 
all of a player's Mission cards 
reside in his reserve Missions 
pile. Ventures which are subse¬ 
quently won move directly above 
it into the completed Missions 
pile, and those that are lost are 
moved directly below into the 
defeated Missions pile. A player 
may venture Missions from his 
reserve Missions pile or from his 
completed Missions pile or from 
both, but not from his defeated 
Missions pile. Ventured Mission 
cards are placed just to the left of 
the piles from which they were 
taken. 

Each player must venture at 
least one Mission card on each 
battle, but there is no limit to the 
amount he may venture. There is, 
however a penalty for venturing 
more than two Missions on a 
given battle. 

If you are confident enough in 
your hand to venture three 
Missions, your opponent may 
immediately draw one card from 
his deck and add it to his hand. If 
you venture four Missions, he may I 
draw two cards. On a five Mission 
venture, the opponent may draw 
three, for six ventured Missions he 
gets four new cards, and if you are 
so supremely confident as to ven¬ 
ture seven Mission cards on a bat¬ 
tle, your opponent may draw a 
fresh five cards! There is a down¬ 
side for your opponent though, as 
any new cards drawn as a result of B 
a venture penalty must be imme- m 
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diately discarded if they are dupli¬ 
cates (as explained above). 

After both players have ven¬ 
tured but before the battle begins, 
the player who ventured last has 
the option of immediately con¬ 
ceding the venture. The player 
who ventured first will also have 
the first turn during the battle, 
and therefore may concede the 
battle on his first turn. 


The Battle 

Once both players have made 
their ventures, the battle begins. 
Starting with the player who won 
the right to go first, the players 
take alternating turns until the 
battle is ended. On your turn you 
may perform one (and only one) 
of these options: 

1) Play a Power card 

2) Play a Power card together with 
a Universe card 

3) Play a Power card together with 
a Training card 

4) Play a Special card 

5) Play a Teamwork card together 
with the number of additional 
Power cards indicated on that 
Teamwork card 

6) Pass your turn 

7) Concede the battle 

On his turn, a player may play 
either placed cards or those in his 
| hand. Placed cards may only be 
I used by the hero on which they 
I are placed, but cards played from 
your hand may be used by any of 
your front-line heroes. A hero in 
I reserve may not be used in battle 
(see below). 


Playing a Power Card 
In order for a hero to use a 
I Power card, he must be able to 
do so. To determine whether a 
Power card is playable by a cer¬ 
tain hero, compare the value of 
the Power card with the value 
listed under the same power type 
on the Hero card's power grid. If 
the value on the Power card is 
equal to or less than the value of 


that same power type on the 
hero's power grid, it may be used. 
If the Power card has a higher 
value than indicated for that 
power type on the hero's power 
grid, it may not be used by that 
hero. 

For example, in order to use a 
value 7 fighting Power card, a 
hero must have a fighting value of 
at least 7 listed on his power grid. 
This hero would not be able to 
use a fighting 8, however, as it is 
greater than his fighting value. 

Once a player determines that a 
Power card may be played by one 
of his heroes, he must decide 
which of the opponent's heroes it 
will be played against. When that 
choice is made, the attacking play¬ 
er places the Power card in front 
of the Hero card he wishes to 
attack. The opponent may imme¬ 
diately play a card as a defensive 
action, which may prevent the 
attack from succeeding. If a Power 
card is blocked, it is immediately 
discarded into the power pack of 
the player who played it. If the 
attack is not blocked, the attack is 
considered successful, and the 
hero being attacked has taken a 
hit. To indicate this, leave the 
attacking Power card in front of 
the victimized hero's card. 

Heroes that are in reserve may 
not be attacked. 


use a specific Universe card, com¬ 
pare the value and power type 
required to use which is listed on 
the Universe card with the value 
of the same power type on the 
hero's power grid. As with Power 
cards, if the value on the Universe 
card is equal to or less than that 
on the hero's power grid, he can 
use it - if it's higher, he can't. 

Once it is determined that the 
hero is able to use the Universe 
card, the bonus listed on the 
Universe card (indicated by a + 
followed by a value) is added to 
the Power card for a single total 
value. 

Once a Universe card has been 
played, it is immediately discard¬ 
ed into the player's dead card pile. 
If used in an attack, only the 
Power card used with it remains 
in front of the opponent if the 
attack is successftil. 


Playing a Power Card 
With a Universe Card 
You may use a Universe card to 
add a bonus to a Power card both 
as an attack or a defense. Only 
one Universe card may be used in 
combination with any one Power 
card. Remember, a hero must also 
be able to use the Power card (as 
described above) in order to be 
able to combine it with a Universe 
card. 

As with Power cards, a hero 
must also be capable of using a 
Universe card in order to play it. 
To determine whether a hero can 


Playing Power Cards 
With Training Cards 
The use of a Training card 
works exactly the same way as a 
normal Universe card with one 
exception. The Training card lists 
two different requirements to use 
and associated bonuses. The play¬ 
er may use either one, but may 
only use one of the 
two options (and the 
bonus that goes with 
it). As with Universe 
cards, only one 
Training card may be 
used with one Power 
card, and once used it 
is also immediately 
discarded into the 
dead card pile. 


Playing a Special Card 
A Special card may only be 


played by the hero listed on the 
card. The Special card itself will 
explain the effect of the card and 
whether that card should be 
played during your turn, or as a 
defensive action. 

Certain Special cards are also 
attacks, and as such, they have a 
power type and value listed on the 
card. Although they function 
much like a Power card, they may 
not be combined with a Universe 
or Training card. If the Special 
card also allows for additional 
attacks, these additional Power 
cards may be combined with 
Universe or Training cards as stip¬ 
ulated above. If a hit is scored by 
one of these Special cards, it is left 
in front of the victimized oppo¬ 
nent, just like a Power card. 

Special cards are always discard¬ 
ed into the dead card pile. 

Certain Special cards may allow 
heroes who are in reserve to attack | 
or to be attacked. 


Playing a Teamwork Card 
A Teamwork card can only be 
used to attack, never to defend. To 
play one, you must first decide 
which hero is going to use it. 

Next, check the power type and 
value listed in the top corner of 


Playing a 
Multipower Card 
A Multipower card 
is considered to be a 
Power card which combines all 
three power types. It may be com¬ 
bined with one Universe or 
Training card of any of the three 
types, provided that hero is able 
to use it (see above). 

Even though it represents all 
three power types, a Multipower 
card may be blocked by a defen¬ 
sive action (see below) which 
uses any one of the three power 
types. If it hits, however, a 
Multipower card may be consid¬ 
ered to be any one of the three 
power types of the attacking play¬ 
er's choice. In this case, the 
attacking player does not need to 
declare this card to be one of the 
three power types and stick to it - 
he may to continue change the 
power type designation of the 
card as he sees fit. 


the Teamwork card against his 
power grid, just like you would 
with a Power card. If it can be 
used by that hero, it is placed in 
front of the opponent being 
attacked, and it stays there if it 
hits, just like a Power card. If it 
blocked, it is discarded into the 
dead card pile. 

Below the power type/value 
icon you will find as many as two 
separate bonuses listed. This 
means that up to two of the cho¬ 
sen hero's teammates may also 
make immediate attacks, each one 
using one of the bonuses. Each of 
the bonuses must be used by a 
different teammate, and only in 
conjunction with a usable Power 
card of the power type indicated. 


Defensive Actions 
Defensive actions are the only 
cards which may be played during 
the opponent's turn. A defensive 
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action may be played immediately 
in response to an attack on any of 
your heroes, without costing you a 
turn. In other words, if one of 
your heroes is attacked, you can 
play a defensive action to try to 
block it, and then still go ahead 
and play your next turn. 

An incoming attack can only be 
blocked by the hero at which the 
attack is directed (except in the 
case of certain defensive Special 
cards). If the defensive action is 
successful, the attack is negated 
and both the attacking and 
defending cards are placed in the 
appropriate discard piles of the 
players who played them. In order 
to successfully block an incoming 
attack, the hero that is being 
attacked must play one of the fol¬ 
lowing defensive actions: 

1) A Power card that is equal to or 
greater than the value of the 
incoming attack. 

2) A Power card plus a Universe 
card that, added together, are 
equal to or greater than the value 
of the incoming attack. 

3) A Power card plus a Training 
card that, added together, are 
equal to or greater than the value 
of the incoming attack. 

4) A defensive Special card that 
defeats the specific power type 
and value of the incoming attack 

Remember, when playing Power 
cards as defensive actions, it must 
first be determined that the hero 
is able to play the desired card as 
a defensive action, by comparing 
its value to the appropriate power 
type and value on the hero's 
power grid. 

When playing Power cards as 
defensive actions, any power type 
of defense may be used to defend 
against any power type of attack. 
For example, a hero being 
attacked with a strength attack of 
5 may successfully counter that 
attack with an energy defense of 6. 

A player is never obligated to 
play a defensive action, and may 
simply choose to allow the attack 
to succeed and take the hit. 


The Reserve Hero 

Heroes who are in reserve may 
not attack or defend, nor may 
they be attacked. Certain Special 
cards may allow a reserve hero to 
attack or to be attacked. If 
attacked in this manner, the hero 
in reserve may play a defensive 
action. 

You may place cards down on 
your reserve hero just as you 
would your front-line heroes. 

They have the same limit of one 
Special card, one Universe card 
and one Power card. The only dif¬ 
ference is that cards which are 
placed onto a reserve hero are not 
considered part of your hand for 
purposes of discarding duplicates. 
Also, if you draw certain cards 
which can only be used by a 
reserve hero, you must discard 
them into the dead card pile as 
you would any other unusable 
cards. 

If a player has one of his heroes 
K.O.'d during a battle, his reserve 
hero is moved up to the front-line 
at the start of the next battle. 

Passing Your Turn 

If a player can not attack, but 
does not want to concede, he may 
pass. The opposing player may 
still attack, and the player that 
passed may still play a defensive 
action and play Special cards that 
affect the battle, but may no 
longer attack. If it is still possible 
for a player to attack with a card 
from his hand, he may not pass. 

A player may have cards placed 
to one of his heroes that he is able 
to attack with and still pass, 
choosing to save these cards for 
the next battle. 

Conceding the Battle 

As previously mentioned, it is 
possible for a player to concede 
the battle even before it begins. 
Once the battle has begun, a play¬ 
er may concede at any time during 
its course, but only on his turn. A 
player who concedes the battle 
automatically loses the venture 
(see below). When a battle is 
conceded, it is considered over, 
and neither player may continue 
to attack the other. Any cards 
remaining in either player's hand 
are immediately discarded and a 
new battle is begun. 

Ending the Battle 

A battle is considered over if 
any of these situations occur: 

1) A player concedes. 

2) Both players are out of 
playable cards. 

3) A player has no active heroes. 

When a battle is over, all cards 

remaining in both player's hands 
are discarded into the appropri¬ 


ate discard piles, but all placed 
cards remain. 

Determining the 
Venture Winner 

When the battle is over, the 
winner of the venture is deter¬ 
mined. If one of the players con¬ 
ceded the battle, the other player 
automatically wins the venture. 

If not, each player must calculate 
his venture total for this battle. 
The player with the highest ven¬ 
ture total wins the venture. 

To figure out your venture 
total, add the values of all of the 
Power cards which have been 
placed down as hits inflicted on 
any of your opponent's heroes 
during this battle (and only this 
battle). Do not add bonuses from 
Universe or Training cards, even if 
they were used to score hits. The 
value of any Teamwork cards 
which scored as hits should be 
added, but not the bonuses. Any 
Special cards which include a 
value should also be added. 

The player who wins the ven¬ 
ture may move his ventured 
Mission cards up one spot. 
Missions that were ventured from 
the reserve Missions pile are 
moved up to the completed 
Missions pile. Missions that were 
ventured from the completed 
Missions pile do not move, but 
rather they allow you to move the 
same number of Missions from 
the defeated Missions pile up to 
the reserve Missions pile. 

The player who loses the ven¬ 
ture must move his ventured 
Mission cards down one spot. 
Missions that were ventured from 
the reserve Missions pile are 
moved down into the defeated 
Missions pile, and those that were 
ventured from the completed 
Missions pile are moved down to 
the reserve Missions pile. 

If both players' venture totals 
are the same, then the battle is a 
draw. In this case, leave the cur¬ 
rent ventured Missions in place, 
draw fresh hands, and begin a 
new battle with the same player 
going first who went first the last 
time. 

Begin a New Battle 

When the battle is over and the 
venture winner is determined, if 
neither player has achieved victory 
(see below), begin a new battle by 
drawing fresh hands. The player 
who won the previous venture 
goes first. 

If you try to draw 8 cards but 
your deck has less than 8 cards left 
in it, your power pack is immedi¬ 
ately reshuffled and now becomes 
your deck. You should fill the 
remainder of your hand, and all 


subsequent hands from it and 
start a new power pack. 

Hits and K.O.'s 

As described above, when an 
attack is not successfully defend¬ 
ed, the attacking card is left in 
front of the victim's Hero card to 
indicate that he has taken a hit. At 
the end of a battle, after the ven¬ 
ture winner has been determined, 
all hits taken by any heroes are 
tucked underneath the Hero card 
(see diagram). These cards consti¬ 
tute that hero's permanent record 
of hits. 

A hero is considered to be 
K.O.'d when one of the following 
occurs: 

1) The Cumulative K.O. - When 
the values of all of the hits taken 
by a hero (those on his perma¬ 
nent record and those taken in the 
current battle) add up to 20 or 
more. 

2) The Spectrum K.O. - When he 
has taken at least one of each of 
the three power types as hits, 
regardless of their values. 

When K.O.'d, the Hero card is 
placed into the dead card pile. 

Any cards placed on the K.O.'d 
hero are discarded into the appro¬ 
priate discard pile. All accumulat¬ 
ed hits are then returned to the 
player who played them, and 
placed in his appropriate discard 
pile (power pack for still usable 
cards, or dead card pile for unus¬ 
able cards). 

Victory 

Victory in a game of OverPower 
can be achieved in three ways: 

1) K.O. all of your opponent's 
heroes. 2) Get all seven of your 
Mission cards into the completed 
Missions pile. 3) Cause your 
opponent to have all seven of his 
Mission cards in his defeated 
Missions pile. 







Introduction 

Welcome to the world of the 
undead. This set of rules serves 
as an introduction to the unlim¬ 
ited edition of the second 
Deckmaster card game, 

Vampire: The Eternal Struggle. 
The game was originally 
released as a limited edition 
card game called Jyhad. Both 
sets of cards are fully compati¬ 
ble, and both sets of cards work 
under these rules. 

Vampire now consists of 
basic and advanced rules. The 
new rulebook will contain both 
versions. The basic rules 
described here have been 
designed to simplify teaching 
the game and speed up game 
play. After you've learned the 
basic rules, feel free to try out 
the advanced rules. You'll find a 
full version of the advanced 
rules inside starter packs of 
Jyhad and Vampire. 


Thus, in a six-player game, each 
player may have a minimum of 
forty library cards and a maxi¬ 
mum of one hundred; in a two- 
player game, each player can 
have from forty to sixty library 
cards. 

Blood Counters: Blood counters 
are an integral part of the 
game—you'll need at least forty 
of them. Your personal blood 
pool consists of thirty counters, 
and you'll need at least ten to 
help fill the communal "blood 
bank". Any convenient items, 
such as pennies, glass beads, or 
stones, can be used as blood 
counters. When you burn one 
of your blood counters, you 
return it to the blood bank. 
(Technically, you can also "pay" 
or "spend" blood counters, but 
counters that are thrown into 
the blood bank are still consid¬ 
ered "burned".) 

The blood counters in a 
Methuselah's blood pool are 
referred to as pool; a vampire's 
blood counters are referred to 
as blood. 

The Edge Counter: The Edge is a 
symbol showing that your vam¬ 
pires have seized enough power 
to give you an edge over other 
Methuselahs. Choose an object 
to represent the Edge—any 
small object, such as a coin or 
an ankh, will do. A player who 
successfully bleeds another 
Methuselah, thereby reducing 
his victim's blood pool, gets the 
Edge. (For more details, see 
Section 4.4.) 

2. Important Terms in the Game 

Tapping and Untapping Cards: 
The concept of tapping and 
untapping is a unique feature in 
Deckmaster games. During the 
course of play, you tap cards by 
turning them 90 degrees. This 
indicates that the card has been 
activated to perform a particu¬ 
lar action and cannot be used 
again until it is untapped. 
Untapping a card restores it to 
its original position; this indi¬ 
cates that the card is reset and 
can be tapped again to take 
another action at a later time. 
Your untapped minions may 
block, take actions, or play reac¬ 
tion cards. 


Blood Cost < 


j Animalism 

/Control of and communi¬ 
cation with animals 

I Celerity 

Supernatural speed 


I Auspex 

Enhanced and extrasensory 
perception 

I Dominate 

Ability to exert influence 
over other vampires and 
mortals 

I Obfuscate 

Ability to hide or disguise 
oneself or others 

I Presence 
Impact of personal 
appearance 


Overview 

Vampire: The Eternal Struggle is 
a trading card game in which 
two or more players take on the 
roles of ancient vampires. These 
ancient vampires, known as 
Methuselahs, are considered 
mere legend by younger vam¬ 
pires. Younger vampires will 
often insist that they pursue 
their own goals... even as 
they're being used by one 
Methuselah to destroy the influ¬ 
ence of another. Throughout 
the world, Methuselahs manipu¬ 
late minions to frustrate the 
designs of their enemies. The 
conflict that takes place between 
the Methuselahs is known as 
the Jyhad. Caught in the throes 
of their never-ending war, the 
Methuselahs fight skirmish after 
skirmish in their eternal strug¬ 
gle. 

The Object of the Game 
Your goal is to destroy the 
influence held by rival 
Methuselahs. Influence is sym¬ 
bolized by blood counters, the 
primary currency in the game. 
When a player's blood pool is 
out of blood counters, that 
Methuselah is bereft of influ¬ 
ence and ousted from the game. 
As Methuselahs are ousted, 
players earn victory points; the 
winner is the player with the 
most victory points at the end 
of the game. 


(Fortitude 

Supernatural toughness 


I Potence 

Supernatural strength 


I Protean 

Ability to change body 
form 


IThaumaturgy 

I Magic spell-cast 
mostly blood-o 


UNTAPPED 


TAPPED 


Section 0m Elements of the Game 


1. Equipment Needed 

Cards: Each player has two 
decks: a crypt and a library. The 
cards in your crypt represent 
the vampires you want to con¬ 
trol; the cards in your library 
represent the tools you need to 
wage war against other 
Methuselahs. Each player must 
have at least twelve cards in her 
crypt and forty cards in her 
library, and each player may add 
up to ten cards to her library 
for each player in the game. 


Burn: When a card is burned, 
it's removed from the play area 
and thrown in the discard pile. 
This pile is also known as the 
ash heap. Blood counters can 
also be burned: they're returned 
to the blood bank. Burned 
cards or counters are no longer 
considered to be "in play". 


3. Overview of the Cards. 
Each amber-backed vampire 


card has numbers, 
words, and sym¬ 
bols that describe 
the vampire, 
including the vam¬ 
pire's name, blood 
capacity, clan, 
vampiric powers 
(called 

Disciplines), and 
any political posi¬ 
tions die vampire 
may hold. All of 
these terms are 
defined in the 


symbol on the card. If they're 
the same, the vampire may use 
that card. 


3.1.1* Squares and Diamonds 
Each Discipline symbol is in 
the shape of a square or dia¬ 
mond. A square-shaped sym- 


Glossary. Sometimes a vampire 
also has one or more special 
abilities; these are listed in a 
box on the bottom of the card. 
The vampires you use with 
your deck are the minions you 
eventually hope to control. 

Blood Capacity: The 

□ blood capacity symbol 
can be found centered 
on a red blood drop 
on the lower-right cor¬ 
ner of a card. The 
number on this symbol is 
between one and ten. The 
capacity reflects: the relative 
age of the vampire; the num¬ 
ber of blood counters you 
must invest in order to "con¬ 
trol" the vampire; and the 
maximum strength he has to 
heal wounds or perform other 
actions. 

A vampire with a larger 
capacity than another vampire 
is said to be older, and one 
with a smaller capacity is said 
to be younger. The amount of 
blood a vampire has can't 
exceed the vampire's capacity. 


bol means that you can use the 
plain-type (Roman) text at the 
top of a minion card requiring 
that Discipline; you can also 
use any other text that appears 
at the top of the card. A dia¬ 
mond-shaped symbol means 
that a vampire has the superi¬ 
or version of that Discipline: 
the vampire can use the plain- 
type or boldfaced text but not 
both. 


3.2. Library Cards 
There are two types of library 
cards: master cards and min- ; 
ion cards. Master cards are 
played by Methuselahs. Miniod 
cards are used by the vampires 
and allies you control. (Both 
vampires and allies are min- 1 
ions.) A master card has a gray 
stone background; a minion 
card from Jyhad has a scarlet 
stone background. In Vampire, 
different types of minion card? 
have different backgrounds to 
help you tell them apart. 


Clan: Vampires belong to dif¬ 
ferent societies called "dans". 
The dan of a vampire is listed 
on the upper-left comer a 
vampire card. Some library 
cards can't be played unless 
you control a member of a 
particular vampire dan, and 
some library cards only affect 
vampires of a particular dan. 
Appendix B has more informa¬ 
tion about each dan. 


Playing ike Cards: You play a 


the playing area (described in 
Section 4.1) or on one of your 
minions. The card is then con¬ 
sidered to be in play. Some 
cards have an immediate effect 
and are burned after they're 
used, while other cards require 
you or a vampire you control 
to bum blood counters before 
you can play the card. 


pisciRiiNES: These are the 
supernatural powers possessed 
by vampires. The lower-right 
comer of a vampire card has a 
series of symbols representing 
the Disciplines known by that 
vampire. The symbols deter¬ 
mine which minion cards a 
vampire is able to use. When 
y !>u want to play a minion 
c ird, compare the Discipline 
symbol on your vampire to the 


Important^ru|e: Unless the 
card says otherwise, whenever 
you play a library card, you 
immediately draw another 
library card and place it in 
your hand. 














play and may be used 
repeatedly. Some 
library cards (such as 
Arson) can eliminate 
locations from play. 


P Disciplines: Discipline 
cards are played on a 
vampire to give her 
new Disciplines or 
enhance a Discipline 
she already knows, 
increasing the level of 
a Discipline from basic 
to superior. In addition, a 
Discipline card increases a vam¬ 
pire's blood capacity by one. 

You may hot play a Discipline 
card on a vampire who already 
has that Discipline at the supe¬ 
rior level. The vampire doesn't 
immediately fill the extra capac¬ 
ity—she must still hunt before 
she can gain the extra blood. 
Discipline cards remain on your 
vampire until the vampire is 


Cost of Playing Cards: Each 
library card has one or more 
symbols on its left side. There 
might be a symbol for the card 
type, a Discipline symbol, a 
drop of blood surrounding a 
number, or a dan symbol. 

A drop of blood On a card will 
have a number on it letting you 
know how much blood you 
must burn to use that 

□ card successfully. 

Solid black blood drop: 
If the blood drop is 
solid black (in the lower- 
left corner), the Methuselah 
pays that number of 

6 blood counters to the 
blood bank to use the 
card. The Methuselah 
must "burn" pool. 

Black blood drop with a white 
drde: If the card has a black 
blood drop with a white drde, 
the vampire using die card pays 
the blood counters to the blood 
bank. The vampire must "burn" 
blood. 

A minion card may indude 
a Discipline symbol. If there's a 
Discipline symbol on the card, 
the vampire playing the card 
must have the same Disdpline. 
Obviously, if the card doesn't 
have a Disdpline symbol, then 
using the card doesn't require a 
Discipline. 

Sometimes a card has a dan 
symbol. If it's a master card, 
you may only use the card if 
you have a "ready" vampire of 
that dan. (A ready vampire is 
one who is controlled and in 
your active area.) If it's a min¬ 
ion card, only vampires of that 
dan may use the card. 


burned. 


Out-of-turn: You can only play 
out-of-turn cards when it is not 
your turn. If you play this type 
of card, you lose your "master 
phase action" during your mas¬ 
ter phase on your next turn. 
Once you've played an out-of- 
turn master card, you can't play 
another until after your next 
turn. 


3.2.2. Minion Cards 
As a Methuselah, you use 
intrigue, worldly political 
maneuvers, and the exercise of 
supernatural abilities to influ¬ 
ence less-powerful vampires, 
ignorant mortals, and other 
creatures. These minions are 
your pawns in the eternal strug 


Minion cards represent the 
actions and intrigue your min¬ 
ions use to destroy the pawns 
of your fellow Methuselahs and 
drain your enemy's influence. 
They're used during your "min¬ 
ion phase" (described in 
Section 6.3.), although reaction 
cards (a type of minion card) 
can be played when it isn't your 
turn. 

Some types of minion cards 
may only be used by vampires. 
These indude cards that require 
a minion to have a particular 
Discipline, cards that require a 
vampire from a particular dan, 
and cards that begin a political 
action. Other minion cards can 
be used by any minion, includ¬ 
ing allies. 

The general types of minion 
cards are listed below. 


3.2.1. Master Cards 
Master cards are cards played 
by a Methuselah. These cards 
represent some of the awesome 
powers you can bestow upon 
your minions or unleash upon 
the world. Master cards are 
played during your "master 
phase" and take effect the 
moment they're put into play. 
There are many Afferent types 
of master cards, but the three 
most common odes are location 
cards, Disdpline cards, and 
out-of-tum cards. 

Locations: A location is a place 
controlled by you and your 
minions. Location cards give 
your vampires long-term advan¬ 
tages in play. Locations stay in 


Action cards: Action 
ImH cards describe specific 
actions your untapped 
minions may take. Qn 
your turn, you can play one 
action card for each minion 
Who takes an action. Thete ape 
Other minion phase actions a 
minion can take without an 
action card. 


Action modifier cards: 
These cards are played 
after your minion takes an action. 
They enhance an action. For 
instance, if your minion is taking a 
"bleed" action to drain the blood 
pool of another Methuselah, you 
could play an action modifier card 
designed to increase the amount 
of blood you drain. These cards 
may only be used when it is your 
turn. 

Important rule: A minion cannot 
use two identical action modifier 
cards to affect the same 
action. 

Equipment cards: These 
are tools you give your 
minions to aid them when they 
engage in combat. There isn't a 
limit to the number of equipment 
cards a minion can have. A minion 
attempts to take control of equip¬ 
ment by performing an "equip" 

action during the minion 
phase. 

IS 

Political cards: These are 
action cards that repre¬ 
sent the political intrigue so inher¬ 
ent in vampire society. Vampires 
may use these to cause events in 
the game that may benefit or 
harm Methuselahs or their min¬ 
ions. A "voting action" occurs 
when a vampire "calls" a vote by 
playing this type of 
card. (This is described 
^ in Voting, Section 7). 

Retainer cards: Minions 
employ retainers to pro¬ 
tect themselves and maintain 
their worldly interests. Retainers 
cannot take actions of their own, 
use equipment, or deal damage. A 
retainer is linked to the minion 
who has "employed" him. He 
assists that minion by lending her 
special abilities. A minion controls 
a retainer after she has performed 
an "employ retainer" action; there 
is no limit to the number of 

retainers a minion may 
have. 


not use two identical reaction 
cards to react to an action. 

Note: A reaction card does not tap 
the minion using it. 

I Section Two: The Basic Game 

||; AH of the Kindred 

Jr hid from one another 

s i' And from the humans 

that surrounded them. 

In hiding we remain today, 

For the Jyhad continues still. 

—The Book of Nod 

The Basic Game is designed to 
introduce you to the world of 
Vampire while teaching you with a 
simplified set of rules. Once you've 
mastered the Basic Game, feel free 
to move on to the complete set of 
rules inside the started decks for 
Jyhad and Vampire. Although the 
Basic Game is a complete game in 
and of itself, only the Advanced 
Game has the full version of the 
rules. 

4. Game Environment and 
Terminology 

4.1. The Playing Area 

There are two regions in front of 
each player in which cards are 


Active Region (Controlled Vampires) 


x 

Ally cards: Vampires are 
not the only creatures 
you may influence to do your bid¬ 
ding. Allies are mortals (or super¬ 
natural beings) who also serve 
you. Unlike retainers, allies can act 
independently of vampires, use 
equipment, and inflict damage. 
They must, however, be brought 
into play by a vampire performing 
a "recruit ally" action. 

(See Minion Actions, 
gg Section 6.4) 

Combat cards: These are 
used by minions during 
the combat sequence of 
the game (see Combat, 
gj Section 13). 

Reaction cards: Your 
untapped minions may 
use these cards to counter the 
actions taken by the minions of 
other Methuselahs. A minion can¬ 


played: the active region and the 
inactive region. 

Your vampires and allies are collec¬ 
tively referred to as minions. A 
minion in the active region is said 
to be ready. A vampire in the active 
region is considered controlled. A 
vampire in the inactive region is 
said to be uncontrolled. 

4.2. Setting Up the Game 

Step 1. Decide who is the Predator 
and Prey of each player: In The 
Eternal Struggle, each Methuselah 
is both hunting and hunted. After 
you've sat down to play, look at 
the player to your left. This is the 
player you hope to oust from the 
game: your prey. Next, look to the 
player on your right. This is the 
player who hopes to oust you: 
your predator. In a two-player 
game, your opponent is both your 
predator and prey. 

Step 2. Organize your pool: Take 
the thirty counters you're using as 
blood counters and place them in 
an area you can easily reach. These 
counters make up your blood 
pool. Your pool represents the 
resources and influence you have 
available for carrying out your 
manipulations. Take the counters 
you have left over, preferably at 
least ten, and place them in an 
area where everyone can reach 
them. The excess counters collec- 

























since the bank cannot run out of 
counters. Blood counters that are 
burned are returned to the blood 
bank. 

Step 3. Prepare your deck: Before 
the game begins, you'll have a 
chance to look through your deck. 
Some players prepare their decks 
more than other players, but as 
long as your deck has the right 
number of cards, it's playable. 
Eventually, you'll learn to adjust 
your deck to make it work more 
efficiently. 

For the Basic Game, there's 
another step you should go 
through when you prepare your 
deck. There are some words and 
phrases that are used in the 
Advanced Game that do not apply 
to the Basic Game. Remove cards 
that use these words or phrases: 

intercept, maneuver, additional 
strike, press, torpor, diablerie, para¬ 
lyze, and ante. 

You should also remove any 
cards that say "Only usable at long 
range" or "Not usable in the first 
round of combat." Disregard the 
word "ranged" on strike cards. 

If, during the game, you draw a 
library card that has one of these 
words or phrases, you may set it 
aside and draw to replace it. 

During the game, if a card from 
your crypt has any of these words 
or phrases, you can still use the 
card—just ignore the text that 
includes those words or phrases. 

The rules for inflicting damage 
have been simplified as well. All 
cards do standard ("non-aggravat- 
ed") damage. Treat all instances of 
"aggravated damage" as "normal 
damage" and remove any cards 
that affect or inflict aggravated 
damage. If an amount of damage 
includes the letter "R", ignore that 
letter (1R becomes "1", 2R 
becomes "2", and so on). The letter 
"R" refers to ranged damage, a 
concept that isn't used in the Basic 
Game. 

In addition, if you encounter 
any cards that do not seem to 
work under this set of rules or 
seem overly confusing, remove 
them as well. If you encounter one 
of these cards during play, you may 
discard it and draw a new card. 
Your objective should be gaining 
fluency with the basic rules; later, 
after you've read the rules for the 
Advanced Game, you can look at 
these cards again to make sure you 
understand them. 

Now you're ready to begin play¬ 
ing. Separate your crypt cards from 
your library cards. Shuffle both 
sets of cards and allow the player 
to your right to cut the two decks. 
Place your library and your crypt 
in front of you. 

Once your decks have been pre¬ 
pared, your two decks are shuffled, 
the blood bank is ready, and your 
blood pool is within reach, you can 
begin to draw cards. 

Step 4. Place four vampires in the 
inactive region: Take the top four 
vampires from your crypt and 


place them face down in front of 
you. This becomes 
the "inactive 
region". You may 
look at these cards. 

These are the ini¬ 
tial vampires you 
will attempt to con¬ 
trol during your 
"influence phase". 

During the game, 
you will have the 
opportunity to 
move more vam¬ 
pires out of your 
crypt and into the 
inactive region. 

(This is described 
under Influence, 

Section 14). 

Step 5, Draw seven 
library cards into 
your hand: Take 
the top seven cards 
from your library 
and place them in 
your hand. 

Remember, whenever you play or 
discard a library card, you immedi¬ 
ately draw another library card and 
place it in your hand. However, if 
your library runs out of cards, you 
must continue with just the cards 
you are holding and ignore any 
cards that allow you to draw addi¬ 
tional cards. 

Step 6. Begin the game: The players 
decide who goes first. If more than 
two people are playing, turns pro¬ 
ceed clockwise around the playing 
area. (The Breakdown of the Phases 
of a Turn is detailed in Section 
10 .) 

43. The Ash Heap—The Discard Pile 

Cards that are burned or dis¬ 
carded (and taken out of play) are 
placed face up next to the library. 
This pile of cards is known as the 
ash heap. Your ash heap may be 
examined by any player. 

4.4. The Edge 

Whenever a player successfully 
bleeds another Methuselah (an 
action explained under Minion 
Phase in Section 6.3), that player 
"gets the Edge". There is only one 
Edge counter, so when one player 
gets it, the previous controller for¬ 
feits it. During his untap phase, 
the player who has the Edge takes 
one counter from the blood bank 
and places it in his pool (see Untap 
Phase, Section 6.1). The Edge can 
also be useful during political 
actions. 

5. Breakdown of the Game Phases 

Each turn has five phases: 
untap, master, minion, influence, 
and discard. 

1) Untap Phase: Untap any min¬ 
ions and/or master cards you have 
in the playing area. There are two 
other events that may occur during 
this phase: 

- If you have the Edge, take a blood 
counter from the blood bank and 
place it in your pool. 

- Certain master cards may take 
effect during this phase. 
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Technically, mast^MM 
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you receive 
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y untapped 
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involve play¬ 
ing one or 

more minion cards. 

4) Influence Phase: This is the 
phase when you may exert your 
power as a Methuselah upon vam¬ 
pires in your inactive region. Your 
influence phase actions are known 
as transfers. By spending your 
transfers, you may: 

- transfer pool to the vampires in 
your inactive region, 

- transfer blood counters from 
your inactive vampires to your 
pool, or 

- spend all your transfers to move 
a vampire from your crypt to your 
inactive region. 

These three options are 
described in Section 9. 

5) Discard Phase: Under the Basic 
Rules, you may discard up to two 
cards from your hand and draw to 
replace them. (If you have to dis¬ 
card cards that don't apply under 
these rules, those cards don't 
count against your two discards at 
the end of your turn.) 

6. Descriptions of the Phases 

6.1 The Untap Phase 

At the beginning of your turn, 
untap any tapped cards. Once the 
cards are untapped, they can be 
used during your turn. 

Some cards in play may cause 
some or all players to perform 
actions during your untap phase. 
Any cards requiring you to take an 
action or actions during your 
untap phase take effect after 
you've untapped your cards. If 
more than one card requires you 
to take an action, you may choose 
the order in which these actions 
take place. 

If ybu have the Edge, you may I 
take due blood counter from the 
blond fiank and place it in your 
pool. 1 I# 

Note: Uhtapping is mandatory. You 
must untap all of your tapped 
cards during this phase. 

6.2. The Master Phase 
During four master phase, you 
receive one master phase action, 
which you may then use to play 


you do not use this 
action by the end of* „ \ 


the master phase, you lose it. Jr 
you play a master card that per¬ 
mits you to do something during 
the master phase, you can take 
that action as soon as you play the 
card. .. jr JT 

6.3. The Minion Phase 
The minion phase is the most 
involved part of the game. Each of 
your ready vampires and allies may 
take one action. The procedure is 
as follows: 

1) To show that you want one of 
your minions to take an action, 
tap it. This minion is called the 
acting minion. 

2) Announce to the other players 
the action the minion is taking. 

You may have to play an action 
card to reveal your minion's 
action. 

3) You may decide to modify the 
action. Other Methuselahs may 
have an opportunity to block the 
action. 

4) If the action isn't blocked, 
resolve it. You may have to burn 
blood at this time. 

A minion may take one of the 
following actions without playing 
an action card. 

- bleed, 

- hunt, 

- employ a retainer, 

- recruit an ally, or 

- equip. 

Employing a retainer, recruit¬ 
ing an ally, or equipping a minion 
does not require an action card, 
but does require the use of a 
retainer, ally, or equipment card. 
(This is explained further in 
Minion Actions, Section 6.4.) 

A minion of another player may 
attempt to block your minion's 
action. (Detailed rules on blocking 
are in Section 6.3.2.) 

Action modifier cards enhance,; 
alter, or embellish actions. This 
type of card can be played before j 
or after a block is declared. If 1 
you're directing this action againsf 
another Methuselah, and he's 
declared that he won't block, he 
can't decide to block it later, even 
if you play an action modifier. 

Important rule: In the Basic 
Game, the only standard minion 
phase action that can be blocked 
is bleeding. However, many of the \ 
actions that result from playing 1 
action cards can be biocked. Ilan 
action your minion takes is 
blocked by an opponent's minion, 
the action doesn't occur—combat 
automatically begins between 
them. 

6.3.1. Directed and Nondirected 
Actions 

There are two types of actions 
minions can perform: directed and 
nondirected. 

Directed Actions: These are 
actions that directly affect another 
Methuselah, one qf her minions, 
or a card she controls. An action 
directed against another 
Methuselah can only be blocked by 
the minions of fths^t Methuselah. 
Cards that involve directed actions 
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card Is bleeding. 

Nondirectu) Actio 
actions that lute «tof directed 
against a Methiiselahor one of 
his minions, 
a minion, recruiting I 
employing a retainer are 
pies of nondirected actions. 

These actions cannot be blocked 
in the Basic Game. / jT^ 

i / f 

6.3.2. Blocking an Action 

tluring a Methuselah's turn, 
you may have the opportunity to 
block one of her minions. For 
instance, if your predator uses a 
minion to attempt to bleed you 
(and reduce the size of your 
blood pool), you can tyy to block 
that minion's action. Remember, 
in the Basic Game, you may only 
block directed actions targeted at 
you or one of your eards. 

To block an action, you sim¬ 
ply tap one of your untapped 
minions and declare that he is 
blocking the action. You cannot 
block actions that are targeted at 
another player or one of his nun- 

i ons. ___-_ 

Norn: If an action requires you to 
burn blood or pool, the blood 
counters are not burned until the 
action succeeds without being 
blocked. If you cannot burn 
blood counters for the action at 
that time, the action fails. 

Stealth: Stealth is the ability of 
vampires to avoid being blocked 
when they perform actions. In 
the Basic Game, an action card 
with the phrase "+1 stealth" (or, 
technically, "+X" stealth) cannot 
be blocked. (If the top of a Jyhad 
card has the phrase +1 stealth or 
the top of a Vampire card has the 
phrase +1 stealth action, both the 
basic and superior versions of 
that action are at +1 stealth). 

Also, there are some action modi¬ 
fier cards that can be used to 
give your minion stealth. If you 
play any of these during the 
action, the action becomes 
unblockable. 

Rules of Thumb Fop Blocking: 

1) If an action is blocked, any 
cards used by the; acting minion 
are burned, and the cost in blood 
or pool for playing the cards is 
ignored. 

Quo:, a, 

up the opportunity to block an 
action, he cannot attempt to 
block it later, regardless of 
whether other blocking attempts 
have been made or fvhether the 
action has been modified with an 
action modifier card. 

} f 

6.4. Minion Actions 
Possible minion yh|ise actions in 
the Basic Game are listed below. 
Bleed (no card r^qqired): 

Bleeding is one p (he most fun¬ 
damental directed actions in the 
game. One minion attempts to do 
"damage" to another Methuselah. 
The term "bleed" is actually a 
metaphor. It deicr|bes meddling 
in the affairs ofiMmhuselahs by 


ing bribes, burning down 
rbperty, spreading rumors, and 
s\ok To have ope of your min- 
commit a bleed action: 

1) Tap the minion and announce 
to your prey that your minion is 
attempting to bleed. 

|) If your prey's minions cannot 
block, or are Unsuccessful in 
their attempt, your prey burns 
one pool. Your prey burns addi¬ 
tional pool if the bleed is 
increased with an action modifi¬ 
er,-—there are cards that allow 
your minions to bleed your prey 
for more than one pool. 

Your predator will attempt to 
bleed you out of the game. She 
will try to send her minions past 
yours and reduce your blood 
pool; your minions can block 
these actions to defend you. You 
then have the opportunity to 
attempt to send yotir remaining 
minions past your prey's min¬ 
ions. If you succeed in getting 
through, you can then bleed your 
prey. You may do damage to your 
opponent's minions, but you 
want to ultimately bleed other 
Methuselahs out of the game. 

Important rule: Whenever a 
minion successfully bleeds a 
Methuselah, the controller of 
that minion "gets the Edge". 

Hunt (no card required): The 
hunger for blood is the horrid 
price of immortality each vam¬ 
pire must endure, and a vampire 
must hunt to appease that 
hunger. This is the action a vam¬ 
pire takes to replenish part of his 
blood supply. 

To have one of your vampires 
hunt: 

1) Tap the vampire and announce 
that he is hunting. This is a +1 
stealth action—it cannot be 
blocked in the Basic Game. 

2) The vampire gains one blood 
counter from the blood bank. 

Note: An 
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Employ Retainer (retain- 
er card required): 

^ Retainers are the 

helpers of your min¬ 
ions. They grant addi¬ 
tional abilities to a single minion 
and cannot act independently. For 
the Basic Game, ignore the life 
points on a minion card—they are 
only important in the Advanced 
Game. 

For a minion to employ a retainer: 

1) Tap a vampire and announce 
that she is employing a retainer. 
This is a +1 stealth action: It can- g 
not be blocked in the Basic Game. 

2) Put the retainer card you have 
chosen from your hand on the 
vampire. 

Recruit All (ally card 
^ required): This action 

LlJ allows you to bring an 

ally into play. Allies 
should be treated as 
vampires in most ways. Unlike 
retainers, allies may take indepen¬ 
dent actions, such as blocking and 
bleeding. They also have life 
points, which are roughly equiva¬ 
lent to vampire's blood counters, 
save for the fact that minions can¬ 
not burn them to use cards. 

To bring an ally into play: 

1) Tap the vampire and announce 
that she is recruiting an ally. This 
is a +1 stealth action: It cannot be 
blocked in the Basic Game. 

2) Place the ally card in the inac¬ 
tive region. 

An ally cannot take an action 
on the turn he is recruited. When 
brought into play, the ally is 
placed in your inactive region to 
indicate that he cannot act. At the 
end of your turn, allies in your 
inactive region are moved to your 
active region. 

If an ally is burned during the 
course of play, any other cards 
placed on it are burned as well. 

Equip jJT 

(equip- g 

ment card 
required): 

You may 

give your minions 
equipment to aid 
and protect them. 
There is no limit 
to the number of 
equipment cards a 
minion can have. 

To equip a minion: 

1) Tap the minion 
and announce that 
you are equipping 
him. This is a +1 
stealth action: It 
cannot be blocked 
in the Basic Game. 

2) Take the equip¬ 
ment card you 
have chosen from 
your hand and put 
it on the minion. 

One of your 

minions can take equipment from 
another minion you control. To 
transfer equipment: 

1) Tap the minion and announce 
that she wants to take equipment 


from one of your other minions. 
More than one equipment card 
can be transferred, but all of the 
equipment cards must be trans¬ 
ferred from the same minion. This 
is a +1 stealth action: It cannot be 
blocked in the Basic Game. 

2) Take the desired equipment 
card and place it on the acting 
minion. If you're transferring 
more than one piece of equip¬ 
ment, move the applicable cards. 

S 7. The War of Intrigue— \ \ 
* Vampire Politics : 

Politics and intrigue 
are as critical to vam¬ 
pires as hunting and 
feeding. Like mortal 
society, vampire soci¬ 
ety has its own laws, 
creeds, and customs. Politics come 
into play when one of your vam¬ 
pires uses a political card. 

To play a political card: 

1) Tap a vampire and announce 
that she is calling a vote. Any 
political cards called at +1 stealth 
(or +X stealth) are unblockable in 
the Basic Game. 

2) Read aloud what the vote will 
be about (as printed on the card) 
and place it on the vampire who 
called the vote. If any choices need 
to be made by the player whose 
minion called the vote, they must 
be made now. 

3) Players vote for or against the 
terms of the vote. The players use 
votes available to them through 
their minions and cards. Once a 
vote has been cast, it cannot be 
changed. 

4) Each player declares his or her 
votes (see below). Any vampire 
may abstain from voting. A player 
may vote both for and against the 
terms of the vote by using differ¬ 
ent minions and/or cards. (If you 
absolutely need a time limit for 
voting in your games, the players 
can agree to wait fifteen seconds 
after the last vote has been cast 
before tallying the results of the 
vote.) 

5) If the vote passes, the effects of 
the card take place. 

Tallying the Votes: If your vampire 
calls a political action, you auto¬ 
matically receive one vote. Each 
player receives votes for each 
Primogen, Prince, and Justicar he 
or she has in his or her active 
region. 

When casting votes for a polit¬ 
ical action, a player can cast: 

- 1 vote for each ready Primogen, 

- 2 votes for each ready Prince, 
and 

- 3 votes for each ready Justicar. 

A vampire may hold only one 
political position at time; thus, a 
vampire cannot be a Justicar and a 
Prince. However, a vampire may 
yield, or be forced to yield, her 
current position for another as a 
result of a political card. 

Example: Tatiana Romanov of Clan 
Toreador is the Prince of Houston. 
The player controlling her plays the 
Toreador Justicar political card on 















Primogen 

' 


her, and voting begins. The vote is 
successful. Tatiana is no longer the 
Prince of Houston, but now holds 
the position of Toreador Justicar! 

If you have the Edge, you can 
receive a vote by forfeiting the 
Edge. If this happens, the Edge is 
uncontrolled. 

Any Methuselah can burn 
extra political cards for extra 
votes. Each card is worth one 
vote. If you burn any extra politi¬ 
cal cards, ignore the effects print¬ 
ed on the card and throw it into 
your ash heap. You can't, however, 
draw new cards until the political 
action is finished. 

There are other cards you can 
use to cast more votes. Remember, 
though, that you can only play 
action modifiers if one of your 
vampires is the acting minion, 
and you can only play reaction 
cards if another Methuselah's 
vampire is the acting minion. 


8. Combat 

If one of your minions 
is blocked, that min- 
ES ion's action is consid¬ 
ered unsuccessful. Any 
cost in blood or pool 
to take the action is 
ignored; if you were required to 
burn blood to take the action, you 
don't lose the blood. Any cards 
you used to take the action are 
burned. The blocking minion is 
tapped, and combat begins 
between the two "opposing" min¬ 
ions. 


8.1. Basic Combat Sequence 


Each round of combat has the fol¬ 
lowing phases: 

1) Choose your strike. Each player 
chooses how her minion will 
strike: with one of her weapons, 
with her bare hands, or with a 
special attack listed on a combat 
card. 

2) Check damage. This is a three- 
step process. During each of the 
steps listed below, the player con¬ 
trolling the acting minion always 
goes first. 

- Figure out the amount of dam¬ 
age you're inflicting, adding in 
damage modifiers, 

- announce the amount of damage 
you're inflicting, 

- and then play any applicable 
damage reduction cards. 

Once a player makes a choice dur¬ 
ing a phase (even if the choice is 
to not play a card), that player 
may not alter his choice. 


8.1.1. Strikes and Damage 

Choose your strike: Each min¬ 
ion has one strike each round of 
combat. That strike can be an 
attack from a combat card, a 
strike with a weapon, or a bare¬ 
handed attack. 

The player with the acting 
minion decides how he strikes 
first. Then the blocking minion 
decides what his strike will be. In 
the Basic Game, there is only one 
round of combat, and only one 
strike card may be used each 


round of combat. 

Note: Some strike cards have the 
words "dodge" or "com¬ 
bat ends" on them. 

While this may seem 
like a contradiction in 
terms, the word "strike" 
is used to describe a 
particular card type. 

The card explains what 
your minion does in a 
round of combat. 

Hand damage: When a 
minion strikes with his 
hands, he does an 
amount of damage 
equal to the total hand 
damage from equip¬ 
ment, combat cards, 
and other modifiers. 

Important rule: Once 
you've committed a 
minion to performing a 
particular strike, you 
cannot change your 
mind. The minion exe¬ 
cutes the strike. 

Announce the amount of dam¬ 
age inflicted: Damage is simulta¬ 
neously dealt between the two 
minions engaged in combat. A 
normal unaided hand attack caus¬ 
es one point of damage. For each 
point of damage you minion 
takes, burn a blood counter (or 
"life" counter, in the case of an 
ally). If a vampire has suffered 
more damage than he can take 
(that is, if he received an amount 
of damage in excess of the 
amount of blood on his card), he 
is burned. An ally who loses all of 
his life counters is burned. 

Note: In the Basic Game, treat 
aggravated damage exactly like 
regular damage. 

Play damage prevention cards: 
During the Check Damage phase, 
you may play damage prevention 
cards (like Skin of Rock) if you 
are able to do so. You may play 
these cards one at a time until all 
the damage is prevented or you 
have no more damage prevention 
cards in your hand. You cannot 
play more damage prevention 
cards if all of the damage has 
been prevented. Extra damage pre¬ 
vention is lost, and it can't be 
applied against future strikes. 
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Example: If a vampire is dealt three 
points of damage, you can play one 
card that prevents two points of 
damage and immediately play 
another card that prevents one 
point of damage. You could not 
play any more damage prevention 
cards—all of the damage has been 
prevented. The extra point of dam¬ 
age prevention would be lost. 


8.2. Allies and Combat 
Allies are allowed to use strike 
cards in combat. Of course, the 
ally performing the strike must 
meet the requirements listed on a 
strike card. Strike cards include 
"dodge" cards, "combat ends" 
cards, and cards that inflict dam¬ 
age (such as Lucky Strike). This 
rule reflects the way some vam¬ 
pires regard the allies they con- 


melee weapon damage. 

Destroy Equipment: This effect will 
bum a minion's equipment card. 

If there is more than one piece of 
equipment pn a minion, the play¬ 
er controlling the destroying min¬ 
ion chooses which one is affected. 
However, the equipment can still 
be used on the turn it's 
destroyed... unless the equipment 
was destroyed before it could be 
used (see First Strike, listed 
below). Sometimes the effect may 
specify a weapon, in which case a 
weapon must be burned. 

Steal Equipment: This effect is like 
"destroy equipment" except that it 
forces a piece of equipment out of 
the hands of one minion and into 
the hands of the minion who used 
this effect. The equipment can still 
be used on the turn it is stolen... 
unless the equipment was stolen 
with First Strike (see below) 
before it could be used. The 
stolen equipment may not be used 
by the minion stealing it until the 
next round of combat. The minion 
using this effect keeps the equip¬ 
ment at the end of combat. 

First Strike: The damage inflicted 
by a minion with First Strike is 
resolved before the strike of the 
opposing minion begins. (Thus, if 
an opposing minion is burned by 
First Strike, he will not get a 
strike.) If both minions have First 
Strike, the effect is canceled and 
damage is resolved normally. 
Example: Cassandra is attacking 
Andreas with First Strike. 

Cassandra is using a Potence{cbrd 
and has +1 damage; Andreas has no 
extra damage and only 1 blood 
pofrit left. Before Andreas can dam¬ 
age Cassandra, Cassandra does 2 
paints of damage to Andreas, burn¬ 
ing him . Cassandra therefore 
re xdbes no damage. 

DoHge: A "dodge" deals no dam¬ 
age, but it prevents the effect of 
the opponent's strike that round, 

a if the opponent's strike was 
ered with First Strike, 
bat Ends: This effect ends 
combat immediately before any 
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JWrces blood (or life, til the case 
of allies) from another minion 
and feeds the vampire who used 
this effect. This is not considered 
damage, so the effect cannot be 
prevented with damage prevention 
cards. If the stolen blood exceeds 
the capacity of the vampire steal¬ 
ing it* the excess is moved to the 
blood bank. If all of the vampire's 
blood is stolen, the vampire is 
burned. If an ally loses all of his 
life points, the ally card is burned. 

A vampire cannot steal more 
blood than the opposing minion 
has at that time. 

Example: later in the game , 
Cassandra attempts to bleed and is 
blocked by Eliza of Clan Tremere. 
Eliza vows to avenge Andreas' 
demise » Cassandra is attacking with 
her bam hands and has 3 blood 
points. Eliza plays a Thaumaturgy , 
card that allows her to steal 3 
points of blood. Cassandra does 1 
point of damage to the TYemere, but 
Eliza steals 3 points of blood from 
Cassandra. Cassandra has no blood 
left, so shell have to hunt next 
turn. Eliza was at full blood capaci¬ 
ty, so the excess blood goes to the 
blood bank. 

The stolen blood will also heal 
the vampire immediately. This { 
blood can be burned by damage 
that is not dealt with First Strike. 
Example: Eliza and Cassandra 
meet again. This time Eliza has 1 
blood and Cassandra has 4. Eliza 
strikes using a Thaumaturgy card 
that allows her to steal 3 blood 4 
Cassandra strikes with her hands 
and plays a combat card to increase 
her hand damage to 2. Eliza takes 
2 damage and steals 3 blood from 
Cassandra. Eliza can use the stolen 
blood to absorb the damage and ff 
not burned. 

Paralyze: This is a term that 
appears in Jyhad, but has been 
dropped from Vampire. It isn't 
used in the haste Game. 




9. Influence 


Methuselahs vehemently seek 
to dominate vampire society, but 
most younger vampires are reluc¬ 
tant to defer Jto the whims of thy 
ancients. The Methuselahs must j 
exert their extraordinary com- 
mand of Disciplines and resources 
to entice theq: younger brethren 
to do their bidding. 

The influence phase allows 
you to move vampires into your 
inactive region and place them 
under your cqntrol. Each influ¬ 
ence phase involves using a type 
of "influence phase action" known 


as a transfc 


Transfers are not 
by tangible markers, 
ounters, but they do 
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When you move Mood Coun¬ 
ters from your poc*i to a vampire, 
they become blood points for that 
vampire. Whom yop move blood 
counters from * vamnm to your 
pool, they become pool. 

I>urii\g yt»iir inlluettce phase, 
you mawV 

1) move blood counters from your 
pool pryour uncontrolled vam- 

Jjicsff / / 

2) take blood back from uncart 
trotted vampires who already have 
blood on them; or 

ij movc the next vampire card in 
your crypt to your uncontrolled 
region. 

The cost for these actions is 
listed below. 

1) At the cost of one transfer, you 
piay move one blopd Counter from 
your blood pool to an muon 
trolled vampire in your inactive 
region. 

2) Fur two transfers, you may move 
cine blood counter from an uncoil- 
trolled vampire in your inactive 
region back to your blood pool. 

3} By spending all four transfers, 
you may take a vampire off your 
crypt and place her in your uncon¬ 
trolled region. If you do this, you 
must also move one blood counter 
from your blood pool to the blood 
bank (that is, you must burn one 
pool). 

Putting Vampires into Play: At the 
end of your iuiiuence phase, a 
vampire in your inactive region 
with a number of blood counters 
equal to his blood capacity is now 
considered controlled. The vampire 
is turned face up and placed in 
your active region. The blood 
counters are kept on the ready 
vampire. These blood counters are 
a measure of its present strength, 
which may increase and decrease 
throughout the game. 

At the beginning of the game, 
players do not receive the usual 
four transfers. Instead, the player 
who goes first may only spend one 
transfer during her influence 
phase. The second player may 
spend up to two transfers, the 
third player may spend up to 
three, and the fourth player may 
spend the usual four transfers. Of 
course, if there are only two or 
three players, the number of trans¬ 
fers allowed Increases by one each 
turn uiitil a player is allowed to 
spend four transfers. 


10. Ending the Game 


In a two-player game, the last 
Methuselah with pool remaining 
wins. As soon as a Methuselah is 
out of blood counters, the game is 

over. 

If more than tip Methuselahs 
are playing, the game continues 
after the first Methuselah is out of 
pool. A Methuselah is ousted as 
soon as she no. longer has pool. 
When this occurs, her predator 
earns a victory point and gains six 
pool. If a predator is ousted the 
same turn her prey is ousted, the 


predator gels the victory point, but 
does not get six pool, like last 
Methuselah remaining hi the game 
also gains...aU additional victory 
pobt. Hie winner of the game is 
live player with the most victory 
points at the end of the game. 


Appendix A: Variant Rules 


10.1. Rwnmc Out of Cards and 

Withdrawing from the Came 
'ICyou’ve exhausted your library 
and have to begin your turn with 
less than a full hand, you haw the 
option of withdrawing from the 
game. To do exercise this option, 
you must announce your intent to 
withdraw during your untap phase. 
For the withdrawal to succeed, you 
have to meet two condition^: 

pur minions can't enter com¬ 
bat until your next uiitap phase, 
and 

- vou and your minions can't lose 
or burn blood before your next 
untap phase. 

If you survive until your next 
untap phase while meeting these 
conditions, you successfully with¬ 
draw. If you lose a single blood 
paint (even if you regain it later), 
yOUr withdrawal fails. 

If you successfully withdraw, 
you receive one victory point to 
add to any victory points you've 
already gained. ¥our predator does 
not get a victory point or pool for 
your withdrawal. 


Try placing these rules variants in 
your games of Jyhad and Vampire. 
The variants, though simple, are 
designed to dramatically speed up 
game play. They may be used indi¬ 
vidually or all together. 

Increased Bleed 

In this variant, a vampire's bleed 
equals her blood capacity divided 
by 2 (rounded up). Therefore, a 9 
or 10 capacity vampire could bleed 
for 5 points of damage. 


Bleeding Chart 
Bikjd CAPAcm 
11 * - 12 * 

|F9- 10 
7-8 
5- 6 
3- 4 
1 - 2 


Score 


11. The Golden Ruie 
of Card Ownership 


Your cards arc never transferred to 
another player permanently as a 
result of card play. If you are oust¬ 
ed from the game, the cards you 
had at the beginning of the game 
are immediately returned to you. If 
you have any of your opponents' 
cards, they are returned to their 
respective owners and placed hi 
the appropriate ash heaps. 


12. The Golden Rule for Cards 


Blqod Capacity 
U*f 12* 

9 - 10 
7 <r 8 
5 - 6 
3-4 
1 - 2 


Damage 

6 

5 

4 

3 

2 

1 


Whenever the cards contradict 
the rules, the 
cards take prece¬ 
dence. Camille Devereux 


* Vampires from V:TES and Jyhad 
may only reach this blood capaci¬ 
ty (and above) 


Conclusion 


Vampire, in 
both the limited 
and unlimited 
editions, is a 
thorough intro¬ 
duction to the 
world of the 
Camarilla. 
Whether you 
Choose to play 
I with the original 
Jyhad cards, 
assemble decks 
with new Vampire 
cards, or put 
together decks 
combining both 
Sets of cards, 
enjoy the game... 
and make your 
enemies bleed. 


with master 
cards. 

Treat any 
cards that 
refer to a base 
hand damage 
as added hand 
damage. This 
includes cards 
from the origi¬ 
nal Jyhad set. 
Example: In 
Jyhad, Angus 
the Unruled is 
a 10 capacity 
vampire that 
has a special 
ability of deal¬ 
ing 2 hand 
damage. In this 
variant, Angus 
has a +2 to 
hand damage 
and can strike 
for 7 points at 


close range! 

Under the advanced rules, you 


* Vampires from V:TES and Jyhad 
may only reach this capacity with 
master cards. 

Treat any cards that refer to a 
base bleed as added bleed dam¬ 
age. This also applies to cards 
from the original Jyhad set. 
Example: A card that would give a 
vampire a base bleed of 2 would 
give her +2 bleed in this variant. 

Also, players will find the 
bleeding score of allies (such as 
Thadius Zho) are far less powerful 
when compared to the bleeding 
score of most vampires. After all, 
most allies are but mere mortals. 
Increased Damage 
Hand damage equals a vampire's 
blood capacity divided by 2 
(rounded up). Therefore, a 9 or 10 
capacity vampire could do 5 
points of hand damage. 


will find that higher capacity vam¬ 
pires really don't need weapons if 
they have monstrously high 
scores. On the other hand, with¬ 
out weapons or maneuver cards, if 
a gun-wielding opponent can 
maneuver to long range, she can 
deal severe damage to an unarmed 
opponent. 

Clan Enmity 

During the combat phase, a vam¬ 
pire gets +1 hand damage if she is 
engaged in combat with a vampire 
from a rival clan. Although no 
minions will have an advantage 
against Gangrel, Gangrel don't 
receive enmity bonuses when 
engaged in combat. The clan rival¬ 
ry is as follows: 

Brujah — Venfrue 
Malkavian -Ifonere 
Nosferatu —Toreador 
Caitiff — Primogen, Prince, and 
Justicar 

Example: A Ventrue and a Brujah 
are engaged in combat. Since they 
belong to rival clans, each vampire 
adds one point of damage to hand 
attacks. 

Seek and Destroy 

As stated before, only the 
Advanced Game has the full ver¬ 
sion of the rules. For players who 
want to continue playing the Basic 
Game, we have provided two mod¬ 
ifications. Basic Combat does not 
allow for increasing intercept 
against stealth or inflicting dam¬ 
age with additional strikes. 
Therefore, the Auspex and Celerity 
Disciplines are rarely used. This 
variant encourages players to have 
their minions use these abilities. 

Auspex can give a vampire 
heightened senses and can some¬ 
times be used to sense the 
unseen. Detecting vampires that 
are using the Obfuscate Discipline 
is one example. In this variant, 

- an untapped vampire with the 
basic level of Auspex can block a 
vampire attempting to bleed using 
the basic level of Obfuscate, and 

- an untapped vampire with the 
superior level of Auspex can block 
a vampire attempting to bleed 
with the basic or superior level of 
Obfuscate. 

Of course, the usual restric¬ 
tions on blocking still apply. 

Celerity represents supernat¬ 
ural quickness, and it makes the 
Brujah (and Toreador) deadlier in 
combat. During combat, two vam¬ 
pires are assumed to inflict dam¬ 
age simultaneously. Celerity 
allows a vampire to inflict addi¬ 
tional damage at the end of a 
combat round. In this Basic Game 
variant, 

- a vampire with the basic level of 
Celerity can inflict an additional 
point of damage at the end of a 
combat round; 

- a vampire with the superior level 
of Celerity can inflict two addi¬ 
tional points of damage at the end 
of a combat round. 

This damage can be prevented 
with damage prevention cards, 
but the victim cannot counter 
these extra attacks with additional 
strike cards or "dodge" cards. If 
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two vampires have Celerity, each 
one will inflict additional damage. 
However, if a vampire uses a 
"combat ends" card for her first J 
strike, combat ends immediately 
regardless of whether anyone has 
Celerity. 


of the Masquerade: "Thou shalt 
not reveal thy true nature to those 
not of the blood ." Disguised as 
humans, vampires have infiltrated 
the mortal world and manipulated 
its very history. 

The power of a vampires is 
determined by her lineage, includ¬ 
ing the number of generations 
she is removed from the mythical 
progenitor of the vampire race, 
Caine. The second generation 
vampires sired by Caine are 
believed to have been destroyed. 
The third generation vampires, 
known as the Antediluvians, have 
been unseen for millennia. The 
fourth and fifth generations, the 
Methuselahs, employ younger 
vampires from later generations 
as pawns in a constant struggle 
against each other. 

There are many bloodlines 
within vampire society. Seven of 
these claim recognition within the 
Camarilla, the sect of vampires on 
which Eternal Struggle focuses. 
Each clan of vampires possesses 
certain powers, called Disciplines. 


Toreador: Members of this clan 
are thought of as artists and 

degenerates. They are 
frequently adept at 
j$> the Disciplines of 

Auspex (ESP), Celerity 
(supernatural quick¬ 
ness), and Presence 
(the ability to influence crowds). 


Appendix B: White Wqij& 


Vampire : The Masquera d e 


"No one holds command over me. 
No man. No god. No prince. 
What is a claim of age for ones who 
are immortal V 

Gunther Dorn, 
Vampire: The Masquerade 


Nosferatu: These hideously 

deformed creatures 
use their influence to 
gain knowledge. They 
™ are loners by necessi¬ 
ty, but they still man¬ 
age to know more 
about the workings of Kindred 
society than do many of the most 
powerful vampire leaders. 
Nosferatu are often skilled in the 
Disciplines of Animalism (commu¬ 
nication with and control of ani¬ 
mals), Obfuscate (the ability to 
remain unseen), and Potence 
(strength). 


This game was inspired by 
Vampire: The Masquerade, the 
classic roleplaying game designed 
by White Wolf. In White Wolfs 
Gothic-Punk universe, vampires 
roam the streets at night among 
mortals in a decadent, informa¬ 
tion-age world. The Kindred, as 
vampires call themselves, have 
spent countless centuries preying 
secretly on humanity, cooperating 
uneasily among themselves 
through a clandestine and 
Machiavellian social order gov¬ 
erned by many laws. Preeminent 
among these laws is the Tradition 


Ventrue: The most 
» old-fashioned of the 
' vampires, the Ventrue 

are sophisticates who 
move in the highest 
social and political circles. They 
are frequently proficient in the 
Disciplines of Dominate (mind 
control), Fortitude (toughness), 
and Presence (the ability to influ¬ 
ence crowds). 


Bruiah: The Brujah are rebels— 
they make no secret of their disre¬ 
spect for undead soci¬ 
ety and are often 
0 viewed as a force of 
chaos by other 
Kindred. They are 
often skilled in the 
Disciplines of Celerity (supernat¬ 
ural speed), Potence (strength), 
and Presence (the ability to influ¬ 
ence crowds). 


Brujah Justicar 


■ Gani;ki-:i.: The 
Gangrel have 

an <1 ITi 11«ty 

■ for the 
TV wilderness, 

and their insights into 
the nature of the Beast 
Within gives many of 
Jkem command over 
animals. The Gangrel 
frequently possess the 
Disciplines of 
Animalism (communi¬ 
cation with and con- 


Elder Kindred Network 


lllus. O 1994 Heather Hudsor 


trol of animals). Fortitude 
(toughness), and Protean 
(the ability to change 
shape). 


| Tremere: This 

dose-knit clan 

is known to 
I have many 
arcane and 

magical skills. Their powers 
often include Auspex (ESP), 
Dominate (mind control), 
and Thaumaturgy (sorcery). 


lllus. © 1994 Dan Frazier 


Malkavian: Members 
of this 

B dan are 
insane, 
yet from 


Effective management 


Ebanezer Roush 
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LEGENDS OF 
DARKNESS 
ARE NOT 
ALWAYS 
MYTHS. 
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The cries of the seabirds min¬ 
gled with the laughing voices of 
the revelers. It was an odd harmo¬ 
ny, that mixture of untouched 
nature and civilization. It was 
echoed many times over through¬ 
out the colonies: the comfort of 
the governors mansion only yards 
away from the wild jungle. Some 
nights, in fact almost every night, 
the people would come together 
to socialize— holding out against 
the dark wilderness. 

In the brightly lit hall of the 
manor house, Isabella Heyn 
smiled warmly at her companion. 
He, too, was an odd mixture of 
conflicting forces: handsome, 
polite, and courteous— quite civi¬ 
lized, and yet completely 
untamed. For two months she had 
courted him (though allowing 
him to believe he courted her) 
and still she knew almost nothing 
about him. She decided that 
tonight she would take him to her 
room— where she would lure his 
secrets from him. 

His name was MacLeod, and he 
had come to the colony not long 
ago. He had arrived on the Dutch 
ship Dolfijn, with no money and 
only the clothes he was wearing. 
The impoverished appearance of a 
man who was obviously a gentle¬ 
man sent rumors spreading 
through the town, and Isabella 
became determined to unravel the 
mystery that was MacLeod. 

His story was that he had come 
from lapan, fleeing amidst a tide 
of other 'barbarians' expelled by 
the new Shogun. MacLeod had 
lived many years in japan, with 
nothing now to show for it but 
the oddly-shaped sword he 
claimed was a match for the finest 
the French could produce. Isabella 
longed to see his blade in action— 
fighting for her honor, perhaps. 
She would arrange it as soon as 
possible. 

Isabella lifted her glass to 
MacLeod, and he returned the ges¬ 
ture, smiling as she tipped the red 
wine past her parted lips. She felt 
something in the air that night, 
and grew ever more excited and 
impatient to have MacLeod to her¬ 
self for the evening. She reached 
forward and laid her hand gently 
on his arm. 

There must surely have been a 
spark between them, for beneath 
her soft touch Isabella felt the 
hairs rise on MacLeod's arm. She 
looked up into his eyes, sensing 
victory at last... 

She was surprised to find that 
she had somehow lost his atten¬ 
tion. MacLeod's eyes were scan¬ 



ning the crowd, looking for some¬ 
one. Who? She had no time to 
wonder; before she could protest 
MacLeod had pulled away from 
her. 

"Excuse me, Isabella. I... need 
some air." She took no comfort in 
his strange accent, as she usually 
did. He seemed to be resisting her 
still. 

"Let me walk with you, then," 
she said. "The night air will do us 
both good." 

"No... I... I'm sorry. May I call 
on you tomorrow?" he asked. 

"Very well." She waved him 
away and attached herself to the 
arm of a passing gentleman. 
MacLeod left without a word. 

Isabella ignored the conversa¬ 
tion of her new companion and 
watched as MacLeod walked past 
the oil lamps towards the beach. 
When she was sure she could fol¬ 
low at a safe distance, she slipped 
out onto the sandy path behind 
MacLeod. She followed his foot¬ 
steps for a short distance, down to 
a clearing on the beach. MacLeod 
waited there. 

Isabella was beside herself with 
jealousy. Who was she that 
MacLeod waited for? 

Suddenly a figure emerged from 
the trees just across the clearing 
from Isabella. It was a tall man, 
dressed richly in a silk shirt and 
trousers. 11 is high black boots 
swirled through the watery sand as 
he walked towards MacLeod. 
Isabella noticed that his hand rest¬ 
ed on the hilt of his sabre. He 
stopped just a few feet away and 
greeted MacLeod. 

"I see you finally made it. Are 
you prepared to die, at last?" 
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1 "Let's get this over with, di Pitre. 
I'm not in the mood for your 
insults." 

"1 just wanted to make sure you 
were ready," di Pitre said. "I've had 
more time to prepare you know — 

I heard your knees knocking from 
halfway across the Pacific." 

"Exercise your sword arm, not 
your wit," MacLeod responded. 

Di Pitre languidly drew his 
sabre. "It took an expulsion edict 
to get you out of the Japans. Trust 
me, now that you're here I intend 
to make the most of your visit. 
You'll find no sacred ground to 
hide you here, Highlander." 

MacLeod laughed. "I'm sorry 
Japan was not to your taste, di 
Pitre. What was it you said? 'You 
can't draw steel without hitting a 
shrine.' Ah, but you could have 
learned much, had you stayed 
longer." 

"I had everything I needed 
here," di Pitre said. "A man with 
my talents — and my tastes — can 
carve out quite a life for himself." 
He spread his arms wide and 
turned around, showing off his 
expensive garments. 

Suddenly, di Pitre's sabre came 
whistling around in an arc. There 
was a flash of steel as MacLeod 
stepped back and drew his sword, 
blocking the attack in one swift 
motion. The two blades hissed 
against each other as both men 
backed away. 

The two men fenced back and 
forth across the clearing, lunge 
and parry, attack and counter¬ 
attack. Di Pitre pitted his mastery 
of fencing against MacLeod's 
melange of styles, and it soon 
became clear that MacLeod was 



losing. Desperately defending 
against the cut and thrust of di 
Pitre's flashing sabre, he retreated 
towards the manor house. The 
path there rose sharply as it left 
the beach and MacLeod needed 
the advantage of higher ground. 
Step by step he was forced back up 
the sandy slope. 

Without warning, the sand 
beneath MacLeod shifted. His feet 
slid out from beneath him and he 
found himself lying beneath his 
opponent. Di Pitre towered over 
him, a contemptuous smirk across 
his aged lips, his blade poised for 
the killing blow. The Highlander 
would never regain his feet. 

Instead, the slope continued to 
crumble beneath him, and 
MacLeod slid down the slope on 
his back. Instinctively he slashed 
and cut in desperation as he slid 
to his doom between di Pitre's 
legs. There was a horrible shriek¬ 
ing, the sound of steel chewing its 
way through flesh and bone. 
MacLeod tumbled to the bottom 
of the path and turned, ready to 
fight. 

There was no need. Di Pitre was 
on his knees, desperately clutching 
his hips, trying to hold the two 
halves of his pelvis together. The 
sand beneath him had turned a 
dark black. He fell over onto his 
side, his twisted face pleading for 
release. 

Without a word, MacLeod lum¬ 
bered forward and with a 
moment's hesitation took di 
Pitre's head from his shoulders. Di 
Pitre's body remained poised on 
its elbow for an instant, seemingly 
amazed at its sudden loss, then 
crumpled awkwardly to the sand. 

MacLeod waited nervously. 
"There can be only one," he mum¬ 
bled half to himself, half to the 
corpse, as he stood looking down 
upon his fallen foe. 

From nowhere a whirlwind 
arose, carrying the body of di Pitre 
into the air. MacLeod, too, was 
lifted off the ground, and a corus¬ 
cation of lightning racked his 
body. His hair, his eyes, his teeth 
were lit by blue fire, and he 
writhed and screamed as he hung 
in the grip of that supernatural 
vortex. 

When at last MacLeod dropped 
to the ground, exhausted, Isabella 
was still screaming. Whether she 
had screamed since the first sword 
stroke, or had even breathed since 
then, she did not know. MacLeod 
lifted her to her feet and silenced 
her with a kiss. She could still feel 
the charge in his touch, in his lips. 
She stood still, eyes closed, until 


















Seduce 

Amanda 


EVENT 

You seduce your opponent. Your next 
[attack may not be blocked or dodged. 


she finally realized that 
he no longer held her. 

Introduction 

Welcome to the incredi¬ 
ble world of the 
Immortals, the world of 
Highlander™! Based on 
the immensely popular 
motion pictures and 
television series of the 
same name, 

Highlander: The Card 
Game™ is a collectible 
trading card game of 
swashbuckling sword¬ 
play and dark intrigue. 
Players assume the roles 
of Immortals... mysteri¬ 
ous wanderers who can 
only die if their heads 
are severed from their 
bodies. Immortals 
spend eternity strug¬ 
gling to reach the time 
of the Gathering, when 
they will battle to the 
last. To the victor goes 
The Prize- an enigmatic 
goal of legendary pro¬ 
portions that no one 
really understands. It is 
simply known among 
them that he who 
wields its power will 
command the destiny 
of the entire world. 
Quite a prize indeed. 

To attain this goal 
some Immortals will 
stop at nothing, while 


Upper Right 
Lower Left 
Lower 
Lower Right 


others follow a stricter 
code of honor and decen¬ 
cy in their quest. In the 
end, for better or worse... 
There can be only one. 

Sequence of Play 


Attack Phase 

You may play an Attack 
card, a Special card, or 
both in any order. 

Draw Phase 

You may draw back up to 
your Ability or you must 
discard down to your 
Ability, which ever applies. 
You may not play cards 
during this phase. 


If a number appears in the 
upper right hand corner of 
a card, then that card is 
Restricted. The number 
indicates how many of 
that card you may use in 
your deck. 


You must have at least 50 
cards and include the 15 
basic Attacks and 
Defenses. You may not 
have more than 6 of any 
card. 

Your deck is your 
Endurance. The bigger the 
deck the greater your 
Endurance; however, the 
less the chance of you get¬ 
ting any particular card. 


Turn Sequence repeats 
until only one player is 
left standing. There can be 
only one. 

Deck and Card 
Information 


Most cards may be used 
by any player during the 
regular course of the 
game. However, some 
cards are Immortal 
Specific. These can be 
identified by a Persona 
name at the top. No other 
Persona may use these 
cards. 


When constructing a deck, 
you must use a minimum 
of 50 cards. At least 1 of 
every basic Attack and 
Defense is required. Lip to 
6 of any card may be used 
unless a card is Restricted 
(see below). 

Basic Attacks : 
tipper Left 
Upper Center 
LIpper Right 
Middle Left 
Thrust 

Middle Right 
Lower Left 
Lower Center 
Lower Right 
Basic Defenses : 

Upper Left 
LIpper 


Play any pre-game cards 
(Personas, Quickenings, 
etc.). Randomly decide 
who goes first. Draw 15 
cards; this is your Ability. 
It will be reduced as you 
tire and as you take dam¬ 
age. 


If a sword appears in the 
upper right-hand corner of 
a card then that card is 
Reserved to the Immortal 
whose name appears on 
that card. Generic 
Immortals may not use 
these cards. 


• You may play one 
Special card per turn. 

• You may make one 
Exertion per turn. 

• You must play a card or 
make an Exertion every 
turn. 

Defense Phase 

You may play a Defense, a 
Special card, or both in 
any order. 


Before the game begins, 
you may play a Persona 
card representing a specif¬ 
ic Immortal. When play¬ 
ing a Persona, you gain 
the abilities and restric¬ 
tions listed on the Persona 
card and can use any of 
the cards Reserved for 
your character. You may 
not use cards with another 
Immortal's name. 


Anatomy of a C a 


A Generic Immortal is a 
deck that does not utilize 
a Persona card. Generic 
Immortals can use up to 
one of any Immortal-spe¬ 
cific card except those that 
are Reserved, of which 
none can be used. 


Card Title 


Reserved 

Symbol 


Card Type 


Restriction 

Number 


Persona 


Master's Cards are any 
card with the word 
"Master" in their title. You 
are restricted to how many 
Master's cards you are 
allowed to have in your 
deck. This is stated on the 
Persona card. Generic Im¬ 
mortals are not allowed 
any Master's cards. 


Description 


A Special card is any card 
that is neither an Attack 
nor a Defense. This 
includes Situations, 









Events, and Objects. 
Situations and Objects 
remain in play, while 
Events happen immediate¬ 
ly. Only one Special card 
may be played per turn. 

Actions 


Attacks and Defenses are 
the mainstay of the game. 
Their area of effect is high¬ 
lighted in the Combat 
Grid at the top left corner 
of the card. Borders of 
combat cards also indicate 
area of effect and action 
type. 

Attacks 

Attacks are divided into 
the nine basic areas listed 
above. Attacks are played 
after the Defense 
Phase and cannot 
be to the same area 
that was just defended 
against. Successful Attacks 
do 2 points of damage. 
Attacks are represented by 
a red Combat Grid. 
Defenses 

Defenses are divided into 
Blocks and Dodges. 

Block - A Block is a 
Defense which uses a 
sword to prevent a blow 
from landing. Blocks can¬ 
not be performed if you 
have lost your 
weapon. Blocks are 
represented by a 
blue Combat Grid. 

Dodge - A Dodge is an 
acrobatic maneuver which 
avoids a blow or ranged 
attack. Dodges can be per¬ 
formed without the use of 
a weapon. Dodges 
are represented by 
a green Combat 

Grid. 

Blocking/Dodging mul¬ 
tiple attacks in the same 
turn is possible. The same 
Block/Dodge is able to 
defend against consecutive 
Attacks in its area of effect 
as long as a new Defense 
isn't played and all Attacks 
occur in the same turn. 
Unlike Guards, regular 
Blocks do not remain in 
play after the turn ends. 

For example: if an 
Upper Left Attack and a 
Middle Left Attack are 
played, the defender may 
use one LIpper Left Block 


to counter both Attacks. If 
the Attacks were Upper 
Left, Lower Right, Middle 
Left, then the Upper Left 
Block could counter the 
first and last Attacks if the 
defender doesn't Block the 
second Attack, else three 
Blocks or a Dodge would 
be needed in order to take 
no damage. 

An Exertion may be made 
when you do not have a 
proper Defense card, do 
not have an Attack, or 
want to make or block a 
Power Blow (see below). 
An extra effort is put forth 
and you draw 5 cards 
from your Endurance. 

One of those cards may be 
used, if appropriate, while 
the others are discarded. 
Only Attacks and Defenses 
may be chosen. Once an 
Exertion is made, that 
phase is over. 

For example, you choose 
to make an Exertion to 
block your opponent's 
Attack but no useful cards 
appeared. You cannot 
return to your hand to 
play a Dodge because your 
Defense phase is over. 

This is a very powerful 
blow that does extra dam¬ 
age. You announce that 
your Attack is going to be 
a Power Blow and make 
an Exertion. A Power 
Blow does 4 damage. If 
your opponent Blocks the 
blow he takes 2 damage. If 
he also makes an Exertion 
he takes no damage. 

Because you have to 
overe extend yourself to 
make such a powerful 
blow, your opponent's 
next Attack is hidden. 

Other Terms 
and Concepts 


Hidden Attacks are Attacks 
that you play face down. 
You do not reveal them 
until after your opponent 
chooses a Defense. If the 
Defense fails to block the 
Attack your opponent may 
attempt an Exertion, but 
the Defense is spent. 


If you take damage, either 


in combat or from a 
Special card, you are 
wounded and your Ability 
is affected. For each point 
of damage you take, your 
Ability is reduced by one 
card. This takes effect dur¬ 
ing the Draw Phase. 

For example, If Amanda 
has an ability of 15 and 
takes 2 damage, she must 
end her Draw phase with 
13 or fewer cards. 


If you draw the last card 
in your Endurance, you 
immediately lose 5 from 
your Ability. This repre¬ 
sents exhaustion. If your 
Ability was 15, it is now 
10. Your second wind 
kicks in and all cards in 
discard are then reshuf¬ 
fled. You may go through 
your Endurance as many 
times as you like as long 
as your Ability is not 
reduced to zero. 

Some cards have a vari¬ 
able chance to succeed, 
such as the Disarm card. 
When a card with a vari¬ 
able chance comes into 


play, simply use an 
appropriate die to 
resolve the chance. 

For example, Disarm 
has a 1 in 6 chance of 
success. Simply roll a 
six-sided dice. If a 1 is 
rolled, then the 
Disarm was successful, 
otherwise it failed. 

You may lose your 
weapon due to a 
Disarm or other twist 
of fate. If you have no 
weapon at the begin¬ 
ning of your turn, you 
have a 1 in 6 chance of 
recovering it. 

If you start your Attack 
phase with an Ability 
of zero or you lose 
your head, the game is 
over and you lose. In 
the end... there can be 
only one. 

In tournament play, 
you are eliminated if 
you lose your head or 
are beaten twice. 


Attacks 


Can Be 
Blocked By. 


n rm 


Can Be Dodged 

By... 
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Events Situations Objects 
















Karma does 1 damage to player 
for each swamp player has in play. 
Damage occurs during player’s 
upkeep* Aff ects both players. 


Ulus. '€> FichardS Thomas 


2*4: Gain +4/-4-and allow Wall 
of Wonder to attack this turn. 

So confusing is the Wall's appearance 
: that few of its victims even see it 
u - t move. 


fi Mi Ifcchard Tlwstm*; 


Richard Thomas is the art director for White Wolf Game Studios. 

He has worked on a multitude of projects including Collectible 
Card Games such as Magic: The Gathering, Jyhad, Shadowfist and 
Rage. We recently had an opportunity to catch a short interview 
with Richard in-between phone calls and projects... 

How did you get started in this field, and how long have you been 
doing game art? 

I hooked up with Stewart Wieck about 8 years ago, to do illustra¬ 
tions for White Wolf Magazine, that led to my becoming Staff Artist 
and then Art Director for the magazine. 

About 3 years ago I moved down to Atlanta to become Art 
Director for White Wolf Game Studio, 

Do you have a degree in illustration? 

I have an excessive amount of education for what we do; an MFA 
in Visual Design from the Tyler School of Art in Philadelphia. 

Do you think of yourself as a young artist, or one of the “salty old 
dogs” of gaming? 

An old, salty, cranky, pitbull. 

When did you become involved with Wizards of the Coast and 
what is your background with them. 

A couple of people that I worked for and a couple of games I did 
illustrations for, were part of the initial WotC introduction - this was 
way before Magic, when they were producing adventure gaming prod¬ 
ucts - so with the advent of M:TG, I just continued doing art for 
them. I had always wanted to work on cards. 

When Jesper Myrfors, (former Art Director for 
WotC) approached me, I thought it would be 
great fun. They couldn't pay much at all then, 
so I told Jesper that whatever style of art he got 
from me would be a style I'd wanted to experi¬ 
ment with and have fun with... and it was. 

How many RAGE cards did you do for 
White Wolf and which ones are they? 

Around a dozen, but at one point I actually 
didn't have any; that's the freaky nature of illus¬ 
trating and art directing a project. At one point 
I gave my cards to an artist who really wanted 
to work on the project. Then different things 
started happening; cards changed or were 
added and Ed Beard completely bagged us a 
week after the art was due; so I wound up with 
lots of art to do. 

RAGE is a gorgeous game. What was it like 
creating the look of RAGE from scratch, and 
how did you decide to use things like UV 
coating, comic book artists, etc.? 

Well, like most projects at White Wolf, the 
initial design - the overall look - is a team effort. The designers inter¬ 
ested in the project sit down together, trade insults and eventually- in 
a process much like photosynthesis, come up with an overall design 
style. After the look and feel is decided upon, it's up to the Art 
Director - in the case of RAGE, the lovely Chris McDonough - had to 
come up with the specifics and really make the tough decisions. 

I actually was worried about the UV coating, but boy they sure 
look hot! As for "comic book artists", first off, I don't like labeling an 
artist that way. Second - I have been a big believer that the same peo¬ 
ple who are comic book fans 
are also gamers and comput¬ 
er and video-gamers. Great 
art is great art regardless of 
"genre". You'll see "comic 
book" artists illustrating our 
fiction covers - the genres 
overlap. 

How is illustrating for 
cards different - for better 
or worse - than for other 
formats? 

After the first dozen, it 
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Liquidators 


hoar Shade 


does become a little tough to find new ways to work in the same size 
and shape. I really enjoyed working on the different shaped art in 
RAGE - and I understand from a number of Magic artists, we worked 
with, that they felt the same way. 

What sparked your interest in card illustration? 

On an intellectual level, I've always been fascinated by the symbol¬ 
ism of cards - Tarot in particular. Otherwise, my whole interest in 
card games started as a favor to Jesper at WotC. 

Do you a have a preference in subject matter? Do you have 
favorites? 

I like funky characters, whether animate or inanimate. Well, obvi¬ 
ously, the "Stuffy Doll" is fun. I've been amazed at fan reaction to the 
little guy, and I'm also pleased with some of the more twisted stuff in 
RAGE, like the Formori. 

Preferred media? 

All the card art I've done has been in Dr. Martin's Watercolors and 
Dyes. After painting, I do the linework with fine-tip Sharpies. 

What about all this fascist, anti-satanic submission to the con¬ 
servative morals of the mindless corporate ubermachine? 

I've fought against censorship, for my whole career, if that's what 
you mean. If a company has a moral ground it wishes to stand on, 
that's great - but if it is a question of censoring art in the name of a 
vocal minority, I can't understand or get behind that philosophy. I've 
yet to meet an actual satanist in this business, but I've met some peo¬ 
ple who think they can tell you what is good 
and right - and are inflamed if you don't 
agree. 

Is working at White Wolf as insane as 
everyone seems to think it is? 

Relative to what? Try to get me on the 

phone. 

What one book or product this year are 
you happiest about? 

Changeling is gonna be gorgeous and 
exciting, the RAGE supplements should be a 
ball and working with authors like Harlan 
Ellison on reprinting their out-of-print books 
is really, really fun. I love the idea of present- 
ing their classic, brilliant works in ways that 
will excite a brand new audience. A lot of these 
writers have been ill-used by the giant New 
York publishers - but we actually care about 
our books. 

Give us a list of your upcoming work in 
1995. 

RAGE, RAGE, RAGE, Shadowfist, Ice- 
Age, Changeling Cantrip Cards, The Umbra 
Supplement for RAGE and more stuff. 

Trace the rise of Western civilization, from the fall of the 
Roman Empire to modern times. Be specific. 

The Empire fell? 

Who wrote the book of love? 

I'd like to answer that question in mime. 

How do you feel about an artists responsibility to his fans vs. 
commercial art? 

There's no VS; it's all part of the same thing. You create and 
sometimes, quite suddenly, in the case of the Magic art fans, you get 

people who want to see 
what you're going to do 
next. If you only do what 
fans or employers want you 
to do, then you're not cre¬ 
ating for you, and eventual¬ 
ly they WILL get bored. Of 
course that's just my opin¬ 
ion; it is a fine line some¬ 
times. 


Summon Shade 


!'$ : + 1/ + 1 until end of turn 
“ The creature we fought in the 
1 western waste was doubly dangerous: 
I mortally wounded, it rebounded and 
I attacked again.*’ 

I —Disa the Restless, journal entry 












By Rob Heinsoo 


duce one of the Very Common characters from each faction, 
characters that provide the resources (lower right hand corner of 
the card) to play tougher characters later in the game. Then we'll 
take a look at two cards that capture factions' unique powers 
and flavors. We'll finish the whirlwind tour by introducing one 
of the tough Rare characters who can only be played once the 
action has heated up. As you'll see, the Rare cards are extremely 
powerful—but if you fill your deck with too many Rare cards 
you'll probably end up discarding most of them as your oppo¬ 
nent plays low-cost characters who don't have to wait around for 
their resource pool to fill up. 


What are your favorite action films? Terminator? Die Hard? 
Indiana Jones? Enter the Dragon? Jackie Chan? 


Shadowfist is the action movie card game. No, Daedalus 
Entertainment isn't trying to simulate any of the movies men¬ 
tioned above. Instead, we're scooping the chunky archetypes out 
of the action movie genre to brew our own rocket-paced world 
of cliffhanger conflicts. 


In the world of Shadowfist, all good fortune and power flow 
to people who control the places in the world that best har¬ 
ness nature's hidden power, known as chi. The places with 
excellent chi flow are known as feng shui sites, after the 
ancient Chinese words for a philosophy and world view 
named after 'wind' and 'water,' the flowing elements in nature 
that best represent the motion of chi. Not all feng shui sites 
are natural features such as mountains and ancient groves— 
some are temples, family restaurants and occasionally even 
stretches of turf in desperate urban wastelands. 


Budddda budddda budd- 
daaa BOOOOM! 
"Feng shui, feng schmay, 
I’ve got your feng 
shui right here!!” 
budda budda buddda POW! 

Art © 1995 Ron Rousselle 


Sit back in your seat, find some popcorn, and enjoy the following 
highlights from Shadowfist, the action movie card game now 
appearing at a game store near you. . . 


Average Joe 


"It’s up to ordinary folks 
like you and me to stop 
these dirtbags, in the name 
of truth, freedom, and ham¬ 
burgers with the works.” 

Art © 1995 Doug Shuler 


In a world that's secretly run by transformed animals, a world 
that's threatened by anachronistic invasions from ancient China 
and futuristic invasions from a world police state, it's nice to 
know that there are guys like Average Joe who are willing ij 
to walk tall and carry a big wrench. |T^ 


























































As cinematic heroes go, Average Joe is small potatoes. 
But as one of the Dragon's four resource providing charac¬ 
ters, he can fit into any deck. 

If you want a few Dragon characters in your deck to provide 
resources so that you can take advantage of the Dragons' numer¬ 
ous quick-reversal Event cards, Average Joe is an excellent choice. 
Unlike the other Dragon resource-providers, Average Joe has a 
special ability that portrays the Dragons' ability to get their teeth 
kicked in and come back for more—Toughness: 1 subtracts a 
point from any damage inflicted on him. 

Most other resource providing characters that cost 3 Power have 
Fighting scores of 3. Average Joe only has a 2 Fighting score, so 
he's no match for a 3 Fighting character in a straight fight. But 
Toughness works extremely well against decks composed of large 
numbers of 1 and 2 Fighting characters. Average Joe can plow 
straight through a chain of intercepting characters with 1 
Fighting score without taking a scratch. 


Shadowfist cards that leave play don't necessarily 
leave the game. Characters that go into the smoked 
pile are temporarily out of action, they can still provide 
resources to your resource pool and they often return to 
play. Characters that go into the toasted pile are gone, 
gone, gone, blasted beyond recognition, incapable of any 
form of comeback. 

Which brings us to Golden Comeback, the best second 
chance card in the game. As a card that brings a character 
out of your smoked pile and straight into play, it's the 
highest illustration of the Dragons' cinematic trope: 
heroes never really die, they plunge over the cliff in a run¬ 
away train, brush themselves off, and come back for more 
punishment. Once you've been able to play a high-pow¬ 
ered character like the Redeemed Assassin or Kar Fai, your 
opponent won't be able to rest easy even after they've been 
smoked—for 2 Power, Kar Fai can stage a Golden 
Comeback and jump out of the smoked pile into the fray. 


The Final Brawl 


As an Event card, Golden Comeback can even be played dur¬ 
ing your opponents' turns to throw an unexpected interceptor 
in front of a supposedly foolproof attack. 


Jack Donovan 


Hamlet, Oedipus, Dirty 
Harry—the classic stories 
always end in blood. 

Art © 1995 Richard Kane Ferguson 


In the Dragons' case, stories also tend to start in blood - and 
wade hip-deep in blood through 'character development' scenes 
in the middle of the movie where our heroes discover that they 
all favor the same brand of automatic weapon. Dragons are the 
type of people who fight The Final Brawl before eating breakfast. 

In game terms, Dragon characters with the Toughness and Guts 
abilities aren't as slowed down by 2 points of damage as charac¬ 
ters from the other factions. Make sure you read the flavor text 
out loud each time you play The Final Brawl, by the third or 
fourth repetition your opponent will be hopping mad at having 
their characters whittled away by off-screen melees they're pow¬ 
erless to avoid. 


Golden Comeback 


"It’ll take more than nine 
slugs in the chest to put 
me down when there are 
still creeps like you 
in the world!” 


Art © 1995 NeN£ Thomas 


"There’s been smarter, 
tougher punks than you 
that made the mistake of 
counting me out.” 

Art © 1995 Liz Danforth 


Jack and his trusty Mauser put the Dragons' Guts ability to 
devastating use. Guts enables a character to inflict damage 
equal to their full Fighting score instead of subtracting dam¬ 
age they've taken themselves, so Jack can be trusted to inflict 
eight points of damage each time he is in combat. 


Good of Jack also takes the Dragons' ability to come 
back strong to a ridiculous extreme. If he's in your 
smoked pile when one of your opponents succeeds in 
burning or seizing one of your feng shui sites, he leaps 
straight back into your hand. 


Ironically, your opponents will sometimes prefer that Jack 
Donovan be waiting in your hand instead of sitting in the 
smoked pile waiting for a Golden Comeback to bring him 
into play, but that dips us into a realm of tactical maneuver¬ 
ing you'll have to investigate on your own. 










































Bad idea. In the Shadowfist continuity, a ruthless [I 

eunuch named Gao Zhang has taken advantage of his 
post to seize the reins of power. To mix metaphors, he's sail¬ 
ing the ship of state straight into the maw of hell, trafficking 
with demons like the Shadowy Horror we've just been intro¬ 
duced to. 


the Lotus 


Shadowy Horror 


The White Disciple is just one of the boys. . . No, scratch that. 
The White Disciple is just one of the eunuchs who attend to the 
minor details of fighting a cross-time war, like sacrificing their 
own life force to zap the enemies of the Lotus. 


"I ain’t found a bullet yet 
that will put a permanent 
hole in these things. I tried 
silver ones even, but that 
just put a hole in my bank 
account.” 

Art © 1995 Jesper Myrfors 


Very few Shadowfist characters can inflict damage directly onto 
other characters and sites. White Disciples are extremely cost-effec¬ 
tive characters, decent fighters with a nasty ability that hurts their 
opponents more than it hurts them. And if you can find some 
way to give the White Disciple an ability like Toughness: 1, you've 
got a White Disciple who can damage the opposition turn after 
turn—or at least until someone blasts him into the smoked pile. 


Inauspicious Reburial 


This Regenerating demon looks good in most any deck, particu¬ 
larly in the opening stages of the game. He's a 3 Fighting charac¬ 
ter who automatically heals at the start of your next turn if your 
opponents don't manage to smoke him. Other Lotus resource¬ 
providing characters also provide Magic resources, but they don't 
have the raw nastiness of the Shadowy Horror. 

Despite his effectiveness, Shadowy Horror is the smallest critter in 
the Lotus' stable of Regenerating demons. Compared to other 
Shadowfist characters, demons are meant to be nasty. Their 
Fighting scores and abilities tend to be higher than those of other 
characters who cost just as much to play. The price for the 
demons' nastiness is that most everyone else in the Shadowfist 
world hates demons. The Dragons have a number of cards that 
toast demons outright. As we'll see in the next section, the 
Architects of the Flesh have perfected techniques of controlling 
these evil beings for their own evil ends. For all their raw power, 
demons are vulnerable. That's the price the Lotus pays for taking 
the Low Road. 


"Find the remains of her 
ancestors and rebury them 
in Heroes’ Massacre 
Gorge!” 

Art © 1995 Ron Spencer 


Yes, the smoked pile is an interesting game mechanic. You can 
never really assume a foe is dead dead dead until you've sent 
them to the toasted pile, particularly not those accursed 
Dragons. 

By my reckoning, there are only five cards in the current card set 
that toast characters—two of those only work against demons 
(the aforementioned pitfalls on the Low Road from hell. . .) and 
one only works against Abominations. 


White Disciple 


The Lotus have the card that works against anyone. Better yet, it 
works against a lot of characters at the same time. And 
Inauspicious Reburial targets characters who can't fight back, char¬ 
acters who are already in the smoked pile. This card is especially 
nasty because it deprives your opponent of the characters who pro¬ 
vide resources. 


In China, white is the 
color of death. 

Art © 1995 L.A. Williams 


Mother of Corruption 


“Over the hours, I saw 
hundreds of tiny demons 
crawl out of her flesh.” 


Not surprisingly, the Eaters of the Lotus have a twisted origin 
story. According to Shadowfist's version of history, the Emperor 
of China in the first century made a habit of castrating captured 
enemies and traitors. Unfortunately, cultural quirks dictated that 
the only males who could approach the Emperor shouldn't be 
males at all, but rather eunuchs. Since eunuchs were hard to 
Lai come by, a great many of the Emperor's greatest enemies 
wound up as his closest servants. 
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Art © 1995 Daniel Gelon 










































open to China in 69 AD, where they seize demons and 
spirits to gift-wrap for the lab workers in the year 2056. 


A l| The Lotus has a number of gross demons we could 
jil have profiled, but the Mother of Corruption stands out as 
the character with the highest Fighting score in the game. 
You'll note the price of her strength—she's so ponderous that 
she's unable to stir herself to attack, and she's so cut off from 
healthy chi flow that she can't be healed by any means. Such is 
the glory of the Lotus! 


In game terms, the Monster Hunter's special ability isn't much 
good against Dragons, the Hand, or the Ascended, but they can 
strip the Lotus bare. If you put Monster Hunters in your deck and 
end up playing an opponent who doesn't play with anything the 
Monster Hunters can control, you can take some comfort in the 
fact that their Fighting score is comparable to other 3 cost charac¬ 
ters. 


Architect 


Vivisector 


Test Subjects 


"We built them using 
arcanowave tech; 
now they’re better at it 
than we are.” 

Art © 1995 Anthony Waters 


"The plan was to turn 
demons from the 
ancient past into 
supersoldiers. Didn’t 
work too well at first. 1 

Art © 1995 Quinton Hoover 


Not all Abominations are expendable warriors. The Vivisectors' 
increased intelligence and natural talent for arcanowave science 
took their creators by surprise. Now the Vivisectors play a key role 
in processing the raw material brought in by the Monster Hunters. 


You've met the demons from 69 AD—now find out what hap¬ 
pens when power-mad evil scientists from the year 2056 AD 
travel back in time through the Netherworld to press-gang 
ancient demons and mold them into new shapes with horrific 
arcanowave science. The creatures born of this unholy experi¬ 
mentation are known as Abominations, and they're the shock 
troops of the world police state called the Buro which occupies 
one branch of the future. 


I call the Vivisector/Monster Hunter combination "Architect 
Classic." Control your opponent's nasty demon with Monster 
Hunter, use the demon to wreak a bit of havoc, then turn the 
Vivisector to sacrifice the demon and earn Power to play a char¬ 
acter of your own. . . say, an Abomination? 


As Abominations go, the Test Subjects aren't very abominable, 
but they do provide both an Architect and a Tech resource, so 
they may be worth putting into decks that would otherwise have 
nothing to do with the Architects. 


Desdemona Deathangel 


Say, Desdemona Deathangel? A Fighting score of 5 for a Power 
cost of 5 is rather low, but Desdemona's Ambush special ability 
more than makes up for her seemingly low strength. The 
Architects are the only major faction with characters who pos¬ 
sess the Ambush ability, and Desdemona is the Queen of the 
Ambuscade. 


As far as the Architects are concerned, the Test Subjects served 
their scientific purpose—now they're cannon fodder until the 
heavy hitters arrive. 


Monster Hunter 


Most characters in combat inflict their damage simultaneously 
with their opponent. Desdemona Deathangel and other charac¬ 
ters with the Ambush ability inflict their damage first when they 
are attacking. The consequence is that Desdemona can cut 
straight through a chain of intercepting characters whose 
Fighting scores are 4 or less. 


They travel back to AD 69 
to capture raw material for 
Architect experiments. 

Art © 1995 Anson Maddocks 


Ambush does not work on defense, so it's best not to play char¬ 
acters like Desdemona before you are ready to use them in a 
devastating attack. Particularly in a multi-player game, you can 
bet that your opponents will do everything in their power to 
make sure that Desdemona doesn't get to attack two turns in a 
row. 


It's a dirty job, but someone has to do it. The Monster 
Hunters enter the Netherworld and find portals that 


(Article concludes next issue...) 
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The Start of a Game Company 


by Rob Anderson 


...The time: July 1993.... 

The telephone rings at the offices 
of Cactus Game Designs. 

Darwin: "Hi Rob. It's Darwin 
Bromley." 

Rob: "Hi Darwin." 

Darwin: "You're looking for 
new games?" 

Rob: "Always!" 

Darwin: "Well, there is a new 
game coming out called, Magic: 
The Gathering. It's a collectible 
card game (CCG) and I think it 
is going to be very hot. If things 
go the way I think they are 
going to, a whole new game cat¬ 
egory may be created. Call your 
local hobby shop and have 
them hold a couple of Starter 
decks and some Booster packs 
for you. When you get the 
game, play it a few times and 
then lets talk about it." 

Rob: "Right. By the way, what 


exactly is a Starter deck and a 
Booster pack? ...." 

So, I called my local hobby 
store (Campaign Headquarters in 
Norfolk, VA). Mrs. Rice took my 
name and promised to call me 


when the game arrived. By early 
August I had my Starter decks 
and Boosters and started to 
skim through the rulebook (not 
the rulebook with the dragon 
on the cover; this cover resem¬ 
bled Dickens' "Ghost of 
Christmas Yet to Come"). I read 
the rules and thought that I had 
enough of an understanding to 
start playing. I explained the 
game to my wife, since she likes 
reading mles about as much as 
she likes watching grass grow. It 
took almost two hours to play 
our first game because we had 
to keep referring back to the 
rulebook, looking for answers, 
however, we played more games 
over the next few days. The 
game algorithm in Magic is 
wonderful, although the topic is 
not appealing to me. 

By mid-August, I was analyz¬ 
ing what makes Magic or any 
collectible trading card game 
work and I began looking for 
ways to translate the game 
idiom into other topics. The 
game is remarkable in several 
respects: It was the first success¬ 
ful game to be presented in a 
collectible format, with players 
assembling the playing deck 
entirely from diverse products, 
including "Starter packs" and 
"Booster packs" from both the 
basic and expansion sets. In 
addition, the game is unique in 
that players draw from asym¬ 
metric decks, individually 
"stacked" by the players and 
composed of radically different 
card types and values. Each 
player has their own deck, 
rather than sharing a single pile, 
as is customary in most card 
games. 


I consid¬ 
ered devel¬ 
oping a mar¬ 
tial arts 
game but 
convinced 
myself that 
the market 
was too 
small. Then, 

I considered 
developing a 
military 
combat 
game but I 
was unable to 
get myself excited about such a 
game. I developed a few games 
and submitted them to other 
publishers for licensing. In 
addition, Darwin Bromley came 
to me with a few of his ideas 
that he didn't have time to pur¬ 
sue on his own, so we worked 
together on several projects. 

By July 1994, other games 
were close to release. The indus¬ 
try was anxiously awaiting the 
arrival of Spellfire from TSR and 
Star Trek from Decipher. After 
12 months of working on CCG 
systems, along with other toy 
and game projects, I had three 
CCG proposals under evalua¬ 
tion at various game publishers, 
but no contract and no new rev¬ 
enue streams. So, as a frustrated 
game designer, I decided to take 
my family to Florida for a vaca¬ 
tion because our families live 
down there and the kids could 
spend time with their grandpar¬ 
ents. I went surfing, fishing, eat¬ 
ing, and visited two or three 
game stores in the Daytona 
Beach/New Smyrna Beach area. 

The vacation was the answer 
because, as I was grinding out 


the miles on 1-95 
between Orlando and 
Chesapeake, I was 
reflecting on my 
Mother's negative 
response when I had 
shown her Magic a few days ear¬ 
lier. I was also thinking about 
all of the CCG's that were going 
to be released into the 
Adventure Game market in the 
coming months. I asked myself 
two questions. 1) What kind of 
game would get my Mother's 
seal of approval? and 2) What 
market could I go into with a 
CCG where games like Magic 
and Spellfire would have no 
chance of competing with me. I 
then realized that the best pos¬ 
sible game for me to design 















































would be a game, 
based on the Bible, for the 
Christian market. 

When I got back to my 
office, I started cutting and past¬ 
ing clip-art from my Corel Draw 
library; printed out my card 
faces on Avery labels, via my HP 
560C, stuck them onto my 
blank Cosmic Encounter cards 
and then the playtesting began. 
The first version utilized dice to 
determine battle outcomes. I 
didn't like the use of dice in the 
game because it limits the devel¬ 
opment of good strategies and 
interest in deck building. 
Therefore, I decided to drop the 
dice and focus on card modi¬ 
fiers. 

By September, I had the 
game far enough along in devel¬ 
opment that I was ready to 
begin showing it to game pub¬ 
lishers. Who do I show it to? 
None of my usual customers 
know how to market games out¬ 
side of the "Big Six" (Toys R Us, 
Wal Mart, K-Mart, Kay Bee, 
Target, and Service 
Merchandise). I made lists of 
game companies that specialize 
in products for the Christian 
market, and companies who 
know CCG's. Unfortunately, 
there wasn't a company that 
made it on to both lists. I liked 
Company A because they under¬ 
stood the special issues of mar¬ 
keting to the Christian market. 
My concern was that they 
wouldn't know what to do with 
a collectible trading card game. I 


went to 

Company B first 
because they 
seemed to be on 
the ball with 
some other col¬ 
lectible card 
game products. 
However, I won¬ 
dered if they 
could adequate¬ 
ly deal with the 
Christian mar¬ 
ket. They were 
interested, but 
decided to pass; 
citing their cur¬ 
rent card game 
project as 
already being 
more for them 
to handle than 
they anticipat¬ 
ed. Next, I went 
to Company A. 
They were very 
excited and flew me around to 
several meetings, but I was con¬ 
cerned because they didn't seem 
to understand the things that 
drive collectible card games and 
they didn't know anyone in the 
Adventure Game market. 

By December, one game 
company had declined, saying 
they were already too busy with 
other card games, but the sec¬ 
ond company placed an offer 
on the table. At the same time, 
my associates and I started ask¬ 
ing the question - what if we 
published the game ourselves? 
So, just for giggles and grins, I 
did some research and wrote a 
business plan to see if we could 
effectively bring the game to 
market. Our conclusion was 
that we could market it. We 
declined the offer from the 
other game company and began 
moving forward. 

Then came raising capital, 
hiring an art director, contract¬ 
ing out the illustrations, hiring a 
printer, assigning all of the in- 
house tasks, and simply doing 
the work. January was spent 
raising capital for the project. 
Fortunately, by the end of the 
month we had funded the pro¬ 
ject and were turning away 
investors. February and March 
were consumed by playtests, 
design revision and riding herd 
on the freelance illustrators. 

April brought more of the same, 
plus we started our advertising 
and public relations campaign. 
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Did I mention legal? Obviously 
we had to protect all of our 
trademarks and copyrights on 
the game. 

Along the way we continued 
to get encouraging responses 
from both the Christian market 
and the Adventure Game mar¬ 
ket. We previewed the game at 
the Christian Book Publishers 
Convention in Nashville, in 
January, and received a strong 
response. Following the show, 
all of the major Christian dis¬ 
tributors signed up. The GAMA 
Convention in New Orleans was 
very successful and soon the 
orders started arriving. But the 
best thing about the GAMA 
Convention was that we were 
able to play the game with a 
wide selection of gamers and 
the response was tremendous. 

The objective in 
Redemption™ is to use Heroes to 
rescue Lost Souls that are being 
held prisoner by Evil Characters. 
Here is an example of play: On 
my turn, I announce that I am 
making a rescue attempt against 
the forces of my opponent and 
place Esther, a 6/6 member of 
the Purple Brigade, onto the 
Field of Battle. My opponent 
announces that she will try to 
block the rescue attempt using 
Goliath, a 10/10 member of the 
Black Brigade, placing Goliath 
onto the Field of Battle. 
Normally, I would only be able 
to use one Hero per rescue 
attempt, however, I play 
Ezekiel's Stick which permits me 
to add a second Hero to the 
Battle and I add Cornelius, a 
6/6 member of the Green 
Brigade, increasing my com¬ 
bined forces to level 12/12. My 
opponent plays Hate, an 
enhancement 
card that 
strengthens 
Goliath 2/2, 
for a total 
rating of 
12/12. At 
this point, 
we are tied 
and if nei¬ 
ther player 
altered the 
battle any 
further, both 
forces on the 
Field of 
Battle would 
be destroyed; 

but, I play Aaron's Rod which 


requires the discard of all evil 
enhancement cards in play. My 
opponent discards Hate and 
Goliath is reduced to 10/10. 
Goliath is defeated and must be 
discarded. Esther and Cornelius 
return to my territory on the 
playing surface and Ezekiel's 
Stick and Aaron's Rod are dis¬ 
carded. I then take one of the 
Lost Souls that my opponent is 
holding prisoner and place that 
character in my Land of the 
Redemption. 

The game play in 
Redemption™ is less complicated 
than playing a game like Magic, 
making it approachable to a 
broader and younger audience. 
Yet, there are also a number of 
subtle strategy elements in the 
game that make it entertaining 
for the more advanced player. 

We will be supporting 
Redemption ™ with expansion 
sets, tournaments, special events 
and on the Internet. Players are 
encouraged to write to us with 
comments and questions. Also, 
everyone is welcome to talk 
with us at game conventions. 

We will be at Origins, GenCon, 
the Essen Game Convention, 
and various other conventions 
and events. 

REDEMPTION is a trademark owned by 
Cactus Game Design, Inc. Copyright 
1995 Cactus Game Design, Inc. 

All Rights Reserved. 
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"Hostiles on Surveillance Display 26, sir!" Dethron Zedd, Commander of the Grey 
Wolves Mercenary Corps, plugged in the cyberlink and willed up the proper HUD on the 
command display. No doubt it was the Deathdog Company. They had vowed revenge 
after the Degron fracas. His sources had confirmed that the 'Dogs were up to something. 

"Deathdog squad has landed at the spaceport on Grandle Hospis, sir!" What were 
they up to? There 
were no outstanding 
missions available 
on Hospis. They 
might have a secret 
contract. Zedd hated 
secret assignments, 
unless they were his 
own. 

"Hostiles en 
route to planetary 
HQ, sir!" The pis- 
sants! They weren't 
on a paying mis¬ 
sion. They were just 
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causing trouble. No effort at subtlety; just wasn't 'Dogs style. 

Well, this wasn't the time or place for a fight. Zedd had big¬ 
ger fish to fry with this new mission coming up. He could 
always reestablish the HQ in a different city. 

"Deep recon confirms the Hostiles as Battlelord Bloody Pool and several 
PUDs, sir!" Drek! Bloody Pool was a different story. Zedd had several deaths to 
settle with that Tza. This was one fight he was not going to walk away from. The 
orders flowed easily. 

"Dispatch Dakarious and two PUDs. Requisition the chaingun and 
Kodiac armor. Activate Code Red, I repeat, Code Red!" 

Hopefully, Code Red wasn't necessary. It would be a shame to lose a 
capable warrior like Dakarious. Should push come to shove, however, Bloody Pool 
was in for a rude surprise. Dakarious' suicide bomb would wipe the smug grin off 
that monster . . . 

Battlelords the Collectible Card Game takes place in the late 23rd 
Century. Thousands of worlds, in almost a score of galaxies, have been explored, 
contacted or colonized. The hundreds of alien races rarely coexist peacefully, but 
conflicts are localized. Science and technology advance by leaps and bounds, busi¬ 
ness is booming and the frontiers of known space are ever expanding. Hanging 
over, and some say instigating, this frenetic pace is a dark, brooding presence - 
the Arachnid menace. 

The First Arachnid Invasion caught the galaxies unaware. Many lives were 

lost and hundreds of worlds were 
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overrun. 

Faced with the seemingly 
unstoppable Arachnid horde, the 
star-faring races gathered on plan¬ 
et Earth. Lead by the Mutzachans 
and the Gen Humans, the Galactic 

Alliance was created. Through shared military resources and intelligence, the 
Twelve Races of the Forge redoubled their war effort. A daring plan was prepared 
to shatter the core Arachnid force. Thirteen warships were lost with all hands and 
countless fighter squadrons were decimated, but the plan worked. The Arachnids 
were stopped. The telling blow was delivered by the Wolverine Squadron in the 
now famous Flight of the Valkyries. The Arachnids seemed to lose their will for 
battle after that and were soon pushed to the fringes of known space. 

Over the next several decades, the Alliance established itself as the domi¬ 
nant political and governing force in the galaxies. The Twelve Races of the Forge 
are: 

Chatilians - ancient and powerful Empaths. These green-skinned egoists are 
intensely private and want little to do with universal affairs. 

Cizeracks - graceful and dangerous felines. Cizeracks are fast, stealthy and strong. 
They are the Alliance's best first strike-troops. 

Eridani — disciplined, honorable warriors. The Swordsaints live for combat, as 
close and personal as possible. 

Gen Humans — genetically enhanced Humans. Gen Humans fill the majority of 





the high level Alliance positions. Dedicated but unsure of their place in the universe, 

Gen Humans are an uneasy mix of capability and insecurity. But boy do they look good. 
Humans ~ numerous and dedicated grunts. Humans make up the majority of the hard¬ 
working, solid citizens of the Alliance. Without them, nothing would get accomplished. 
Mazians - shapechanging amoebas. Generally peaceful and inquisitive, Mazians like 

nothing better 
than a commu¬ 
nal oozing. 
Mutzachans - 
ancient and 
powerful 
Energy 




for a price, and life is fast, furious and cheap. It's the perfect place and time for an 
ambitious Mercenary Commander to make . . . and lose a reputation. For on the 
frontier, we are all living on borrowed time. 

The Game 

Each player takes on the role of the Commander of a Mercenary Corps. The 
Commander's objective is to make a name for the company and establish a 
feared reputation. This is done primarily by completing missions. Of course, 
there's no harm done by beating on your fellow Commanders. 

The game is played with two decks of cards: a Fame deck and a Fortune 
deck. The Fame deck is made up of opportunities for advancement. A wise 
Commander knows when to use available opportunities and when to horde them 
for future activities. The Fortune deck is made up of assets. The able Commander 
allocates resources to purchase necessary assets and deploys those assets to get the 
greatest bang for the buck. 

Each Commander starts with a store of Fame Points - contacts and 
influence built up over the Commanders "active duty" days. With these Fame 
Points, the Commander establishes a mercenary presence on several planets by 


Controllers. 

These frail 
beings are 
highly intelli¬ 
gent and 
advanced. They 
wield a gentle 
but firm hand 
in controlling 
most of known space. 

Orion Rogues - party animals. Although they look 
somewhat like Humans, Orions live for play, not work. 
They love to intrigue, socialize, debauch and run around in kilts. 

Phentari - violent, tentacled monsters. The squids will do anything to win a battle. 
Unfortunately, they consider everyone their enemy. 

Python Lizards ~ large, dumb amphibian. Python Lizards are aquatic. They form 
the backbone of the Alliance ground forces. 

Ram Pythons - larger, dumber lizards. Rams are land-based. They are just dumb 
and crazy enough to make perfect commandos. 

Zen Rigeln ~ the gentle, healing peacemakers. The Zen hold life sacred over all 
else. Those that cannot live up to their strict, regimented ways are branded Tza Zen 
and banished from Zen society. 

The galaxy-spawning Alliance government proved only slightly more pre¬ 
pared for the Second Arachnid Invasion. The Alliance fought bravely and grievous 
casualties were suffered on both sides. Horribly, the Arachnids proved to be as 
intelligent as they were vicious. The horde had learned from its first incursion. Its 
tactics were more flexible; its technology more advanced. The Arachnids pushed 
ever onward, and the future of free space looked bleak. Suddenly, for no known 
reason, the hordes halted and then began an orderly withdrawal. As quickly as 
they had come, the Arachnids vanished from known space. 

It has been a little over twenty years since the Arachnids last terrorized 
space. On the frontier of the 
Fornax Galaxy, where Battlelords 
the Collectible Card Game takes 
place, the brooding Arachnid 
presence is nearby and palpable. 

Here, credits are spent before they 
are earned, anything may be had 















activating Hotspot Fame cards. The credits derived from active Hotspots can be 
used in a number of ways. The Commander can buy the following asset Fortune 
cards: 

Battlelords -- the movers and shakers, the squad leaders. Each Battlelord is a capa¬ 
ble fighter and has a special power. Battlelords may carry equipment and complete 
missions. 

PUDs (Personnel Under Development) - the Battlelord wanna-bes. These compe¬ 
tent troops support the Battlelords and are useful bullet-catchers. 

Operations — the specialized business ventures. Each Operation enhances the rev¬ 
enue derived from Hotspots and/or bestows a special ability on a Commander. 

Equipment — weapons, armor, medical and others. From Pulse Cannons to 
Mechanized Battle Armor to Auto Docs, equipment increases your Battlelord's 
capabilities and deadliness. 

Matrices - mystical powers. Some Battlelords have mystic skills which allow them 
to "generate" powerful "matrices". The speciallized knowledge necessary to gener¬ 
ate certain effects can be purchased and shared. Once his troops are equipped and 

organized into squads, a Commander 
may send them on missions. Certain 
missions are represented by Mission 
Fame cards. These missions require par¬ 
ticular skills and when completed pro¬ 
vide additional Fame Points. Completed 
Mission Cards also improve the 
Battlelords abilities. As your Battlelords 
complete more missions, they become 

more powerful. Other missions involve simply pounding on other Commanders. These 
mission may be completed at any time and do not require a card. Since when have you 
needed a reason to stomp your neighbor! 

The Fame deck also includes Battle Cards. These tactics are used in skirmish combat 
between squads. Hidden when combat begins, Battle cards add an element of random¬ 
ness which leaves even the most powerful Battlelord and squad vulnerable. 

Finally, Wild Event Cards represent the vagaries of life and death on the frontier. 
These range from alien invasions to equipment malfunctions to genetic viruses to per¬ 
sonnel defections. Played at any time, these cards can win the game, shift the balance of 
power or do more harm then good. 

The Product 

Battlelords the Collectible Card Game takes its background material from the under¬ 
ground hit Battlelords of the 23rd Century RPG produced by Optimus Designs Systems. 

The initial limited edition, available in August, consists of the Commander's Starter 
Decks and Reinforcement Booster Packs. This set features over 330 common, uncom¬ 
mon and rare cards. The Commander's Starter Deck includes 60 cards and a rulebook, 
retailing for $7.95 US. The Reinforcement Boosters hold 15 cards, retailing for $2.50 
US. The Unlimited Edition and the first expansion, Genesis, are slated for release 
in the Fall. The Spring of '96 will see Armadas, a stand-alone game fully compati¬ 
ble with the Battlelords game. Armadas introduces larger forces and space combat. 

Contributing artists include Anson Maddocks, Quinton Hoover, Doug 
Shuler, Dave Johnson, NeNe Tina Thomas, L.A. Williams, William O'Conner, John 
Nadeau, Phil and Kaja Foglio, Mark Poole, Susan Van Camp, Douglas Chaffee, 

Mike Osadciw, Rob Taylor, Jeff Reitz, Randy Asplund-Faith, Heather Hudson, and 
other talents. Battlelords the Collectible Card Game should appear in gaming 
stores this August. 

"Bloody Pool has been neutralized with extreme prejudice. Cakarious 
reported in stable condition, sir!" 

Commander Zedd was pleased, very pleased. His enemy had been defeat¬ 
ed, his assets were intact and he had finally nailed down that last mission. Seems 
one of his Battlelords, a former rogue by the name of Cole Creeg, was in tight with 
several Alliance bigwigs. One of them had lost track of her daughter. The vixen had 
up and eloped with an Orion Rogue of dubious character. 

The runaway had not bothered to hide her trail. A few quick corns had 
revealed her presence on the Hellhole Myntal-5. It was a simple matter of dis¬ 
patching Creeg and several PUDs to collect her. 

"We have a situation in Sector 3, Commander!" 

Zedd did not like the tone in his adjunct's voice. He had never known the 
Cizerack to show fear before. Zedd willed his Command Display to focus on the 
area. An Arachnid Dreadnought filled the holoimage. 

"Holy Paradec! Not now, not when I'm so close..." 
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This article is meant to serve a 
twofold purpose: first, to address 
! many of the What is it? How does it 
play? questions we have received 
since announcing the release of 
Heresy. It should give people a 
sense of the richness of the Heresy 
world. So, read on and enjoy. 
Welcome to the world of Heresy! 

Background Introduction 

Although often solely blamed 
for the deterioration of world soci¬ 
ety, the Ruin of 2613 was but the 
final nail in a cross erected cen¬ 
turies earlier. Many point to the 
privatization and subsequent "fire 
sale" of the United States govern¬ 
ment as the beginning of the end; 
others refer to the proliferation of 
corporate terrorism in the late 
twenty-second century. The Gaians 
have cried rape since the Industrial 
Revolution, and the New 
Waldensians are quick to name 
technology itself, and the global 
computer Matrix in particular, as the 
culprit. Physical and moral divisive¬ 
ness was the order of the day prior 
to the Ruin; the moment of the 
Ruin itself graced us with a spiritual 
discord so profound that many of 
the world's eldest religions are now 
casualties in its wake... 

The world of 2613 presents a 
bleak synergy of rampant technolo¬ 
gy and twisted ecology. Continued 
global warming has forced cities to 
build ever upward, while at the 
same time an ongoing struggle rages 
in the lower reaches to hold the 
environment at bay. Indeed, the 
very face of the globe has changed. 

The New York Metroplex has 
been largely reclaimed by the 
Atlantic, and survives as a dement¬ 
ed reflection of pre-Ruin Venice. 

Its original streets resting several 
meters below the water's surface, 
the city has become a riot of inter¬ 
linking platforms and many-tiered 
concrete expanses. All are connect¬ 
ed by an unintelligible network of 
spidery bridges and precipitous 
ramps. 

The Vegas Expanse now sits on 
the western shore of the continent, 
overlooking both the Pacific 
Ocean and the Seafloor Metroplex 
of Los Angeles. Resting on the 
archipelago known as The Rim 
("Arcology Row" in the slang of 
the times) are the Silicon 


ter biosoft applications. The 
Zurich Metabank still caters to the 
underbelly of the nouveau riche 
(and also serves as a flagrant spon¬ 
sor of the "Greening of America" 

K Foundation), and the Bordeaux- 
C Barcelona Perimeter remains the 
l haven of the new order's literati. 

The benchmarks of cultural and 
P moral acceptance continue to 
P evolve at a frightening rate. The 
Jury Duty vans, wonderful innova¬ 
tions supported by the Due 
Process Project and each carrying 
Twelve Good Men in Black, prowl 
the cityscapes meting out justice 
"swift and sure". Club 
Constitution, a subsidy of the 
Greening of America Foundation 


Arcologies, the major corporate 
zaibatsus and combines of the 
post-Ruin world. These islands of 
metal represent the single largest 
concentration of political and 
economic power in the hemi¬ 
sphere. 

Foreign geopolitics have 
changed as well. The Benelux 
Exchange, and especially the 
Amsterdam Core (nicknamed 
"The Damnation"), continues to 
attract the decidedly open-mind¬ 
ed. The Vatican Arcology has 
relinquished much of its former 
moral high ground, and has 
instead begun to concentrate on 
the development of new and bet- 
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(a reference to dollars, not trees...), 
has opened its doors in Federal 
Core. The Club is housed in the for¬ 
mer National Archives of the now- 
defunct USA, and many of that 
institution's original attractions 
remain. The U.S. Constitution, for 
example, rests inside a glass table in 
the posh Champagne Lounge. It is 
also rumored that a declared Pax 
Sanctorum exists within the Club; 
judging by the larger-than-normal 
crowd of the Fallen that can usually 
be found there, this seems likely. 

Great polarized UV Domes 
(commonly referred to as "Eyes"), 
installed as protection against 
heightened radiation levels, dot the 
landscape. Most are only partially 
completed, casualties of political 


graft and fiscal armageddon. 

Anubis, the drug of choice for the 
"new generation", has begun to 
infiltrate even the most far-flung 
population centers. Hailed as the 
"New Emotive for a New 
Generation", it has ushered in a 
fresh age of hedonism, with junkies 
of all ages and backgrounds clamor¬ 
ing to score their next "stim". 

Finally, a curiosity known as The 
Replication has been reported (and 
suspected) in many areas of the 
world. This phenomenon, which 
was first reported after the Ruin and 
is directly related to the mysterious 
Reality Drains that have appeared in 
various corners of the decaying 
Matrix, is causing some extremely 
esoteric legal problems. For exam¬ 
ple, it is widely rumored that Arthur 
Glaston, the high-profile CEO of the 
Excalibur Corporation, is actually 
Arthur Pendragon reborn (or rather, 
given a life his mythical self never 
had...). The eventual ramifications 
of such occurrences are a constant 
topic of speculation among the 
powerful, and several of the largest 
zaibatsus and advertising conglom¬ 
erates are already moving swiftly to 
capitalize on these strange incarna¬ 
tions. 

The events and repercussions 
surrounding the Ruin itself have 
thrown many of the world's most 
cherished belief systems into utter 
chaos, and a wholesale philosophi¬ 
cal restructuring process is currently 
in full swing. Many faiths that 
would have been considered hereti¬ 
cal before the Ruin are now openly 
embraced by entire nations. Belief 
itself has entered a state of dynamic 
flux, and new discoveries and eso- 
terica continue to tip the balance 
daily. 

The Architect of the Ruin 

Apostate. Heretic. Messiah. 

These are but a few of the countless 
monikers attached to the quasi- 
mythical personage of Dimeon Wu, 
Cardinal-Scientist of the Vatican 
Arcology and undisputed architect 
of the Ruin. Comparisons are often 
drawn between Wu and the early 
Gnostic heretics of Earth's pre- 
Roman and medieval periods. Such 
parallels are not inappropriate, and 
Wu himself encouraged compar¬ 
isons that likened him to a modern 
day Joachim of Flora (it was later 






a Construct of Joachim in the Rome 
Expanse, the Vatican's little corner of 
the Net in which Dr. Wu enjoyed a 
Tier 7 clearance, presumably as an 
ideological companion; although 
evidence of the Construct was 
found, the Construct itself was miss¬ 
ing and is thought to have under¬ 
gone The Replication). 

As a result of his interests and 
researches, Wu eventually found and 
contacted a number of groups spear¬ 
heading a kind of New Gnosticism. 
Although many of his contacts - the 
Theurgicum and the Followers of 
the New Kingdom among them - 
were forbidden according to Vatican 
decree, Wu's associations and the 
ideas fostered by those associations 
had already become something of 
an obsession for him. Much of this 
early research served as critical 
groundwork for his crowning 
achievement - the now infamous 
Project Demiurge. 

As the scientist's knowledge pro¬ 
gressed deeper into several of the 
mystical disciplines, he began to 
explore the shadow regions just 
beyond the Shroud, the spiritual 
boundary between the mundane 


world and the mirror realms of 
the Dream. With the assistance 
of a student, he also began 
extensive travels into the deep¬ 
est reaches of the Matrix; sever¬ 
al of his theories suggested a 
possible connection between 
the two realms, and his travels 
were meant to lay the prelimi¬ 
nary groundwork for a series of 
remarkable experiments. 

It was on one of these 
early journeys into the Matrix 
that Wu first encountered the 
being called Raziel. Exactly 
who or what this being actually 
was remains a matter of some 
conjecture; many claim it was 
one of the True Fallen con¬ 
sciously leading Wu down his 
path of eventual destruction. 
Others say it was the Black 
. - .gel, although his motivation in 
this, as in all things, is a carefully 
guarded mystery. Of course, Wu 
thought it was truly Raziel the angel 
(a number of post-Ruin investiga¬ 
tions have since proved this to be 
false), and subsequently began to 
treat the being as a valued and trust¬ 
ed colleague. 

Long suspecting the mystic and 
reflective connection between the 
Matrix and the Dream, Wu reasoned 
that if he could join certain esoteric 
aspects of the two, he could find a 
usable path or link through both 
realms to the Other Side, perhaps 
even to the Empyrean itself. His the¬ 
ory involved an overlapping of con¬ 
sciousness, a merging of his Dream¬ 
being and his Netbeing into some¬ 
thing larger. If successful, he would 
create a new plateau of understand¬ 
ing within the accepted landscape of 
reality. 

At least, that was how it was 
supposed to go... 

The Ruin 

Perceptions of Project Demiurge 
are as varied as discourses on the 
Ruin itself. While all agree that 

sweeping fundamental change 
has encroached upon static real¬ 
ity, the nature of this change 
remains a matter of heated dis¬ 
pute. Terms for the Ruin are as 
abundant as those for Wu him¬ 
self - Apocalypse, Redemption, 
Abandonment, Return. All are 
subjective truths, relevant within 
their own minuscule slices of 
reality; however, the larger 
objective lessons of the Ruin are 
only now beginning to surface, 
and their echoes will certainly 
resound throughout the cosmos 
for eons to come. 

All first-hand accounts of 
the Demiurge experiment are 
taken from Wu's personal 
encoded journals. These docu¬ 
ments were found seven years 



after the Ruin in a secret memory 
cache on the periphery of 
Michaelangelo, one of the Vatican's 
little-used information arrays. It is 
from these accounts, and thus by 
extension from the Cardinal- 
Scientist directly, that the world 
eventually learned of Wu's final 
moments. 

His recordings indicate that he 
indeed entered the Matrix on the 
eve of the Ruin, traveling to a dark 
area in the little-used reaches that 
had been revealed to him by Raziel. 
Wu knew this place as the Southern 
Gate, and once there he ritually pre¬ 
sented himself as a divine suppli¬ 
cant and made contact with Raziel. 
The "angel" accompanied the scien¬ 
tist deeper into the Net until they 
finally arrived at the appointed stag¬ 
ing ground for the experiment - an 
empty stretch of unknown virtual 
space. 

Once there, preparations 
began immediately; with 
Raziel's aid, Wu induced a 
heightened level of REM activi- | 
ty in himself, leading to the | 
establishment of a deep, but 
semi-conscious, dream-state. 

Using techniques learned from 
his more esoteric associations, 
the scientist began slowly to 
penetrate the outer layers of his 
own unconscious mind (or so 
the recordings claim...). 

After an initial exploration 
and orientation period, his 
journals indicate that he 
indeed approached and passed 
through the Shroud. He was in 
the process of moving even 
deeper into the sleep-realm 
when he felt a sort of "tug" 
from his Matrix-self; as he 
turned to address the new sensation, 
he felt what he immediately referred 
to as a Touch, this time from a sec¬ 
ondary presence behind him. And at 
that moment Reality in a conven¬ 
tional sense ceased to be... 

No one except Dimeon Wu 
knows exactly what happened at the 
moment of the Ruin. Opinions 
range from damnation to rebirth, 
just as appraisals of Dr. Wu run 
from apostate to messiah (and in 
fact, in several fledgling post-Ruin 
religions he is, literally, one or the 
other; after all, no one knows for 
certain what became of the scien¬ 
tist). Most knowledgeable individu¬ 
als, of which there are few, assume 
that the being who called itself 
Raziel had a direct hand in the 
destruction. Most also believe that 
some type of spiritual polarization 
occurred, akin to a rebound charge, 
which had the virtual effect of two 
similar magnetic poles being forced 
to overlap. The result was an explo¬ 
sion of devastating negative force, 
changing the landscape of spiritual, 


virtual and mundane Reality forever; 
this, no one disputes. 

Both spiritual and physical evo¬ 
lution are taking place at a frighten¬ 
ing rate in the new world. The 
Matrix (now referred to by a pletho¬ 
ra of slang, with Decay, Darkness 
and Cacophony being the most 
common terms heard) itself has 
been horribly damaged and has 
entered a state of seemingly irre¬ 
versible decay. 

Reality Drains, bridges between 
the virtual and the mundane, have 
begun to appear in various places 
within the Net. Data storms rage 
through the new virtual wilderness, 
and pockets of toxic data pose haz¬ 
ards for even the most experienced 
hacker. Facets - small regions of 
deteriorating virtual space which 
simulate entire alternate realities - 
are also becoming increasingly com¬ 


mon. While some experimental 
Facets were engineered prior to the 
Ruin, they now seem to have taken 
on lives of their own. 

Finally, there seem to be links 
appearing between the shattered 
Matrix and the Shroud, although the 
latter has not yet been completely 
breached. Many blame this new dig¬ 
ital fascination with the spiritual on 
renegade intelligences within the 
Matrix; the Ruin altered many 
things, and rogue AI's are a distinct 
possibility. Others whisper that 
these occurrences are simply the 
cries of an awakened digital realm 
experiencing its death agony. 

Although the Matrix felt the 
destruction more deeply, the Ruin 
did not spare the shadow realms of 
the Dream. The Aware (those 
humans who enjoy a fundamental 
understanding of the Dream) were 
immediately able to sense the 
change, normally describing it as 
"an addition of presence". They also , 
began to notice slight tears and 
inconsistencies, both in the spiritual 1 















material of the Shroud itself and 
beyond, in the landscape of the 
Dream. Where possible, these indi¬ 
viduals began actively seeking such 
rips and repairing them; after all, 
the Matrix was already lost and they 
were determined not to allow the 
Shroud to suffer a kindred fate. 

Many lost either life or sanity during 
these efforts, but their actions have 
thus far been successful. 

Reports from these travelers tell 
of numerous odd sightings through¬ 
out the dreamscape. 

Many of the denizens beyond 
the Shroud have also been changed. 

The Metatron Enigma 

No consequence of the Ruin has 
changed the face of the world more 
than the newly felt influence and 
presence of the Fallen. Although 
their existence in many quarters is 
certainly no secret, most unenlight¬ 
ened mortals still do not realize that 
the Fallen walk among them. For 
both angels and demons alike, the 
hinge concept of the Ruin is some¬ 
thing they call the Metatron Enigma 
(the angels say this with reverence, 
the demons with glee). 

The Metatron Enigma is the 
source of most immortal conjecture 
surrounding the circumstances of 
the Ruin. At the moment of destruc¬ 


tion, all activity in the One 
City ceased in a blinding flash. 
Those among the Fallen who 
experienced this recount that 
their next sensation was, liter¬ 
ally, one of falling. 

Those who now call 
themselves the Forlorn awak¬ 
ened in the Wilds (their name 
for the mundane world) and 
immediately felt a disturbing 
lack of presence - the chief 
among them, Metatron, was 
not present. This being was 
often equated with the Light 
itself, and also served as an 
integral facet of the Word. His 
absence did not bode well for 
their new situation, and ram¬ 
pant speculation began imme¬ 
diately. 

Had Metatron and/or the Light 
itself been destroyed in the Ruin? 
This seemed unlikely, since several 
of the more far-seeing among the 
Fallen had caught glimpses of the 
One City lying in ruins (but it was 
never destroyed in these visions). 
Could their chief be hiding among 
them, then? Most thought not. Were 
they being tested in some manner? 
This seemed a distinct possibility. 
Had the time of reckoning arrived at 
last, and had they been cast out as 
punishment for long-forgotten sin? 
Had they been banished for an 
unknown transgression? Perhaps 
they had been sent into the Wilds to 
prepare the way for the Return. 
Should they be seeking answers or 
awaiting instructions? 

The nature of their fall had 
engendered a crippling factionalism 
from the moment of their awaken¬ 
ing, and most, quickly went their 
separate ways. Unlike their demonic 
counterparts, who had been inter¬ 
acting with men for millennia, the 
Forlorn began to experience severe 
adaptation pains. Unschooled in the 
intricacies of emotion and Free Will, 
the Fallen were helpless in the face 
of a bleak and unforgiving world. 
Many reacted with violence toward 
their former human charges, forget¬ 
ting or dismissing promises 
made in the One City so long 
ago... 

Others became new 
Ethnarchs, claiming vast terri¬ 
tories as their own. Some 
attempted to restore and hold 
the sacred Traditions on earth, 
maintaining that the 
Hierarchies must remain 
strong and unified if any were 
to survive. Some entered 
leagues of mutual assistance 
with their demonic brethren, 
thinking the experiences of 
the latter could only benefit 
them in the new world (after 
all, who better to learn from 
than those who have already 


embraced experience for millennia). 
And finally, some retreated to the 
farthest corners of the earth or the 
Dream in a desperate attempt to dis¬ 
avow that which they could not 
accept (these are called "Hermits" 
by the Fallen). The sundering was 
complete. 

As the Forlorn awakened in the 
Wilds, the True Fallen, the demons, 
watched as the seals between the 
Pandemonium and earth weakened 
even further. Many among them had 
been preparing their return for eons, 
nudging humanity along desired 
paths but rarely becoming directly 
involved in the affairs of men. They 
had long roamed the growing 
expanse of the Matrix, using it as 
one of their principal vehicles of 
influence because it had been easier 
to enter than the Wilds. However, 
they were prevented from 
passing beyond the Shroud 
(which they call the Mirror, 
since they can only perceive 
their own reflections in its sur¬ 
face), and could not enter the 
Dream at all. 

All this has changed. Now, 
with the seals melting away 
and nearly gone, they may 
travel freely where once they 
were forbidden. Not organized 
in the strictest sense of the 
word, their society has defi¬ 
nitely assumed a degree of 
ordered purpose during its 
long and difficult evolution in 
Pandemonium. They spill 
wholly into the Wilds, for 
those gates have long since 
disappeared, and assiduously 
work at breaching the Shroud. 

As yet causing only small rips and 
tears in the spirit, they can feel the 
barriers weakening. They know per¬ 
sistence will eventually be rewarded 
with a breach. They can see the 
Mirror growing hazy. 

Aftermath: 

A New World Order 

The Ruin has become the impe¬ 
tus for more than the obvious 
philosophical revolution; a cultural 
revolution is taking place as well. 
New attitudes toward computers 
and information systems are sweep¬ 
ing through the global community. 
Many distrust their hardware, often 
with good reason. This includes 
both external systems and internal 
enhancements. As a result, paper is 
enjoying something of a renaissance 
and antique books have become the 
rage. 

Accompanying this new aversion 
to technology is an anachronistic 
Victorianism among the wealthy 
and the powerful. Sleek, crepe frock 
coats and a fondness for anything 
handcrafted are the order of the day, 


and many individuals have even 
begun hiring human servants once 
again. Who can tell where such 
quirks of interest will eventually 
lead? 

A heightened awareness of the 
spiritual is another consequence of 
the Ruin, and more mortals are 
becoming enlightened every day. 
Accompanying this new awareness 
are numerous young belief systems, 
most of which have grown up over 
the past few decades in an attempt 
to explain and comprehend the 
tremendous changes in reality and 
perception caused by the Ruin. It is 
fast becoming a time of new 
philosophies, new ways of thinking, 
and fresh methods for approaching 
ancient truths and problems. 

Most of all, the stance and posi¬ 
tions of the Fallen should be viewed 


in this new light. A dramatic role 
reversal seems to be occurring, with 
many of the True Fallen aiding 
humankind and many of the 
Forlorn hiding from them. After all, 
the demons have been common vis¬ 
itors in the Matrix since its incep¬ 
tion, and they have embraced expe¬ 
rience and Free Will since their con¬ 
scious (they always stress the 
"choice" in this...) fall from grace 
millennia ago. 

The newly Fallen are not happy 
in the least with their new found 
station in the universe. Only yester¬ 
day, reveling in the presence of the 
Light, many now dwell in the dark 
alleyways and lower tiers of the 
Sprawl. Most cannot handle the 
strain imposed by Free Will and are 
caught between succumbing com¬ 
pletely to desire and attempting to 
eschew both emotion and experi¬ 
ence forever. Few have yet had the 
strength of will to simply accept; 
and then accepting, to lead their fel¬ 
lows out into the Forsaken Earth. 
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Star Quest: The Regency Wars is a 
tale of warring factions, struggling to gain 
control over a galaxy nearly decimated by a 
deadly viral disaster. Fast, strategic, political 
and tactical, the game focuses on five races 
and their efforts to conquer and rule one 
another's Regencies. Each of these Regencies 
of the five known races - Samians, Cyborgs, 
Vor' Pa, savage Gorgon Horde and human 
Imperium - seeks dominion over the others, 
using a wealth of resources to outwit its ene¬ 
mies and reign supreme. But cross-coloniza¬ 
tion, which has run rampant since the 
destruction of the Imperium, makes it diffi¬ 
cult to distinguish between ally and foe and 
further complicates the outer-space battle- 
| fields. 

Designer Notes 

Star Quest: The Regency Wars 

Comic Images and White Buffalo 
Games have joined forces to introduce their 
first-ever collectible trading card game, Star 


Quest: The Regency 
Wars. The game's design is 
the brainchild of technical 
writer/artist team Glenn Alpaugh and 
John R. Doughty Jr., who formed White 
Buffalo Games in 1994. The two are 
California aerospace workers who devel¬ 
oped a fondness for playing collectible card 
games during their lunch hour. However, as 
Alpaugh explains, "We saw a real need for a 
science fiction themed collectible card game 
in the market, and decided to design one of 
our own." Alpaugh had garnered some 
experience in game design via a stint at RDI 
Video Systems, makers of Dragon Slayer 
and Space Ace games, and had sold an idea 
for a game, called Dark Lord, to Halcion 
Industries several years earlier. When the 
two met at their current place of employ¬ 
ment, Alpaugh and Doughty were teamed 
to translate the complexity of jet engines 
into comprehensive manuals which would 
be used by mechanics. 

Working together helped them 
form a friendship, based in no small mea¬ 
sure on their shared love of science fiction. 
Alpaugh and Doughty are fans of SF televi¬ 
sion shows like Star Trek and Babylon 5, 
authors such as Ellison and Rodenberry, 
comic books like Dark Horse's Predator and 
artists like Frazetta and Whelan. 

When Alpaugh and Doughty decided to 
design a collectible 


card game, they based it in part on some 
rough outlines Alpaugh had written for a 
future novel. From it, Alpaugh wrote an 
extensive sketch of the game's plot, charac¬ 
ters and setting. Meanwhile, Doughty, an 
accomplished artist with both brush and 
"mouse", set to work on the game's design, 
inner workings and intricacies. 

When the two finished their 
endeavor, the game featured five regencies 
of an unknown "Imperium" or galaxy, all 
battling each other for dominance over the 
Imperium. They devised ships, troops, 
weapons, special effects and defense sys¬ 
tems for each regency, and filled their spare 
time with strategic gaming sessions. The 
two brainstormed their own game for 
months, addressing its weaknesses and 
building upon its strengths, until they were 
pleased with its playability. 

Then, in the summer of'94, 
Alpaugh decided to attend the massive San 
Diego ComicCon, and on a lark suggested 
to Doughty that he might take their game 
along and "shop it around" to some of the 
card and game manufacturers he knew 
would be exhibiting there. His partner 
agreed, and Alpaugh built a protoype pack¬ 
age for submission. 

Comic Images was one of the first 
companies Alpaugh approached. He recalls, 
"There was a harried-looking guy...behind 
the booth, and when I approached him, he 
was talking to a bunch of people, so he 
asked me to come back in half an hour. I 
did, and he and his partner grilled me for 
almost an hour about the game." Then 
Hank Rose, chairman of Comic Images (the 
harried guy) and Alan Gordon (the partner) 
assured Alpaugh that they were quite inter¬ 
ested, and asked how soon he and Doughty 
could have a full, ready-to-play prototype 








completed. 

Returning from the San Diego 
convention, Rose and Gordon had their 
work cut out for them as well. They were 
thrilled at the prospect of producing a sci¬ 
ence fiction gaming card series not based 
on any existing media, Gordon explains, 
"because it gave us a free reign to create our 
own universe." But they knew there had to 
be something unique to set the game apart 
from the others in this rapidly growing 
niche. 

Fortunately, Comic Images is a 
well-established collector card manufactur¬ 
er, specializing in science fiction and fanta¬ 
sy art - and the people who create it. Rose 
and Gordon immediately began contacting 
their vast lineup of artists, which includes 
the likes of Frank Frazetta, the Flildebrandt 
Brothers, Michael Whelan, Luis Royo, 
William Stout, Vincent DiFate, Ken Barr 
and many others, about the prospect of cre¬ 
ating exclusive artwork for the gaming card 
fronts. They all agreed, and Comic Images 
followed up by signing these nine other 
artists to create additional game images: 
David Martin, Ron Walotsky, Karl Kofoed, 
Steve Brown, Joe Petagno, Daerick Gross, 
Jose Mendez, Nelson Pereira and Mark 
NcNabb. This substantial roster enabled 
Comic Images to distinguish its game from 
the "pack", with an astounding 92% ratio 
of original artwork! 

With the game's design well 
underway on the West Coast, and its 
artistry in full swing on the East Coast, 
Comic Images and White Buffalo Games 
began playtesting the prototypes. In fact, 
they tested everything, from the playing 
speed of the game to the directions; from 
the packaging to the game title. After exten¬ 
sive testing, Star Quest: The Regency Wars 
was perfected, resulting in a strategic, tacti¬ 
cal, political, fast-playing game, with no 
two matches ever playing alike. As Alpaugh 
points out, "A gaming card series has to be 
strong and able to stand up to the expecta¬ 
tions of fans who spend their hard-earned 
dollars on it. Star Quest: The Regency Wars 
does just that!" 

Star Quest: The Regency Wars con¬ 
sists of 325 cards (common, uncommon 
and rare), printed on high quality gaming 
card stock, with full-color reproductions of 
the work of world-famous artists. The cards 
are classified into two separate categories, 
resource and battle, and the card backs 
detail the specific capabilities and require¬ 
ments of each card. Resource cards provide 
players with the power to commission 
troops, ships, weapons, defense systems 
and special effects for use in battle. 

Starter decks contain two of 30 


premium foil Home World cards, while 
Booster packs will include randomly insert¬ 
ed game cards autographed by the artists 
and additional foil Home World cards. 

Background 

In the age known as the Pax 
Galactica, Imperium star ships from the 
Regency worlds of the five known races 
journeyed through their star gates on 
peaceful voyages of trade, exploration and 
colonization. 

Seeking to grow beyond the limits 
of their own dominion, the star ships ven¬ 
tured into the uncharted depths of space 
and invoked disaster in the form of an 
unstoppable plague (the Omega virus) that 
decimated whole star systems. 

A century later, each of the 
Regencies of the five known races seek 
dominion over the others. The Saurians, 
Cyborgs, Vor' Pa, savage Gorgon Horde and 
human Imperium, each battle to establish 
power over the others. Which Regency 
Home World will finally claim mastery of 
the stars? Only you can decide as you play 
Star Quest: The Regency Wars! 

Game Description 

Star Quest: The Regency Wars is a 
trading card game of strategic, tactical and 
political combat for two or more players. 
Each player represents a Home World in 
one of the five Regencies of the fallen 
Imperium and uses trading cards to build 
forces defending their own Home World 
and capturing others. 

Each game deck is divided into 
two play decks: 

Resource Deck 

The political, technical, and natur¬ 
al resources required to commission star- 
ships and the troops that man them. 

Battle Deck 

The players stockpile of ships, 
troops, weapons, defense systems and spe¬ 
cial effects. 

Players can customize their decks, 
and the initial assortment of 325 different 
cards allows each player to apply his own 
diverse strategies and tactics. 

The 53 card Starter deck includes 
all of the cards needed to play Star Quest, 
and the 15 card Booster packs offer the 
opportunity to customize and add strength 
to the play decks. 

Players set up their own deck to 
define their strategy for attack and defense 
as they strive to capture the opponent's 
Home World. 

Star Quest: The Regency Wars will 
continue to evolve as integratable subsets 
and enhancement cards are released. 
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An introduction by designer, C. Murcray. 

Tempest of the Gods is a collectible 
card game set in a world ravaged by the 
eternal struggle for religious supremacy. 
Each player acts an avatar for the powers 
of Good, Evil, and/or Chaos, vying for 
control of the Mortal Plane. 

The game begins with each player 
drawing and playing cards, in order to 
build the foundation of their mythos. At 
first, only basic cards can be played, such 
as: peasants, farmers, lowly priests and 
wizards, and lesser creatures. However, 
as each players hand increases in 
strength, they will be able to summon 
mighty champions outfitted from the 
stores of their temples, riding magical 
beasts into battle on the ground, in the 
air and on the water—or summon the 
creations of the gods, monsters and fair 
creatures, horrifying gorgons and aveng¬ 


ing angels. Shrines become desecrated, 
temples fall, and the faithful are scat¬ 
tered. Finally, when their enemies lie 
fallen at their feet, a victory emerges. 
Tempest of the Gods is designed for two 
to six players (the average game with two 
players lasts approximately 45 minutes). 
A player wins by destroying his oppo¬ 
nent's cards or by gathering enough fol¬ 
lowers to summon his deity into the 
Mortal Plane. 

Tempest of the Gods is printed on 
glossy-coated, heavy card stock and 
includes artwork by Mark Poole, Doug 
Schuler, NeNe Thomas, Brad Williams, 
Lynne Hyde, Joel Poppleton, Matthew 
Yarro, Susan Van Camp, Jeff Menges, and 
others. The set consists of 270 cards with 
special inserts signed and numbered by 
selected artists. Future expansion sets 
will include different pantheons, such as 
ancient Egyptian and Aztec mythology. 

With the large number of collectible 
card games coming out this year, a game 
will need three main qualities to suc¬ 
ceed. First, the art must be very good; 
imaginative, dramatic, and full of flavor. 
Second, the card stock can't be flimsy 
and must stand up to hours of shuffling. 
Third, and above all, the rules must not 
only be playable, but enjoyable. It was 
with these three qualities in mind that 
Black Dragon Press began designing 
Tempest of the Gods, the collectible card 
game of mythological holy wars. 

What ij Tempejt 
□f the Gqdj? 

It is a collectible card game based on 
the mythology of a fantasy world. 
Followers and priests of many deities 
fight for control of this fantastic realm. 
The game allows for several different vic¬ 
tory conditions, creating a multitude of 
different strategies and decks to experi¬ 
ment with. The rules work well for 2 
players, several players, or even team 
play. Tempest plays dynamically, mean¬ 
ing that even if it isn't your turn, you can 
play cards to affect the outcome of a bat- 
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tie between 2 other players. With 
Tempest, you won't sit idly by, waiting 
for your turn. 

The Game 

Starter Decks contain 70 cards and a 
rulebook. Boosters contain 15 cards. 

Each player must have their own deck 
and it is recommended that you have a 
couple of boosters to help with your 
deck design. Cards come in four levels of 
rarity. 

□eject qf the Game 

The object of the Tempest is to estab¬ 
lish your deity's religion as the dominant 
power. You can accomplish this in one 
of three ways: convert your opponents to 
your deity, gain enough power to sum¬ 
mon your deity to the Battleground, or 
destroy your opponents completely. 

Since there are three different ways to 
win, there is a lot of strategy in building 
your deck and in game play. Sometimes 
it is more advantageous to build your 
power and go for the summoning of the 
deity, than it is to spend your power 
destroying your opponents. 

Number qf Player/ 

Tempest of the Gods is designed for 2 
to 6 players. Since many spells and mira- 
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cles can be cast during anyone's turn, 
game play remains interesting even if it 
is not your turn. You can use your cards 
to affect the outcome of a battle between 
two other players, or affect the entire 
Battleground to further your objective. 
Team play is also encouraged. 

The Jtructure of 
the Playing Field 

Players begin with the followers who 
are in Wander Status, basically wander¬ 
ing in the wilderness. They can summon 
priests and discover shrines, at which 
point they are considered to be compet¬ 
ing for their religion and become vulner¬ 
able to attack. Shrines provide some 
protection, but have a limited 
Occupancy, and those left outside must 
remain in the dangerous Wander Status. 
Temples can then be summoned by 
priests. Temples have a higher 
Occupancy, and often provide more pro¬ 
tection. Many have special defenses, 
such as being water-based or hidden, 
and require magic or Gates to attack. 

Priests must also protect their 
Temples and Shrines, and do so by sum¬ 
moning monsters and champions to 
defend them. These may then enter the 
Battleground and attempt to either 
defend or win their way through to an 


opponent's Temples. Summoning a Gate 
will allow you to attack Temples and 
Shrines directly without going through 
the Battleground. 

When the players have enough power 
in one temple, they can summon the 
demi-gods to their aid, bringing in the 
holy big guns. These demi-gods have 
special powers and accelerate the game 
to its final conclusion, when the deity is 
summoned and the game is over. There 
are also statistics on the deity cards, in 
case players want to continue play after 
one is summoned. 

Relic/ and Item/ 

Relics and Items are also in abun¬ 
dance in Tempest. Relics are holy and 
cannot leave the Temple or Shrine they 
are summoned to. Items are magical in 
nature and can be carried into battle. 
These items often mean the difference 
between survival and death on the 
Battleground. 

Game Play 

Players draw five cards. They then 
summon any cards they can, using the 
Faith their followers provide, discard 
and draw back up. They must also 
declare any movement or attacks during 
this turn. Armies journeying to the 
Battleground do not need to declare 
which player they are attacking until 
they actually do attack. Spells and 
Miracles can be summoned at any time, 
as long as a player has Faith left over 
from his turn to do so. 

Players end their turn by discarding 
and re-drawing up the five cards. 

Victory 

Victory is achieved when a deity is 
summoned into play, or a player has 
converted and/or destroyed all of his 
opponents. As he converts other players, f 
he can use their Faith to summon, as 
well. When all of the other players' cards 
are destroyed or are in his control, that 
player wins the game. 


If a player builds his power strong 
enough to summon a deity, he will also 
win the game. Players may continue to 
play with the deity cards if they wish, 
but this is an optional variation. 
Otherwise the game is over and the play¬ 
er is victorious. 

Limited. Unlimited. 

£ ExPflNJTQNJ 

Black Dragon Press designed this 
game with collectors in mind, as well as 
players. The first set will be a Limited 
edition, and can be identified as such by 
the gold-colored border. Expansion sets 
are in the works. We are looking forward 
to hearing from our customers on what 
they would like, but right now we are 
leaning towards the Ancient Egyptian 
mythology for our first expansion. 


of th e god 
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Remember the days of running around in 
your yard; a towel for a cape, underwear on 
your head, serving to mask your true identi¬ 
ty? The sprinkler served as your imaginary 
I foe's weapon, an oscillating death ray, and 
the sound of distant lawnmowers only meant 
another enemy was closing fast... Your ability 
to effortlessly dodge the onslaught of rapid- 
I fire shots quickly comes to an end when you 
hear, "Time for lunch" and the impromptu 
battle takes a momentary back-seat to more 
pressing issues; refueling. Those days have 
long passed and many other "fun" things 
have come and gone. On your way to work 
you see a kid running around in his yard, 
much like you did a couple of years back, 
except he has a real costume (big $) and 
some type of battle simulator, instead of a 
sprinkler. You're sobered of your momentary 
I jealousy by an angry motorist doing isometric 


exercises on his car's horn. Well dreamer, no 
need to live vicariously through the neigh¬ 
bors' kids anymore, because your game has 
come, and its name is CHRYSALIS: BORNE 
OF THE SUPERNATURE. Fast play, easy 
rules and no need to wear undergarments on 
your head (unless you want to). 

by Gideon Smith 

Surfing the 'Net one evening, I came 
across something that almost caused me 
to wipe out; Comico, publishers of the 
ELEMENTALS (one of my absolute 
favorite comic books of all time) were 
launching a new division, Comico 
Gaming. The first project from the sister 
company was to be a collectible card 
game entitled, CHRYSALIS: BORNE OF 
THE SUPERNATURE. As if that weren't 


enough to get this excitable boy revved 
up, they were looking for playtesters! I 
quickly e-mailed them my vitals, and a 
few days later I got the response I was 
looking for; I was invited to the compa¬ 
ny's offices to participate in a test session 
of the game. 

I know what you're thinking; How can a 
comic book company possibly put out a 
collectible card game worth its salt? 

Believe me, I was wondering the same 
thing. Though I still enjoyed some 
comics, for the most part I felt that I had 
outgrown that particular medium. I cer¬ 
tainly don't buy comics with the voracity 
I once did. I used to buy just about every 
title out there. Not anymore though. They 
just don't have the allure they once had. 
Besides, once I got hooked on gaming, I 
had to be a bit more judicious in what I 
bought. Budgetary concerns, you under¬ 
stand. 

So, with an open mind tempered by a 
healthy degree of skepticism, I arrived at 
the test site, was cheerfully greeted by the 
staff, and introduced myself to the other 
seasoned game veterans (some of whom 
I'd met before at Magic: The Gathering” 
Tournaments), who were there for the 
same reason as I; to find inconsistencies, 
and criticize, criticize, criticize. 

Boy, were we surprised. 

A QUICK CARD DESCRIPTION 

While holding the CHRYSALIS cards, I 
noticed a difference right off the bat; they 
can be held just like regular playing cards, 
due to a horizontal design, thus enabling 
the player to fan the cards in their hand. 
Good thing I brought my poker face. 

The cards themselves are UV coated, 
which really brings out the vibrant colors 
of the art - and what art they have! The 
Starter Decks we were using were fully 
painted, comic illustrated, and 3D com¬ 
puter rendered game cards, done by the 
top artists in both the comic and gaming 
fields. My fellow testers and I were all 
very impressed with the design and art of 
the cards, and we hadn't even shuffled 
our decks yet! We agreed that if the game 
played half as good as it looked, we were 
, all in for a definite treat... 

NOT MORE RULES! 

Actually, the rules to CHRYSALIS: BORNE 
OF THE SUPERNATURE are very straight 
forward, making for fast and furious 
gameplay. It's the interaction between the 
players and the various cards that make 
the game so exciting, and give it a level of 
complexity and diversity not found in 
many other card games. Gameplay 
almost has a roleplaying flavor to it; it is 
the situations and the reactions of the 
players that make it so much fun. 

Basically, the game is a mix of Power 
cards and Darkforce cards, which are 
used to activate your powers. Different 
colored Darkforces correspond to the dif¬ 
ferent power categories, and different 
powers take different amounts of 
Darkforce to use. Powers (paired with 
Darkforce) permit you to cast a spell, 
shoot, mutate and conquer your oppo¬ 
nent mentally or physically. 


As for the powers themselves, they are 
broken down into 5 categories: 

MUTAGENS 

These cards represent actual physical 
mutations, or evolutions that you can 
undergo during game play. With these 
cards, power is biologically based, sort of 
the next step for humanity. These ex-citing 
cards should be ex-tremely popular with 
younger gamers - if you know what I 


PARANORMAL 

This category seems to encompass powers 
that are a bit more mythological, both in 
the classic and modern sense. Powers like 
Herculean Strength, Super Speed and X- 
Ray Vision fit into this grouping. I must 
admit, I have a soft spot for these powers; 
guess I'm getting old. 

PSIONIC 

These cards all focus on the power of the 
mind, which is definitely not beyond the 
realm of reason. This category has a real 
Science Fiction/Horror edge to it, what 
with its controlling factors, which I found 
very exhilarating, but then, I'm into 
CyberPunk. 

SORCERY | 

Ah, a classic. The cornerstone of gaming. 
Spells, incantations, evocations, astral 
shifts, ogres, goblins, shapechanging, it's 
all here. And it's very interesting to play 
this category against some of the others. 
The power of magic is very strong indeed. 

WEAPONRY | 

A very extensive arsenal, mnning from 
ancient broadswords, to futuristic plasma 
cannons. Many of these cards are instant, 
and don't require any Darkforce at all to 
power. They add a very interesting wrin¬ 
kle to gameplay, and keep the action 
moving along at quite a pace. 

At the start of each game, 2 Inherent 
Ability cards are chosen. These cards 
define you as a character and are at your 
disposal for the entire game. These pow¬ 
ers can be arrived at by either purposely 
picking them from your deck, or leaving 
them up to a random draw. Either way, 
things turn out to be a blast. 

Additionally, there is a Reaction category. 
Reaction cards require no Darkforce (they 
are like adrenaline), and they can be used 
to jump, climb, retreat, grab a bystander 
or cocoon. I was told the Cocoon Card 
was a rare one, and I know why. 
Cocooning can only be done when you 
are down to 4 (or less) Life Points, and it 
gives you the option of being reborn. 

Sure, you loose your current Inherent 
Abilities along with 1 round of play, but 
you draw a new Inherent Power (as 
opposed to the 2 at the beginning of the 
game), and you return from your 
Chrysalis with 15 new Life Points. Seems 
like a pretty useful card, all things consid¬ 
ered. 

Also, each Chrysalis Starter Deck comes 
with a Shadowspear card, which will not 
be available in any Booster Packs. 
Shadowspear allows you to gain an addi¬ 
tional Inherent Power by permanently 
spending the Darkforce needed to acti¬ 
vate the power. Sure, you lose Darkforce, 
but you can gain another power, which to 
















from 2 to 6 players. I found myself set for 
2-player combat. Perfect. I prefer that 
pure form of strategy which 1 on 1 game- 
play provides. For the sake of the test, 
each player started with 40 Life Points 
and a deck of 60 cards. 

WITHOUT FURTHER ADO ... 

INTO BATTLE! 

At the outset of the game, my opponent 
and I decided to take two different routes 
to establish our character; I fanned 
through my deck and carefully chose my 
Inherent Powers from my cards. My rival, 
on the other hand, decided to let chance 
determine her powers, 
and drew them from 
the top of her deck. 

After my usual stare- 
down, I drew the fol¬ 
lowing cards as my 
permanent powers: 

Cyber-Talons: 
According to the card, 
this was a Japanese- 
based covert technolo¬ 
gy, best suited for 
down and dirty hand- 
to-hand combat. 
Though primarily an 
offensive weapon, I 
found its defensive 
capabilities more than 
enough for what I had 
planned. I was going 
to rip my adversary 
apart, plain and sim¬ 
ple. This, teamed with 
my other Inherent 
Power, Animal Agility, 
which had me attuned 
to my feral past giving 
me heightened senses 
and reflexes, was exact¬ 
ly the combination I 
was looking for. I was 
a quick, lean, mean, 
fighting savage 


Since my adversary left her draw in the 
hands of fate, her Inherent Powers were 
not as complimentary as mine (or so I 
thought). First, she drew Concrete Fists, 
which gave her the ability to mutate her 
hands to stone. Good for both offensive 
and defensive purposes, I thought. Next, 
she chose Ghost, which enabled her to 
phase from solid to ethereal form. Great 
for defense, but a bit shy on the offensive 
side of things. She christened herself the 
Gaea, The Elemental Spirit of Earth. I 
called her Mother Nature. My first mis¬ 
take. 

We both agreed that the victor of our 
contest would have their choice of the 
vanquished's Inherent Power cards. 

What's a friendly game without an even 
friendlier wager? Ah, the spoils of war. 

The first 2 rounds of play went quickly as 
we strengthened our characters by adding 
points to our Darkforce pool, but by 
round 3 we were ready for battle. Mother 
Nature, I mean Gaea, took the offensive 
with her Concrete Fists trying to pummel 
me, and I was immediately forced to 
make a decision. Should I use Darkforce 
to activate my Cyber-Talons and easily 
deflect the damage? Or Dodge with a 
Reaction card, thereby saving Darkforce 
energies for my attack? I decided to 
Dodge, leaving the success of her attack at 
the mercy of a coin-flip (TIP: Another 
way to do a coin-flip without a coin is to 
draw a card from a choice of two cards. 
Designating one card as heads, the other 
as tails.) My maneuver was unsuccessful, 
reducing my life points to thirty-eight. 

First blood went to Gaea. I think I started 
growling, but that might have just been 
my stomach. 

I was hungry...hungry for blood! I imme¬ 
diately lashed out with my Cyber-Talons, 
adding my Animal Agility just to make 
the damage that more severe. To my dis¬ 
may, my opponent had the necessary 
Darkforce to shift to her Ghost form, 
completely avoiding my rage, and shift 
back, countering with her Concrete Fists, 


that I knew that I had to rethink my plan 
of attack. I hoped I had Psionic Powers 
somewhere near the top of my deck. 
Only with the power of my mind was I 
going to be able to harm this cursed 
Earth Spirit. 

The game was a constant give and take. I 
at first thought that she was going to be 
able to avoid all of my attacks with her 
Ghost powers, but I was wrong. I did 
indeed have Psionic Powers, and from a 
feral Cybernetically-enhanced Ninja, a 
deeper, more well-rounded fighter grew. 
Gaea, on the other hand, continually 
countered my offensives with Sorcery 
(She had a lot in her hand - I knew, for I 
used my Sixth Sense card to look at what 
she was holding!), giving the game much 
more than a rock'em sock'em aspect. I 
still lost, but only because of a stupid 
move, which I would rather not go into 
detail about. What really hurt was having 
my Cyber-Talons ripped out of by hands. 
Yes, that was the Inherent Power Gaea 
decided she wanted as the victor. Ouch. 

When the smoke finally cleared at the 
end of the session, I had played 8 games, 
ranging from as short as 20 minutes to as 
long as 1 hour. Every game took on dif¬ 
ferent characteristics and situations, and I 
found myself developing strategies that I 
normally wouldn't have used in other 
games. My fellow testers and I all agreed; 
Chrysalis was a dynamite game, loads of 
fun and completely customizable to the 
player's wishes. 

The Limited Edition Starter Decks and 
Booster Packs will be available this 
August. Brian Azzarello, one of the 
game's designers, who was present at the 
test, told me that the expansion sets 
would be available throughout the fol¬ 
lowing year. One of the sets would deal 
with a tear in time, featuring ancient 
magics, futuristic weaponry and bio¬ 
enhancements... 

Now if I can just get my Cyber-Talons 
back... 


After Inherent Powers are chosen, each 
player shuffles their deck, then deals 
themselves seven cards. Each turn begins 
with a draw from the deck (if you have 
more than seven cards you must discard). 
You may only add one card to your 
Darkforce pool per round, and, Darkforce 
permitting, you may attack your oppo¬ 
nents). 


After reviewing the rules, my fellow com¬ 
batants and I were broken down into the 
test cells (groups). As CHRYSALIS is a 
multi-user game, different cells had vari¬ 
ous numbers of participants, ranging 
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Imagine that everything you know about the 
past is a lie, and all of the history books we learn 
from are simply creations of our mass subcon¬ 
science. What if what we currently believe about 
the past is simply a convenient way for us to 
explain where we are now? If all of this is true, 
what really happened in our past, in our True 
Past? 

The True Past was inhabited by creatures that 
currently only exist in our dreams, our laughs, 
and our creative thoughts. During our dreams, 
Keith and I have explored the True Past and we 
have passed on some of that knowledge in 
Guardians the collectible card game. The crea¬ 
tures pictured in the game represent actual crea¬ 
tures that existed here on earth in our distant 
past. 

Some of the cards represent the Guardians 
themselves. Guardians are huge, extremely pow¬ 
erful creatures that live outside of our time fuse, 
but still have considerable influence on the 
events in our lives. During the true past certain 
beings, known as Vierkun, learned how to tap 
into the power of a Guardian. The Vierkun used 
this power to gain control of the hearts and 
minds of other creatures, for they knew that if 
they could control what was thought, what was 
loved, and what was laughed at, they could con¬ 
trol destiny itself. 

The Vierkun all grew in power until they 
started to realize that if they wished to truly be 
in control, they had to eliminate each other. 
Vierkun fought Vierkun during the brutal wars 
of the first cleansing. These wars are the setting 
of the game, Guardians. In Guardians , each play¬ 
er takes the roll of a Vierkun struggling for dom¬ 
inance in this brutal time. As a Vierkun, you 
lead your forces in an attempt to defeat your 
opponent. 

Of course the true past wasn't a simple world 
and neither is Guardians the CCG. There are 
three different ways to win the game, so players 
must be on their guard at all times: creatures 
who at first glance seem useless will prove their 
worth over and over again, bribery will spoil the 
most expertly laid plans, and just when you 
think you've got your opponent cornered - the 
tables are turned and you are thrown on the 
defensive. 

Each player customizes their deck with com¬ 
plete freedom; the Vierkun weren't limited in 
their choice of allies so neither are you. 
Guardians was designed as a 30-45 minute two- 
player game, with multi-player games taking 
around 1 hour. For players looking for more 
advanced play, we will be publishing campaign 
rules and different rule variants to constantly 
challenge players. 

How Does Ouartfreos 

THE TWO PLAYER GAME 

Each player begins the game with a strong¬ 
hold (made up of 3 cards) and a Guardian. 
Players set up directly opposite to each other. 
There is also one empty space in front of each 
stronghold card. During the course of the game, 
these disputed land spaces will have terrain 
cards played on them. 

Pbes* t. Drew eocf 
Orient** 

In this phase, players draw cards for the turn 
and introduce new creatures into their strong¬ 
holds. There is no casting cost for this, but play- 
^ ers may only put up to 30 points on any of their strong¬ 
hold cards, and if they wish to have their creatures 
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move during the turn, they must put a 
shield on top of their creatures. 


Pbes* ll . 
Wooemsnt 6 
Combat 


In this phase, players take turns mov¬ 
ing their shields, with creatures under¬ 
neath, around the disputed lands and 
stronghold spaces. If two shields from 
different players end on the same space 
combat is fought immediately. 


Pbeso III. Torraro 


Pbeso 

After all shields have moved, each 
player gets to place a terrain card underneath 
any of their shields in the disputed lands. If a 
player can't do that, they must lose one creature 
under each shield without a terrain card under¬ 


neath. 


Horn to (Oro 


If any player controls all six disputed lands at 
the end of the terrain phase, that player wins. 

If a player kills five shields, then the player 


If a player destroys the link between the 
opponent and their Guardian, the player wins. 
This is done by attacking a Guardian from an 
opponent's stronghold card. 


Cxeropfs of the 
ffrst taio turns... 

Lessons from the true past 

Guardians is a game of epic struggle in the 
tme past. Each player plays the part of a Vierkun 
who is accessing the power of a Guardian. Each 
Vierkun uses the power of their Guardian to 
summon creatures to their stronghold in order to 
wage wars in the disputed lands. There are three 
ways to win Guardians, the most common is for 
one player to control all six disputed lands (3 in 
front of each stronghold). 


Cem? Pfag 

(an example) 

After the prerequisite shuffling (and putting 
up ante if you've got the guts...) both players set up their 
realms by placing their stronghold and 
Guardian cards face-up as shown. The 
disputed land spaces are empty when 
the game begins. 

Both you and Bob now take your 
initial draw of 12 cards from your 
decks. Your 12 cards form your stor¬ 
age hand. You look at your cards and 
see that you have 2 shields, 7 crea¬ 
tures, 2 spells, and 1 terrain card. You 
organize your creatures under your 
shields so that you don't have more 
than 30 Vitality points with either 
shield. Vitality is a measure of the 
creature's strength in combat. Then 
you place your shields, with their 
respective creatures underneath, in 
two of your stronghold spaces. Since 
you don't have any leftover creatures, 
your storage hand is now down to 
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just 3 cards (2 spells and 1 
terrain). 

Then you and Bob take the 
top card off your decks and 
turn it face-up, this card is 
called the "Up-Card" You 
both pulled creatures as Up- 
Cards, so you compare the 
Vitality of the two cards. Your 
creature had a lower Vitality, 
so Bob has to move first. Bob 
only has one shield in play 
and he moves it to his middle 
disputed area. You take your 
biggest shield and move it to 
your own middle area, directly 
across from Bob's (you 
kook!). You decide not to 
move your other shield (each 
shield can move once per turn). 

Next, both you and your evil Nemesis 
Bob get a chance to play any terrain cards 
out of your storage hands under any 
shield that is on an empty space. As you 
both have shields in this condition, you 
both play terrain cards. If either of you 
didn't have terrain for your shields in the 
disputed area you would have had to dis¬ 
card one creature from under the offend¬ 
ing shield. 

After an uneventful first turn, you 
both draw new cards. The number of 
cards you draw depends on your 
Guardian. Your Guardian allows you to 
draw 3 cards, but you get an extra card 
because your Up-Card had a lower 
Vitality than Bob's did! So you draw 4 
cards (one of which is your Up-Card 
from the last turn). Bob only draws 3 
cards. You get two creatures, a magic 
item, and another terrain. Now you get 
to pick up ALL of the cards that are in 
your stronghold spaces and add them to 
your storage hand with your new draws. 
You pick out 30 Vitality points of crea¬ 
tures and place them under your shield 
and return it to your stronghold. You 
have two creatures that couldn't fit under 
the shield so you play them face down 
on another stronghold. They can defend 
the space, but without a shield they can't 
move. 

Bob didn't draw another 
ihield, but he did draw a strong¬ 
hold upgrade for his right 
stronghold space. It's an 
Elemental Flame Cannon! This 
could really ruin your day if you 
get in front of it! If you get to 
go first, your shield can pounce 
on Bob's shield, but if Bob goes 
first, he can move to gain some 
protection from your attack (the 
Flame Cannon can only fire on 
the two disputed lands directly 
in front of it). 

Holding your breath, you 
both pull new Up-Cards. With a 
sigh of relief, you see that yours 
has a higher Vitality so you get 
to go first! With confidence, 
you move your shield directly 


onto the space occupied by Bob's shield and 
initiate the first Combat phase of the game. 

Both players pick up the creature cards under 
their respective shields. These creatures make up 
your combat hand. 


CoflWAT 


First, you must decide if you are going to 
play a command card from your combat hand 
to assist your destruction of Bob's meager 
forces. You weigh the pluses and minuses and 
decide to play one. Bob decided not to play 
one. You show Bob your command card. You 
played the Sorcerer who has cast a 4pt area-of- 
effect fireball onto Bob's unsuspecting combat 
hand. Bob groans as he had two creatures in his 
combat hand with a Vitality of 4 or less and has 
to discard his Rake Tooth Goblin and his Crook 
End Snooter! 

With Bob still grumbling about being 
"robbed", you both play your first melee cards. 

You begin slowly and decide to play your 2 
Vitality, Iron Crag Boggier. Bob picks his card 
and you both reveal them at the same time. Bob 
picked his 7pt Axeman. Bob places his card 
on top of yours to show that his creature has 
beaten yours. 

You both then pick your next cards for 
melee. You pick your 5pt Yard Rat, and Bob 
picks his 5pt Wind Spirit. After you both show 
your cards you realize the combat is a tie, that is 
until you whip out a Varmit Archer with a 1 pt 
ranged attack! You see, a ranged attack immedi¬ 
ately adds to the vitality of a creature in melee. 

Now since you have a total of 6 and Bob-the- 
Wimpy only has 5, you place your creature on 
top of Bob's. 

Things are looking good now. You have one 
card left, a 13pt Desert Giant. Bob picks his 
card, a 5pt Winterseed Maiden. You laugh the 
laugh of the mighty, but before you finish your 
victory jig, Bob plays a Beer bribery card from 
his storage hand! One quick look at the Giant 
tells you what you already knew, while your 
giant stomps almost any creature in melee, (he 
does have a particular weakness for beer). Due 
to the beer bribery card, you must remove your 
Giant from combat and return him to your 
storage hand! (The drunken sot!) 

Now Bob has one card left to play as a sec¬ 
ondary attacker, it's a 5 pt Skeletal Minion. He 
plays it against your Yard Rat (and adds the Vitality of his 
beaten wind spirit). He has 10 vs. your 5, so he 
places his Skeleton on top to show victory. 

Now that both players are out of cards, any 
creature that has been beaten is placed in the 
discard pile. Both players then count the total 
Vitality that they each have left on the space 
and whichever player has more, wins the com¬ 
bat and the other player must retreat. You have 
your Sorcerer and your Varmit Archer for 10 
Vitality, and since Bob's total is 18, you must 
retreat. 

Beck to movement 

Now it's Bob's turn to move. He eyes your 
just defeated shield and before you have a 
chance to beg for mercy, he moves his shield to 
fight it again! Now Bob thinks that he's got you 
good. You look at your storage hand and com¬ 
fort yourself with the knowledge that you still 
have a few tricks up your sleeve... 

Play continues like this until one player 
owns all six disputed lands, destroys an oppo¬ 
nents Guardian (they can be attacked directly 
from your opponent's stronghold), or destroys 
5 shields belonging to the enemy. 
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by JM White 


GRIDIRON is a hot, new football trad¬ 
ing card game (the first sports oriented 
game to be released) designed by 
Precedence Publishing and published 
by The Upper Deck Company. 


recognition in the GRIDIRON League. 
Other building blocks to a winning 
team include a major Franchise, a rec¬ 
ognized and superior Coach, highly 
practiced Formations, strong team 
Traditions and major team Assets. You 
may bring to the game your Diehard 
Fans and Olympic Track Coach, but is 
it enough to stand up against a team 
like the Ravens, known to be Come- 
From-Behind Winners ? You'll have to 
play to find out... 


GRIDIRON brings home all the excite¬ 
ment and action you'd expect from an 
afternoon of football... plus a great 
deal more. The atmosphere is down 
and dirty, in-the-trenches football, 
where only those with the greatest skill 
or most guts will rise to the top. With 
over 300 cards to collect and exploit, 
GRIDIRON offers diversity, challenge and 
most importantly - a fun, playable 
game. 
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Once the teams have been assem¬ 
bled, Coaches can select their play- 
book. Offensive and Defensive plays 
must be chosen which will empha¬ 
size a team's strengths and open new, 
intriguing opportunities for strategy 
on the field - Will you concentrate 
on a ball-control, ground-eating 
offense; look to fast and deep aerial 
strikes; or will you attack your oppo¬ 
nent directly with plays designed to 
take out opposing players? On 
Defense, will you nullify your oppo¬ 
nent play by play; attempt to wear 
him down over time; or gamble 
everything to force a turnover? 
Perhaps you can strike at your oppo- 


New Coaches are presented with a 
number of challenges, the first and 
foremost of which is deciding on the 
composition of one's team. Players are 
given the chance to select team cards 
which define the essence of their 
teams, the unique qualities that will 
make them champions or perhaps, 
cause them to be ground underfoot by 
their rivals. Foremost among the team 
cards are the GRIDIRON Superstars, the 
players who have earned national 
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football in a way that will appeal to 
sports fans and card gamers alike. 


nent OFF the field, as well as on 




Plays and the team cards set the 
stage, but there is more to football 
than just calling the plays. Players cus¬ 
tomize action decks, providing the 
ammunition to complete their plays 
successfully...and humiliate their oppo¬ 
nents. GRIDIRON uses a new, unique sys¬ 
tem for play resolution that is simple 
to learn but difficult to master. The 
challenge for coaches is to have 
enough strength to overpower oppo¬ 
nents when you have the advantage, 
while retaining the flexibility to chal¬ 
lenge them on their own ground. 
Action decks can be tailored to support 
plays or to provide special opportuni¬ 
ties. For instance, just when your 
opponent drives for that last yard on 
3rd and 1, it's helpful to bring out the 
chains... and find the play was just 
short! 


The art shown here is a sample of 
the work of one GRIDIRON artist. The 
final GRIDIRON cards have a variety of 
styles of top-notch art depicting the 
grit and the grime of football, and the 
flash and the glitz of the sports indus¬ 
try. The cards feature a modern, upbeat 
design with 3D icons which are easy to 
recognize and interpret. 


With the continued interest in 
sports card collecting and a healthy 
fantasy sports industry, GRIDIRON is sure 
to capture the attention of sports card 
stores and customers, as well as add a 
new dimension to collectible card 
games. Both Precedence Publishing (in 
the game and hobby industry) and 
Upper Deck Company (in the sports 
card industry) have a reputation for 
attention to detail and for producing 
quality products. The team should pro¬ 
duce a great game which will be well 
marketed and distributed. 






GRIDIRON offers players the chance to 
experience football as never before. 
Whether your strategy is true to life; 
head to head football; or something 
that throws out the rulebook and goes 
full-out for victory, GRIDIRON serves up 
all of the action and excitement of 


GRIDIRON is due to hit the playing 
fields in October 1995. 
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Produces One 
Knowledge Power Point 


This is a term used in another game that refers to taking damage 
from not using all power points drained from Foundation cards dl 
or other sources. The answer is no. Any power points that have 
been drained from sources are used when a*card is played^even if 
they exceed the cost of the card. This means that a Mantra of 
Power may NOT be used to bring into play 3 cards with a cost of 
1 - the First card would use up all 3 power points. J 

_ _ . . . tf***'**’ ■ ■ ■ ' .. 

If you drain power points from cards and then do not use it right 
away, it will go away at any phase/sub-phase change. This means 
that you can't use a Mantra of Power to get 3 power points and 
then enter your attack sub-phase and use them to bring a card 
into play. 

No, except for these two circumstances: 

1) The Action card says you can. 

2) The card avoids and/or prevents damage. This does NOT 
include Kim--Soon's Illusion and Psychic Block. 


No, you may only play 1 of each type of Advantage Card per 
attack. The current types are: Adrenaline, Banana Peel, Beijing 
Blitz, Berserker, Combination, Counter, Jumping, Kiai, Speed, 


Strength and Stumble. 

How exactly jdto counter attacks work? 

A counter attack delivers damage to the attacker if the DEFENSE 
strength of the defender is higher than the ATTACK strength of the 
attacker. 

' CaiTTlisel^^^ ; oii a counterattack? 

No, it is not truly an attack, but a counter strike. 

When do Iplay combination cardsf 

They are played after the first attack is resolved (damage is dealt). 

May I/play more than one chpibination on a single turnf 

Yes, as long as you have enough power points and set up tech¬ 
niques. 

U M a combination atiafeh, two or more separate 1 attacks?' 

Yes - it is more than one attack, that's why each attack may be 
blocked and is resolved separately. Cards like Shuffle will be 
removed after the first attack is resolved if damage was dealt. 

Also, if the defender counter attacks and deals damage back to the 
attacker on the first part of a combination, that damage is ALSO 
subtracted from the strength of all follow-up techniques. 

What is a fixed value advantage card? 

The following advantage cards: Combination, Counter, Jumping, 
Speed or Strength when the ATTACK/DEFENSE adjustment of the 
card doesnt have an X in it. Example: 1/1, 2/2 

"iPKIai or Primal Kiai a fixed value advantage card? 

No, see previous question. 

i restricted card in my deck? 

Yes. You may have 1 of each restricted card in your deck. The 
comment in section 5.2 regarding the restricted symbol is poorly 
worded. 

'tfKSJlSflPWIise a technique for Armor to improve your 
■defense? 

No, armor applies to the player. 

cjefender’s defense value be a negative number? 

Yes. If the attacker plays Trip on the defender and then proceeds 
to use a 3 point attack, the defender will take 5 points of damage 
if no block is used. 

f®n£clliiiiqui?wea pon with counters on it set up, and can it be 
used to defend? 

No, and No. A technique or weapon with counters on it may not 
be used at all. 

Does a technique with counters on It count Cowards my limit 
of 4 techniques on the board? 

... rnmnirT ■ 

lfpun-Ken-1% is a tie, what happens? 

You keep playing until there is a winner. 

Cin you forget to recover or draw cards? 

You may forget to recover. Once you draw a card and look at it, it 
is too late to go back. You may NOT forget to draw cards. If you 
forget, you must go back and draw the required number of cards. 

If I already have the same talisman in 
dIv? Can't I just remove one of them from the board? 


i®p 
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opponent could have legally 
made. You may drain more 
power than necessary for bring¬ 
ing cards into play If target play¬ 
er runs "out of cards while hand 
is being played by user of Mental 
Domination, they lose on a 
TKO. 

It is left in play 
next to the talisman that it is 
reversing, but it always counts as 
being in play for the controller 
of the Mirror. If the Mirror is 
snatched via Snatch Talisman, 
the new controller may select a 
new target. If there is no valid 
target, ii is immediately removed 
from play. 


No. You may not just remove Talisman cards from play. You are 
not allowed to play a Talisman card if that same card is already in 
play on your board. 


INDIVIDUAL CARD RULINGS 


Adrenaline You may only playJ Adrenaline per attack. 

Agony: Applies to Strength Advantage cards only. 

May be played on an opponent with less than 3 cards. 
IJ^jtanhYou may only play 1 Banana Peel per attack. 

Does not applyjto speed modifiers used by the person playing 
Banana Peel. May be used by the attacker or defender. 

You may play only 1 Beijing Blitz per attack. 

The combined technique gains a bonus if you are moving in the 
preferred direction of either of the original techniques. 

You may play only 1 Berserker per attack. 

Add this sentence: 4 

You may NOT copy a weapon. 


HAIR CRAB 
ELBOUI STRIKE 


This technique is NOT set up when brought into play. Muddy € round: Card Text should read: All strength mod i- 

Counter 1,2,X: You may only play 1 Counter per block. fiers are reduced by half, rounded down. All kicks and throws attack 

Last sentence should read: No airborne kicks or at half strength, rounded down, 
spin moves allowed when attacking. f • flavor Text: Slogging through the mud, crushing power is lost. 

Applies to all Knowledge cardsthat etlTeTplay while it is .Outer Log Throw Icdfi missing from Brown Belt 

in effect as well. card. 

The technique is NOT set up when brought Power Oral? When used on a technique that was played via 
into play. May be used on a weapon - but the weapon still breaks. If Favorite Technique, the target player must pay the cost of the actual 
used on a weapon, it may only be used when no weapon counters technique, not the Favorite Technique card. 

or favorite Technique counters are on the weapon. If you bring out Prim if You may only play one Kiai OR Primal Kiai per attack, 
a technique with X in the cost, X is zero. mirnm The target player may only remove their own 

Freezing Col Applies to all Experience cards that enter play while foundation cards to avoid the effect. 

it is in effect as well. Only works on set up techniques/weapons 

Has a cost to play of 1 l ighting.Spirit.. with no counters on them if used to force a player to attack him- 
Has a cost to play of 1 Experience. self: - Target player may block with any other technique on his 

Headband of the Ninja: Requires a blocking technique for the board. - Target player may play any advantage cards he wants, but 
counter attack. - .. the player using Psychic Subversion, may not. - Counter attacks do 

Last sentence should read: No airborne kicks no i deal damage to anyone. - T his is not considered an attack by* 
or spin moves allowed when attacking. Body Odor. - Movement modifiers do NOT apply, but movement 

Reduces 1 point of darn^gj ^m _jcard is removed if damage is, dealt, 

are technique based. Also reduces damage from counter strikes. Shatter Foundation: The target player must have at least 4 foun- 
Hurricane 1 Applies to all Fighting Spirit cards that enter play dation cards total, and at least 2 undrained foundation cards for 


while it is in effect as well. .this card to be played. 

Icy Ground: Card text should read. No speed Advantage Sm&g Inversion: Applies to all Conditioning cards that enter play 

cards allowed. Spin moves, airborne kicks, and throws are not while it is in effect as well. 

allowed when attacking. ^ Jjftp sma rt If you snatch an opponent's talisman, and you 

Instant Replay: If you bring back a technique wTth 5vTn the cost, X have that same talisman in play already, you must immediately 
is zero. remove one of them from play to the appropriate discard pile. 

Jumping: You may only play 1 jumping per attack. Speed 1,2,X: You may only play 1 Speed card per attack. 

Kiai: You may only play 1 Kiai OR Primaf'TCiai per attack. Strength T,2,X: You may only play 1 Strength card per attack. 

Adds to damage only if attack result is positive. St|mbi e: You may only play 1 Stumble per attack. 

Lightning Strike: Does not allow cards with counters on them to Ukemi: If you have more than 1 in play, you may only remove 1 

be used to attack. It does not remove counters, counter when you receive damage from a throw, NOT’ 1 from each 

Mental Domination: You may only make decisions that the target Ukemi. 
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by Janet Pack 
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ONDB, THIS PLAX WILL 
SELF-DESTRUCT. 

PLEASE WAIT. 

HOU Hfll^E 8 EED PR 5 SE 0 TO PIEll THIS OOCUHEriT. 

ConTinUE REROIHG. 

Subject: Warlords 
Individual Subject: Fanzib 
Age: Unknown. Appears to be 
approximately twenty-five to thirty 
Earth years old. (Residents of the 
planet Fulian claim he is 4, 992 
and has regenerated a dozen times 
in their Noxhuian Swamp. 

Weight: Estimated at 160-240 
pounds. Gains or loses at will. 
Coloration: Often observed with 
pale skin, brown-black hair which 
varies in length, hazel-brown eyes 
that can appear gold, green, or 
blue. Several observers insist proper 
color is plaid (undocumented). 
Aliases: Observers on fifty-three 
planets compiled 427. Most often 
Subject is known as Zifnab, Fizban, 
Banzif, Ifzabn, Lord Nomenone, 
Morte Breckenfast, and Tracy 
Hickman. 

Powerbase: Claims dozens of bat¬ 
tleships orbiting home planet. No 
one has ever seen evidence that 
they exist. Also claims to be a god. 
Except for occurrences of peculiar 
unexplained natural phenomenon 
whenever Subject is present, this is 
also not confirmed. Observers all 
note strong charisma and a person¬ 
al power which Subject is apparent¬ 
ly unable to control. 

Lethality Rating: Unknown. Treat 
with utmost caution. 

Warlord Fanzib is extremely 
unpredictable. No observer has yet 
been able to verify his appearance 
or disappearance from any planet 
by normal travel routes. He is sel¬ 
dom seen near spaceports unless 
stirring up trouble. 

Peculiar things happen in his 
presence. Sudden appearances of 
his favorite food (savory Saurellian 
munchels with chocolate sauce) 
and tankards of cranberry juice are 
not uncommon. Strings of mum¬ 
bled words (which sound like mag¬ 
ical incantations or prayers) are 
usually followed by feather storms 
or midair fizzles. 

Warning: vacate the immediate 
area if Subject mutters "Fireball"— 
this can lead to an Extremely 
Hazardous Condition where explo¬ 
sions of some violence occur. 

Subject usually disappears during 
explosion and is untraceable until 
the next sighting. One observer on 
Pelostis II insists Subject vanished 
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in fire and brimstone" only to 
appear (confirmed sighting) on 
Kantarrie (eight light-years away) 
moments later. 


Subject is known to foment dis¬ 
sent and rebellion as well as spread 
confusion. Confirmed sightings 
include Subject haranguing guerilla 
fighters at Battle of Melchior, the 
Tweeban Scuffle, the Mryvidian 
Rout, the Fit at Conniption 
Junction, and at the Sand Planet 
Shuffle. President Robes claimed to 
be haunted by dreams of Subject 
changing from young man into an 
"old man in mouse-gray robes with 
steely eyes, long gray beard and 
hair, and a conical hat, who damns 
me forever". Civilian observers 
claim Subject to have been 
involved in the Peloletine War, the 
Duckyvat Rebellion, the Nydant 
Raids, the Karsist Raids, the 
TaySoaRsk Revolt, and the 
Flagenstaff Skirmish. (For more 
details see following pages titled, 
"Sightings") 

Summation: Subject is dangerous 
character of unknown origin, 
power capabilities unknown. 
Continue to watch. Do not try to 
apprehend without backup. 

Eno REPORT. 
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Subject: Warlords 
Individual Subject: 

Warlord Alcanthe Bayne 
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Age: 36, Earth reckoning 
Height: 57" 

Weight: Estimated around 140 
Physique: Muscular 
Coloration: Medium Caucasian 
skin, long wavy auburn hair, 
intense sapphire eyes. Tribal tattoos 
cover much of Subjects body, 
including neck and face, especially 
in the Zalkess region where Subject 
is becoming a legend. 

Warlord Bayne is a rebel whose 
"by the people, for the people" atti¬ 
tude wins converts wherever she 
appears. Subject liberated her peo¬ 
ple by replacing the old federal 
government with a benevolent dic¬ 
tatorship run by herself and certain 
hand-picked administrators from 
Zalkess. Believes passionately that 
the best government for a world 
should come from the labor of 
sympathetic residents instead of 
from disinterested foreign diplo¬ 
mats. 

Alcanthe Bayne (Subject seldom 
uses given name) is a minor war¬ 
lord who won control of her world 
two years ago during the Glass War. 
To rout the old government she 
used a combination of small, fast 
atmospheric aircraft with up-to- 
date weaponry matched with crack 
guerrilla-type ground forces. No on 
knows exactly where Subject 
obtained the credits to buy her 
top-of-the-line arsenal, but some 
suspect she is being aided by 
Warlord, Derek Sagan. 

Several observers claim she 
maintains liaisons with Sahfed 


Solaris, weapons dealer from 
Arkady Prime, and Welthur Demos 
of Lagi, who inherited an immense 
fortune from Demos Mining, None 
of these relationships can be thor¬ 
oughly documented. Anthura 
Waddell Logann of Zalkess, a 
wealthy crusader who espouses 
"the peoples concerns", is said to 
be contributing large sums to 
Subject's coffers. Her donations are 
confirmed. 

Subject has always been rebel¬ 
lious and headstrong. She possess¬ 
es an uncanny sense of tactics, 
ordering her forces to areas where 
they can do the most damage in 
the least amount of time. She has 
an excellent spy network. 

Zalkessian troops follow her with 
unswerving devotion, seeing 
Subject as a god-sent relief from 
central governmental oppression. 

Subject is a charismatic leader. 
Her infrequent speeches are short 
and didactic, giving her people 
realistic goals instead of inane plat¬ 
itudes. Bayne maintains a simple 
lifestyle, lives and works with her 
armies. Observers have heard her 
say more than once that she is "just 
one of the troops". Her high energy 
level allows her to spend 22 hours 
out of every 26 working. She 
snatches cat naps instead of sleep¬ 
ing (confirmed by observer), and is 
on the move constantly. Many of 
her followers memorize her 
speeches and repeat them as 
mantras when going into battle. 

The tribal tattoos on her neck 
and face attest to her leadership 
capabilities and reflect her high 
rank in Zalkessian society. These 
tattoos are known as "flames", 
hence the nickname Burning 
Bayne. 

Subject's first recorded battle 
was a tertiary commander to 
Phileas Sundale, revolutionary 
leader of Galthas III and instigator 
of the Sundale Wars. Subject's repu¬ 
tation was made when she rescued 
him from what seemed an impossi¬ 
ble situation. Sundale appointed 
her Apprentice Commander, some¬ 
thing unheard of in the Galthas III 
system, and Subject learned all she 
could from the wily old man. On 
his retirement, he transferred com¬ 
mand to her. Bayne strengthened 
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her fleet and her warriors, watched 
her timing, returned to Zalkess, 
and overran the crumbling govern¬ 
ment. 

Subject successfully participated 
in the Sufulis Wars, the Kyralatti 
Insurrection, the Vastiam trouble, 
and the Yarel Passage Closure. She 
and her Zalkessians have also 
fought in the Battles of Gulf and 
Redmos, the Uhlian Tragedy, the 
Flight of Sydurnn, and the Conflict 
of Chern. 

Summation: Warlord Bayne is as 
yet a minor player. However, with 
her energy, resources, and the influ¬ 
ence of Zalkess behind her, she 
requires constant surveillance, con¬ 
tinue to watch. 

Do no attempt to apprehend 
without backup. 
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Continue reading. 

Subject: Warlords 
Individual Subject: 

Warlord Kevin Kyrex Murphy 
Age: 34, Earth-Standard 
Weight: 175 
Height: 5' 10" 

Physique: Compact 
Coloration: Very pale skin, sandy 
hair kept short, eyes dark blue 
(almost violet). 

Powerbase. Small fleet of space- 
plane squadrons and support 
based on Laskar. 

Lethality Rating: Moderate at pre¬ 
sent, but growing. 

Subject is wealthy and a play¬ 
boy, also insists on being "lead 
dog". He is vain about his strong- 
jawed good looks, his prowess with 
women and his skill as a space 
fighter pilot. Observers claim he 
deserves his reputation in all 



respects. 

Warlord Murphy is the only son 
of the House of Murphy on Cannis 
Prime. Their holding are so vast 
that the family fortunes were not 
hurt during the Rebellion. Subject 
began flying atmospheric craft 
early and showed an unusual talent 
for tricky maneuvers. His teacher, 
the renowned Phyrum Doskiz of 
Belius, was hired by Eurelius 
Murphy to coach the youngster. 
Doskiz graduated Subject to space- 
planes and combat techniques after 
only a few weeks of training. 

Documented reports reveal 
Subject and his mother and father 
argued vehemently over sons 
choice of careers. Knowing his par¬ 
ents would not cut off one of only 
two children born to the family, 
Murphy transferred his war planes 
and his squadrons of mercenary 
pilots to this posh retreat on 
Laskar, where he was reputedly a 
friend of the notorious weapons 
dealer, Snaga Ohme. Subjects first 
actual battle came when raider, 
Cantariz Thurp, decided the planet 
would be his next target. After 
scrambling his pilots, Subject and 
his friends played "space chess", 
chasing Thurp's planes and down¬ 
ing them one at a time. Murphy 
himself toyed with Thurp, angling 
him into a corner before eradicat¬ 
ing the raider. 

Subject's reputation as a top¬ 
flight mercenary increased due to 
the Conflicts of Duralun and 
Warlock, the Scuffle at Midnight, 





the Reaming of Zorpidonn, and the 
Battles of Shuralon and 
Thackburra. He is also famous for 
the disputes he has with other 
commanders. Subject is untrust¬ 
worthy in combat. When he sees 
an opportunity he takes it, often 
trashing the original battle plan 
and causing confusion to other 
pilots. The fact that he always 
emerges the winner is due entirely 
to his skill, his spaceplanes, and 
his hand-picked team of pilots. 

He is an unusual mercenary in 
that he fights only for causes in 
which he believes, often volunteer¬ 
ing his services and those of his 
pilots if he believes the cause to be 
just. 

Subject has "Flying Ace 
Syndrome" (documented). Two 
observers close to Subject think he 
has a plan for the future take over 
of the Galactic Government, but so 
far no one has discovered if he is 
serious. 

Summation: Subject has power, 
and will likely gather more. 
Approaching Dangerous. Do not 
apprehend without backup. 
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Lmi 9 clearance approved. 
Subject: Warlords 
Individual Subject: 

Warlord Shagroth 
Age: 51, Earth reckoning 
Height: 6' 2" 

Weight: 210 
Physique: Muscular 
Coloration: Hair graying and shad¬ 
ing toward white, eyes piercing 



blue-gray set under a heavy brow. 
The Subject's most unique feature 
is bright red skin, normal to a 
Rhiallyn. 

Aliases: Also known as Shagroth 
the Devil and Warlord Diabolo 
because of skin pigmentation. 
Powerbase: Homeworld Rhiallyn, 
its sister planet Rhennie, and the 
shared moon Finale. Subject bases 
ground and space units on all three 
planets. Also maintains scout posts 
and listening stations on a half- 
dozen asteroids in stable orbits 
scattered throughout the system. 
Has influence on at least five other 
planets in the area of Rhiallyn- 
Rhennie. 

Lethality Rating: High. 

Subject: Dangerous. 

Subject poses the greatest threat 
of any of the Warlords who have 
established themselves in power 
since the Rebellion. Shagroth has 
more experience and a broader 
powerbase than any other Warlord, 
with the exception of Warlord 
Derek Sagan. Subject is master of 
both land and space tactics. Subject 
employs ground and space units. 

He keeps his forces well paid with 
revenues from several precious 
metal and mineral mines located 
on the moon and asteroids. He 
supervises a think-tank of scientists 
who specialize in the invention 
and design of weapons. 

Subject's career began as a task 
force assistant commander under 
General Aralit Kushalian of the late 
king's own Central Guard. 

Kushalian and his force had been 
sent to Aurelia to quell piracy. 

When the General bungled, Subject 
took command, redeployed the 
forces, and turned the debacle into 
triumph. He was promoted quickly 
after that, becoming a General at 
age forty. 

He took no part in the 
Rebellion, kept his forces "neutral" 
and out of the conflict. This, 

Subject was able to immediately 
begin consolidating power as an 
independent He worked first on 
Rhiallyn, then went on to Rhennie, 
where his troops seized control of 
the major cites and the uranium 
mines. 

Subject and his forces have been 
involved in the Battles of Tahar, 
Misry, and Kirkendulle, the 
Conflicts on Round, Furr, Kabal, 
and Quirkimerr, and in the 
Campbell Planet Fight. In addition, 
Warlord Shagroth has also played a 
part in the overthrow of Vladt 
Drarken of Peth, and he was seen 
(confirmed) at the War for Paris. 
Other engagements include the 
Cuckoo Egg Revolt, the Dreamer's 
Short Fight, the Rift at Gellarie, and 
the Danglandorff Revolution. 
Summation: Warlord Shagroth's 
power is likely to grow. Dangerous. 
Watch carefully. Do not attempt to j 
apprehend. Period. 
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How IT ALL BEGAN 

I The Super Nova project began in January, 
1994, while I was at lunch with Kathleen 
Nelson, an artist friend of mine. Our conver- 
1 sation turned to Magic's popularity and the 
probability that a science fiction card game 
might do well. I had already designed a few 
i games and between us we knew several sci¬ 
ence fiction artists. The madness had begun. 


| I envisioned a "Space Opera" game with 
! whole planets at stake and weird aliens flying 
around in cool space ships creating vast space 
empires. You know, classic Sci Fi. I wanted 
to make the game unique, not just "Magic in 
space." I also wanted to avoid what I view as 
an inherent flaw of collectible card games: 
Rich Kid Syndrome. You should not be able 
I to create a superior deck just by spending 
! gobs of money. 


I began by thinking of science fiction in 
terms of cards. Planets, ships and aliens 
formed the basic cards; other cards modified 
the basics, and cards such as Wormholes, 
Super Novas, Hostile Natives, et cetera, added 
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which cards. I decided that Super Nova 
would use a communal deck rather than a 
competitive deck system. All players would 
draw from a central deck. This gave the cards 
freedom to change hands, retained the 
game's collectable nature, and eliminated the 
Rich Kid Syndrome. 


With the basic building blocks in place — 
planets, ships, and aliens — I focused on 
how they would interact. First you need to 
find planets. To conquer or colonize planets, 
you need ships and aliens and a way to use 
them. I started with three phases of play: 
discovering planets, building aliens and 
ships, and taking action. 


Initially, the action phase allowed a player to 
attack or trade. The final version of the game 
also allows the player to jettison cards. The 
different types of attack yield different results. 
Military force does the most damage and 
yields the least profit, whereas diplomatic 
success yields the most gain for the least 
damage. An economic attack falls between 
the other two in results, and is particularly 
good for targeting a specific objective. As an 
alternative to attacking, a player can trade 
cards with another player, or at least sug¬ 
gest the possibility of trading to head off a 
vicious attack. Of course, a verbal promise 
is non-binding... This has added a whole 
different level of interaction and occasional 
silliness to the game. 


Continuing the science fiction motif, I 
added a transport phase for physically 
moving aliens and ships between planets. 
To make players think ahead, I required 
that each player must discard one card at 
the end of the turn, or pay a penalty. 


With the basic framework in place, the 
hard work began. 


spice. Since games thrive on conflict, I made 
the goal of the game to seize the most territo¬ 
ry (planets). But how to make the cards 
interact? I thought about all the traditional 
ways of acquiring territory. Historically, there 
have been three basic methods: militarily, 
diplomatically, and economically. Super 
Nova incorporates all three. 


All the details 

By May, 1994, I had created the first crude 
playtest deck. I rounded up some 
playtesters and we began playing the game. 
With playtester feedback, the card them¬ 
selves started to develop. The Population 
cards were split into the main alien races — 
Antarians, Koolians, Floaters, Terrans and 
Tlisk — and mercenaries such as Chort's 
Marauders or Nora Lucre. Planet modifier 
cards were split into Environment cards 
(which stick with the planet for the whole 
game) and Civilization cards (which are built 
on the planet and thus susceptible to attack). 
Population modifier cards such as 
Equipment were dropped for lack of space 
but will likely appear in the first supplement. 


Next, I considered card game mechanics. As 
players captured planets from each other, the 
planet cards would become intermixed, mak¬ 
ing it difficult to determine who owned 


Playtesting showed that the game was fun 
even with dramatic variation in the number 
of cards in the deck. This flexibility in the 
number of cards was important, given that I 
had not yet found a printer and the total 
number of cards in a deck depended on how 
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Each planet has population potential, or the 
number of population cards it can hold. A 
player wins by gaining a population potential 
total of 13. However, all planets are not 
equal: they vary in potential, generally from 
1 to 4. This adds quite a bit of strategy in 
deciding which planets to protect. 


Players must draw from either the main deck 
or the discard pile, but not from both. This 
forces players to decide whether to take the 
unknown of the main deck or the certainty of 
the (face-up) discard pile. Picking from the 
discard pile ensures getting a specific card, 
but generally means not getting any extraor¬ 
dinary cards; they are, after all, discarded 
cards. 


Playtesting also revealed that a player's hand 
could become locked if she didn't have the 
right cards to play. To fix this, I added the 
option of jettisoning cards rather than attack¬ 
ing or trading during the action phase. I'm 
just hitting th£ high points here. The rules 
are more detailed than what I have just 
described. 


many cards the printer could print on a 
sheet. While I always knew that there would 
be a minimum number of cards needed to 
play, the maximum number has changed sev¬ 
eral times. The first printer I contacted print- I 
ed regular playing cards in sheets of fifty-four I 
(fifty-two cards and two jokers) so I started 
with a possible 208 cards printed on four 
sheets. This total has moved several times 
before settling at 165. 


Finishing Touches 

After eight months of intensive playtesting 
with several dozen friends (and a few 
strangers) the system settled into a fun and 
playable form. A player starts each turn by 
drawing until she has ten cards, uses the 
cards to discover planets and build them up, 
and interacts with the other players by either 
attacking or trading. Players move resources 
around to prepare for the next turn and then 
discard one card face-up. 





We found lots of interesting but unanticipat¬ 
ed card uses and combinations, which 
required that adjustments to the card mix 
and abilities be made. For example, the 
Super Nova card blows up an entire planetary 
system, ships and all, and originally could 1 




























By John Montrie 


ER NOVA 


ne to publish a game and lose my mind 




played at any time. To reduce this card's 
overwhelming power, it now consumes a 
player's entire action phase. 



I made a few changes to this system to make 
things more interesting. For instance, each 
alien race was originally represented by one 
unique card. Now, there are half a dozen dif¬ 
ferent cards for each race, each with its own 
art and special abilities. Also, ships now 
come in classes, such as Long Range ships 
that can survive without planetary support, or 
Mercantile ships that are Economically pow¬ 
erful. 



Also, I thought that Super Nova would be a 
fairly simple game strategically, but as 
playtesting continued, players began using 
more involved strategies. For example, the 
card Binary Star combines two planets 
together into one super-tough planetary unit. 

I had originally thought that playing a Binary 
Star would be a good defensive strategy. 
However, one enterprising playtester got the 
idea to play Binary Star on someone else's 
star (a legal move) making her opponent's 
start system a tempting target for a natural 
disaster card. What started out as a defensive 


card has become a possible weapon. 

In most collectible card games, individual 
deck owners compete to create "killer" decks. 
In Super Nova, the fun comes from creating 
a deck that is enjoyable for the entire group. 
Players can change the card mix to change 
the character of the game. For example, they 
can make the game more or less militaristic, 
more or less deterministic, etc., depending 
on which cards they put in the deck. They 
can also play with as many or as few cards, 
within reason, as they like. Finally, if they 
vary the population potential needed to win, 
they can easily change how long it takes to 
play Super Nova. 


One idea that was suggested to me early on 
was that the game should be a highly com¬ 
plex strategy game like Civilization. What I 
have done is produce a simpler game that 
can later be used as the framework for a 
more complex game. In the future, I hope to 
put out an advanced Super Nova with new 
rules and cards that can still use the basic 
Super Nova deck. 


In January, 1995, Heartbreaker Hobbies 
decided to publish the game. I officially 
formed my own company, Buccaneer 
Games, and we started getting everything 
ready to publish. At first we had considered 
just putting out a 100 card boxed set to keep 
the costs down. Later, we decided to go 
ahead and make Super Nova a collectible 
game. The initial edition has 165 different 
cards. 


Once we had finally decided that Super 
Nova would be collectable, we needed to 
determine how common each card should 
be. By playing the game over and over (play 


testing continues to this day) we were able to 
determine which cards would be rare, 
uncommon, and common. This allowed fine 
tuning. Some cards were a bit too powerful 
but lots of fun (e.g., the Super Nova card); 
keeping the card in the deck as a rare card 
gives the game balance. 


Trials and Tribulations 

Not all was perfect. Kathleen dropped out to 
pursue her own projects (though some of her 
art is in the game). My friend Dave Choat is 
a truly gifted computer artist who has ren¬ 
dered invaluable technical assistance and 
contributed many pieces of art. Immediately 
after Heartbreaker agreed to publish Super 
Nova, and started imposing lots of deadlines, 
Dave went to Haiti for a three-month hitch. 


I 


Shortly after Dave vanished, my 1 gig hard 
drive — holding all the art — crashed big 
time. It took the shop over a month to fix it 
and then it died again. It's like driving a car 
you can't trust. Fortunately, all the art was 
backed up on disk, but that makes for slow 
processing. Backing up the art was originally 
a chore; now, it's a religion. 




Finally, we had a really hard time deciding 
on a good name. We started with the work¬ 
ing title of Star Cards. The game was Star 
Builders for the longest time. As you've prob¬ 
ably guessed by now, we settled on Super 
Nova. I hope you all enjoy it. 


Pretty pictures 

While play testing progressed, I began lining 
up artists to illustrate the game. Currently, 
there are two dozen artists working in just 
about every medium, from oils, to pen and 
ink, to computer graphics. I must confess 
that when I started I didn't think much 
about computer generated art — but now 
I'm convinced. Over half of Super Nova's 
art is electronic. There are always in-jokes. 
One artist's wife appears on two different 
cards, my nephews are the Terran Brats, and 
my friends known as the Evil Clones are, of 
course, the Evil Clones. 


Author’s Bio 

John Montrie, known to his friends as "Chort ," has been 
designing his own games for the amusement of his friends 
and himself for the last twenty years. He has a BA in history 
and is an avid historical reenactor. In gaming he has done 
everything from board games to live action role-playing. His 
favorite pastime is miniature wargaming and he has painted 
over 7000 figures as part of his miniatures collection. He 
has done both miniature painting and play testing for 
Grenadier and Heartbreaker Hobbies over the last six years 
and is currently employed as a disgruntled postal worker. 
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C4 Teamster 
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Teamster: 2x# 

- If played on terrain (planets ! moons 
or systems only), doubles the supply 


output of that terrain 
- If played on a ship or base, 
decreases the supply requirements 
of that ship or base by 1 point. 


n m i 


TOURNAMENT 


^, Sysop 

^ A systems operator administrates 
a computer network. 

- Increases the strength of any one 
cyber mage in play at his location 
by 1 poirit. 

i 1 m I - Allows one equipment card at his 
' location to function as if it were also 
played on one other location of the 
HB same card type. 

■ ■■■ 


Deviant 
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Deviant’ Wustraiion 6 1995 Darryl Elliott 

Played on an opponent crew card 
of equal or lesser strength, that crew 
becomes unruly: 

- Cannot perform normal abilities. 

- Causes 1 point of sabotage 
(structural) damage to location each 
turn. 

* A bar tender played in reaction to 
location discards this card. 


by Alan Gopin with John Hammer 


This article will discuss over-the-table 
strategy for winning a game of Galactic 
Empires. It will not discuss deck con¬ 
struction strategy since that is a whole 
article (or several) in its own right. It 
assumes you are playing a multiple play¬ 
er Galactic Empires game under the 
tournament rules. 


The most important thing you can do to 
win a game of Galactic Empires is to 
know and focus on the victory condi¬ 
tions. This is even more important in a 
tournament game with a time limit. To 
win, you must be the only player left. If 
time runs out, the player with the fewest 
points against his Sector Headquarters 
wins. If there is a tie for fewest points on 
the Sector Headquarters, the player with 
the highest total ship points on the table 
wins. You should keep all of these things 
in mind when playing a tournament 
game. Since it is often the case that 
a tournament game will not go to com¬ 
pletion, you need to position yourself so 
that you can win based on the tie-break¬ 
ers. 


The first thing you should do is try to 
insure that some damage is scored 
against the Sector Headquarters of each 
of the other players early in the game. 
There are often opportunities to score a 
couple of points against someone's 
Sector Headquarters during the first few 
turns - before everyone gets out several 
ships. You should take advantage of 


these opportunities to damage the other 
players' Sector Headquarters early. An 
HI Divergent Anomaly card can be put 
to good use to do this on the third turn 
where some players will only have one 
ship in their fleet. Then, if you are the 
only player without Sector Headquarters 
damage at the end of the game, you will 


win. 


You should also keep an eye on how 
long complete turns are taking and the 
size of everyone's fleets. If you are tied 
for Sector Headquarters damage and it 
looks like time is running out, you 
should concentrate on insuring that 
your fleet is the largest. You should start 
targeting the player or players you are 
tied with on Sector Headquarters dam¬ 
age to reduce their fleets. Remember that 
the most important thing is to focus on 
the victory conditions. 




A key question at any point in the game 
is to decide who to attack and what 
cards to play. To decide who to attack, 
you have to decide whether you have the 
strongest fleet, the weakest fleet, or 
something in between. To do that, count 
up how many points of damage each 
fleet can take. If a fleet can take more 
damage than an opponent's fleet, it is 
stronger. If one of the situations directly 
related to the victory conditions doesn't 
apply, then who you should attack 
depends on whether you are the player 
with the strongest fleet on the table. If 
you have the strongest fleet, you should 
attack the player with the weakest fleet, 
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Media Personality: 


Played on an opponent location. 

- The high- strength crew card aUftat 
location does not function and is disengaged. 

- May change location once on owrier’s turn. 

- If killed’, a« players may immediately play 
one crew card to their fleets except the player 
who killed it. He mustdiscard one crew card 
from his fleet. 


STRATEGIES 


with the goal of driving that player out 
of the game. That will leave you with 
one less opponent to worry about and 
one step closer to winning the game. If 
you are the player being attacked by the 
strongest player, you should attack the 
strongest player and encourage all of the 
other players to do the same. It is 
important to impress on the other play¬ 
ers that if you go, they will be next. 
Remember that, while there are no for¬ 
mal diplomacy rules in the game, diplo¬ 
macy can play an important role. 

If you are one of the other players (nei¬ 
ther the strongest nor the weakest), you 
need to decide whether to support the 
strongest player or the weakest player. 

The key question to ask yourself here is 
what will happen to you if the weakest 
player is eliminated. If you think that 
you will be the next victim, support the 
weakest player. If you are playing a 
game where two players will 
advance and there are three players left, 
support the strongest player so you can 
advance with him. If you think you can 
handle the strongest player, then sup¬ 
port the strongest player, particularly if 
you can arrange to be the player who 
eliminates the weakest player and get 
the two card draw bonus. 


kBS Knowing when to play which cards is 
B * also important. Coming out too strong, 

£ IBf to ° ear ty' cause all the other players 
JB| to band against you, so don't appear too 
strong at the beginning of the game. 
Playing "possum" can be a successful 


strategy if you don't make yourself so 
weak that you are eliminated. If you are 
short of terrain, it is often better to play 
no terrain than to play so little that it 
can be killed in one turn. Playing a lot 
of big terrain cards early in the game 
tends to make a player look dangerous 
and draw fire. A player with a large fleet 
and no terrain will often be ignored by 
the other players because that fleet can't 
cause any damage. If that player waits 
until he has a handful of terrain cards 
and the other players have beaten each 
other down, that player can break out 
by playing three terrain cards and will 
often be able to win. If you see someone 
who appears to be doing this, point it 
out to the other players and use diplo¬ 
macy to form an alliance to whittle that 
player down to size. 

In conclusion, there are several things 
you can do to maximize your chances of 
winning a tournament game of Galactic 
Empires. First, focus on the victory con¬ 
ditions. at all times and try to be in posi¬ 
tion to win the game on tie-breakers 
when time runs out. Also, know your 
position relative to the other players in 
the game and make your attacks accord¬ 
ingly. Finally, time your card plays for 
maximum effect and to minimize your 
perceived strength at the beginning of 
the game. 

Readers may contact Alan Gopin at 
amg@cmprime.att.com; John Hammer 
may be contacted at 
HammerJohn@aol.com. 
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Genetic Mutation: 

- Must be played to a crew, dragon 
or monster card. 

- Negative ability cards cannot be 
played to the crew, dragon or 
monster card on which it is played. 

- May discard any one ability card 
played to an opponent fleet. This 
card is discarded to do this. 
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ASGAARD GAMES 

LAS VEGAS, NV 

Karl Anderl 

By now you've had 
the chance to get your 
hands on the 4th Edition. 
We are pleased to announce 
that it sells extremely well. 
This is due in no small part 
to the inclusion of several, 
previously rare/expensive 
cards from other expan¬ 
sions. It's great to see play¬ 
ers get these cards out of 
packs and remove some of 
the "rich kid syndrome" 
from the game. Our packs 
of the 4th Edition sell as 
quickly as we get them in. 
The re-release of cards, such 
as Carrion Ants, Killer Bees, 
Spirit Link, and Colossus, 
caused an absolute panic in 
the speculators market. 
However, our victory over 
outrageous prices was short¬ 
lived since WotC removed 
Dual Lands, Fork and 
Vesuvan Doppleganger. I 
guess that was a fair com¬ 
promise. 

ICE AGE! I am simply 
amazed at this most recent 
release. The art is the best to 
date, the players all love it 
and Icy has brought fun 
back to the game. We held a 
tournament on the first 
weekend that Ice Age was 
available. It was great to see 
players having to read each 
other's cards so that they 
knew what was going on. 
The tourney took FOREVER 
due to everyone's unfamil¬ 
iarity with the new cards, 
but who cares, it is truly a 
new, separate game. 

The Ice Age caravan 
recently rolled through, 
stopping at a few stores here 
in Las Vegas. I would like to 
thank WotC for the oppor¬ 
tunity to be part of it. 
Thanks to Doug Shuler, and 
Dan Frazier on behalf of 
Thunderation Comics, 

Outer Limits and Asgaard. 
Y'all come back now! 

Just a short note in clos¬ 
ing: Jyhad is having some 
sort of weird, grass-roots 
resurrection. I have several 
Magic players trading in a 
lot of their cards to get 
Jyhad. I have to voice their 
concerns about WotC's deci¬ 


sion to have a new card 
back for Vampire: The 
Eternal Struggle. How will 
this affect their Jyhad 
cards? Will they be con¬ 
sidered "marked" Alphas? 
Birth Announcements: 

White Wolf recently 
released Rage to fantastic 
initial reviews. This young 
pup is gonna howl for a 
long time. 

Mayfair just gave us their 
version of the computer 
game, SimCity. It started out 
as a hamlet but will most 
certainly become a boom- 
town of a game. 
Congratulations to Councilman, 
Michael McDonald! You did it, 
now make us proud. 

COLISEUM OF COMICS 
ORLANDO, FL 

Paul H. Lewis II 

Hello from Sunny 
Florida. It looks like White 
Wolf has put together an 
excellent game that has all 
of the features you could 
want in a card game. The 
art, card stock and printing 
are great and game play is 
outstanding. Rage should 
pass Jyhad in popularity 
within a month or two and 
will be a contender for the 
top three CCGs as long as 
White Wolf keeps the game 
fresh with expansions and 
the cards available for peo¬ 
ple to play, unlike Jyhad. 

So, what did everyone 
think about 4th Edition? I 
know some people did the 
Magic mamba dance while 
trying to contain their 
excitement about all of the 
cool cards that were added 
from Legends and 
Antiquities. Others sat in a 
corner and cried after 
spending all kinds of big 
bucks on the originals of all 
those cool cards that came 
out in 4th Edition. Me, I 
cried while doing the Magic 
mamba dance. What a 
sight! Now, I know that a 
lot of big gun cards got 
reprinted and that may 
lower the value of those 
cards a bit (some of which I 
have in stock) but, I kind of 
like the idea of Carrion 
Ants, Killer Bees and so 
forth, being available for 
the new guys just getting 


started. No, I'm not a few 
life points short of 20; I just 
think that this will help 
level the field a little bit, 
making the game fun for 
everyone and it just might 
get some people back into it 
who wouldn't play or who 
had quit playing. Time will 
tell and I'm sure I will get a 
lot of feedback about this 
issue. 

Ice Age looks REAL good 
and unless something 
major happens like the sun 
exploding and consuming 
the earth in a fiery inferno, 
and even then I wonder, it 
should be a huge success. 
The artwork is very COOL 
and the cards themselves, 
are neat. Star Trek is still 
doing well and everyone is 
anxiously awaiting the new 
expansion set to come out. 
Of course, I'm still waiting 
for the collector tin set to 
come out. The big buzz 
right now is about the new 
Star Wars game from 
Decipher. I get 4 or 5 peo¬ 
ple a day asking about it or 
wanting to preorder a box 
or two. From what I've 
heard and seen, I think this 
could very will be hotter 
than Star Trek, this is one to 
keep your eye on. 

Ultimate Combat!, 

Blood Wars, INWO and 
Dixie, (when I can get it), 
continue to sell well, while 
Jyhad, Doomtrooper and 
Wyvern have all slowed 
down quite a bit. My sales 
on Spellfire, Star of the 
Guardians, Super Deck and 
Galactic Empires have 
become non-existent. 

We are still waiting for 
Highlander, Shadowfist, 
BattleTech and Middle Earth 
to come out and entertain 
us. It looks like we will have 
a busy year ahead of us. 

Until next month. C-YA! 

THE DAYS OF KNIGHTS 
Newark, DE 

John Corradin 

Well, here we are well 
into the summer of 1995 
and the undisputed reining 
world champion of the col¬ 
lectible card game circuit is 
Magic: The Gathering. 
Surprise, Surprise! The mar¬ 
gin by which it retains its 


crown is not diminishing. 
No other card game is even 
close in sales, popularity or 
playability. 

White Wolf s Rage fea¬ 
tures beautifully designed 
and artistically rendered 
cards that are spectacularly 
produced by Upper Deck. 
The game is quick and sim¬ 
ple, but allows for the 
added complexity which 
comes from strategic game 
play and deck design. 
However, by putting the 
most desirable cards - foils, 
one per Booster box, 
requires a devotee wanting 
to collect a complete set to 
spend upwards of $500.00. 

Day after day I encounter 
consumers in my retail store 
who are unwilling to pur¬ 
chase another card game 
because they just can't 
afford it. Worse yet is the 
customer who feels used 
and defeated, because 
he/she enjoys the game and 
the genre, but priced far 
beyond his/her ability to 
contend. Magic, on the 
other hand, because the 
dollars are already spent, 
has become an avocation 
more than a game. New 
games don't have that luxu¬ 
ry- 

From the point of view 
of a retail store, I would like 
to suggest some guidelines 
for future collectible card 
games: 

1) Fabulous art is great, 
but functional art is accept¬ 
able. Reused art is boring, 
new art is fun and exciting. 

2) It is supposed to be a 
game, which means it is 
going to be played. The 
quality of the card stock 
must hold up to continuous 
usage. 

3) The number of cards 
in the basic set should not 
exceed 100 to 200 cards. A 
complete set could be col¬ 
lected by buying one or two 
boxes, which still represents 
a commitment of between 
$85 and $200. Don't be 
greedy. 

4) Expansion sets of 
approximately 100 cards 
should come out three or 
four times a year. These sets 
should come out as adver¬ 
tised. 


5) Stop copying Magic: 
The Gathering! You'll prob¬ 
ably suffer from the com¬ 
parison. We've been there 
and done that! Be innova¬ 
tive and creative, not just in 
design, but in packaging, 
distribution and presenta¬ 
tion. 

6) Last and most impor¬ 
tant, make sure you have a 
good game before you 
waste your time on the 
other five aspects. Many 
games have made initial 
splashes because of their 
artistic appeal or the popu¬ 
larity of their genre. 
However, these games died 
on the vine in the long run 
because the game was not 
strong enough to support 
sales. Magic above all else is 
a great game! 

FANFARE SPORTS & 
ENTERTAINMENT, INC. 

KALAMAZOO, MI 

Joshua Hall 

Rage arrived and we sold 
out of a generous quantity 
of Boosters in no time. The 
appeal of the silver-etched 
Past Lives cards was just too 
much for my regulars to 
pass up. I must say that I 
find the cards stunning and 
the game is also one of the 
better CCGs I have tried. 

SimCity finally arrived 
and it is also doing well, 
despite the fact that it is a 
full six months later than 
originally solicited. My ini¬ 
tial interest in the game 
comes from a love of the 
computer game and the 
card game is pretty true to 
the flavor. It plays well too, 
though I highly recommend 
using counters of some sort 
to keep track of police, fire 
and power coverage. Also, 
you have got to love open¬ 
ing up a Booster pack and 
pulling out the Taj Mahal. 

Since I last wrote, busi¬ 
ness has picked up in both 
the selling and the buying 
of single Magic cards. We 
have had several collections 
come through which have 
included many Moxes and 
other cool rare stuff. Much 
of the motivation for the 
new surge of selling seems 
to be the arrival of 4th 
Edition Magic. The anticipa- 
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tion of which cards from 
the expansion sets would 
get reprinted caused many 
collectors to sell prior to the 
release. In my opinion, this 
was a good move. With 4th 
Edition reprinting some of 
the top dollar cards from 
Legends and the other 
expansions, prices for the 
originals have dropped. Six 
months ago I would have 
recommended selling a 
Legends set at the auction at 
GenCon. Now, especially 
with Chronicles likely to be 
released just prior to 
GenCon, I would either sell 
now or wait a couple of 
years for the value of the 
set, as a collectible, to rise. 
With the release of two new 
Magic products and several 
other CCGs, I had expected 
to see our singles sales 
slacken off, but as of yet, 
they have not. It seems that 
the supply of 4th Edition 
has not been enough to 
interfere with the demand 
for singles. The primary 
interest of our clientele is 
still in the original retired 
cards, primarily Moxes. 

There is, however, a new 
contender: the Multi-Lands. 
Right before the release of 
4th Edition several local 
collectors started speculat¬ 
ing that these would be dis¬ 
continued. They were right. 
We had literally dozens of 
sets of Multi-Lands come 


good, solid games. 

The artwork, while impor¬ 
tant, is secondary to having 
a game that plays well. My 
suggestion to companies 
planning to release a CCG 
in this expanding market is 
this: send a copy of the 
rules to potential retailers, 
along with a small sampling 
of the cards, then we would 
be far more likely to order a 
new game intelligently. I 
have noticed a definite 
trend for gamers to set a 
limit on the amount of a 
new card game they will 
buy. This is happening 
more and more with new 
games. While it slows down 
the initial sales of a new 
CCG, it allows for the prod¬ 
uct to be tested. In the case 
of Rage, the game proved 
itself to those customers 
who tried it and it has since 
taken off. Until later, may 
the Force be with you. 


into our store s possession 
and these have been selling 
extremely well. Other newly 
retired cards that are getting 
some notice are the Vesuvan 
Doppelganger and the 
Clone. Nearly all of the 
newly retired cards jumped 
in price by at least 50%. 
With the release of so many 
new games, I have found 
that I am ordering arbitrary 
quantities of them because 
the manufacturers fre¬ 
quently release little or no 
information about the game 
system. The companies 
seem to think that gamers 
are only interested in the 
artwork and concept, not 
the game play. I believe this 
to be an incorrect assess¬ 
ment of the gaming popula¬ 
tion. Most of the games that 
have done very well are 


"the next level" While there 
are lots more card games to 
talk about, the gist of it is 
that the future is card games 
and they are here to stay! 

The world of Magic has 
been turned upside down. 
Everybody was blown away 
by the new 4th Edition with 
its surprise mix of ins and 
outs. This set has inspired 
many new ways to play, but 
it's the old sealed deck con¬ 
cept that has caught on big. 
Too bad there's not enough 
decks to go around!! The 
Ice Age cards look great and 
how about that Icy! Keep 
up the good work WotC. 
With Chronicles just around 
the corner, it looks like 
movies won't be the only 
blockbusters out this 


THE GAME MASTER 
FAIRLAWN, NJ 

Steven McCauley 

...and let the games 
begin! Which game? What 
genre? SimCity, Ultimate 
Combat!, Rage, Wyvern - 
you name it and it has been 
put on a card in one way or 
another. The only catch is, 
they are all really good. It 
used to be that nothing was 
ever close to Magic, but 
even these games have 
made strides. Hope you've 
had a chance to check out 
"Galactic Empires" with its 
new artwork and cards; all I 
can say is "WOW"!! 

Ultimate Combat is another 
game that plays fast and 
easily. A great two-player 
game, which is not some¬ 
thing that many games 
achieve. SimCity, on the 
other hand, is a great multi¬ 
player game, yet still a good 
two-player game. This one 
shows a lot of promise! 

Then there's Rage. While I 
haven't played it yet, it has 
gotten off to a real hot start 
and is drawing lots of atten¬ 
tion. 

There are games just off 
the drawing board and out 
the door, like "Star Quest: 
The Regency Wars" which 
brings artwork in cards to 


Summer. 

I think it is safe to say 
that there's a lot to look for¬ 
ward to in the coming 
months, and in the mean¬ 
time there's enough new 
games out there to keep you 
busy and out of the 
Summer sun. 


GATOR GAMES & HOBBY 
SAN MATEO, CA 

Jean Seaborg 

The long-awaited and 
infamous expansion is here. 

Unfortunately, all of my 
cards went to my preorders. 
One of the most powerful 
cards I saw is a blue Rare 
card, named Polar Kraken. 

It is an 11/11 trample crea¬ 
ture, but it has a high cast¬ 
ing cost (11) and uses the 
new cumulative upkeep rule 
to destroy your Land. I bet 
it turns into one of the 
most expensive and most 
wanted cards of the set. 

What is Cumulative 
Upkeep? Say the card reads 
like "Cumulative Upkeep: 1 
or Cumulative Upkeep: 1 
blue. This means that the 
first turn the card is in play, 
upkeep cost is one. During 
your next upkeep, the 
upkeep cost is 2, then 3 and 
so on. 

I am already seeing 
prices on the secondary 
market start to skyrocket. I 
will be picking up some just 
to be able to offer my cus¬ 
tomers Ice Age that they 
didn't pre-order. Even if you 



have to pay the 
secondary prices 
or scalper prices, 

I would pick up 
a couple of 
packs just for the 
excitement of new cards. 
They are very cool with the 
snow covered Land cards. It 
will definitely bring a new 
look to your duel. 

M:TG 4th Edition Gift 
Boxes have returned and 
disappeared as quickly as 
they arrived because of the 
Starter shortage. 

Best Trade? Just when I 
think I have seen it all. I 
saw an Arabian Nights set 
go for a 1976 Mercedes 
Benz. Yes, it runs and it was 
in decent shape. 

SimCity is out, but it has 
been overlooked by the 
excitement of Magic. The 
Boosters are the only place 
where you will find the long 
cards. It should start selling 
better when we have all 
recovered from the empty 
wallets Ice Age has caused. 

Blood Wars is selling 
well and picking up new 
followers every day. The sec¬ 
ond expansion is out, called 
Factols and Fractions, also 
the 2nd Edition Starters. If 
you didn't get a chance to 
play the game the first time 
around, it is fun - try it. 

Most wanted card: The Lady 
of Pain - get it for a killer 
deck. 

Reference Guides are 
now out for INWO and 
Spellfire, as well as 
Chessex's Illuminati: NWO 
"World Domination Kit". 

Dixie: Shiloh is out. I 
know it's a red hot item on 
the east coast, but in 
California it sits. There 
seems to be only a handful 
of Civil War buffs playing 
the game in the Bay Area. 

On The Edge: The Shadows 
expansion has just come 
out, so there are no cus¬ 
tomer reports yet. 

Star Wars and Decipher 
are now adjusting their pro¬ 
duction plans. New alloca¬ 
tions have been determined 
and everyone should get 
slightly more than before. 
One additional point: Star 
Wars is not to be sold out¬ 
side of the United States. It 



is being handled in Europe 
by Hasbro. The packing of 
the product will not have a 
CE symbol which means 
that European Customs can 
seize and destroy the prod¬ 
uct. 

This summer is going to 
be a sizzler with all of the 
new card games appearing 
on the market - it should be 
more fun than Christmas. 


■ 


GRAND1N VIDEO 
& GAMES 
WHYTE KNIGHT 


ST. ALBERT, AB 

John Engel 

Ice Age has just hit our 
shelves and we are consider- | 
ing installing revolving 
doors for the next 
while...talk about hot! The 
new cards are extremely 
well received. Every retailer I 
have talked to agrees that 
WotC has rebounded once 
again. Starter decks are in 
high demand since there are 
so many new Lands but 
none in the Boosters 
(Hurrah!). I hope the avail¬ 
ability picks up over the 
next few months to reason¬ 
able levels. 

Revised M:TG is still sell¬ 
ing well, usually a little 
above retail as supply dries | 
up. The new 4th Edition 
cards are also very scarce, 
especially the Starters. It will 
take a few shipments before 
supply catches up with 
demand, but that day will 
come and prices will be at 
or below retail soon (every¬ 
one hopes!). Instead of 
matching the higher prices 
many retailers had, we 
offered the suggested retail 
price with the purchase of 
any Fallen Empires packs. 

Rage has been the next 
hottest game, beyond a 
doubt. A lot of retailers 
wished they had ordered 
more, including myself. The 
cards are the best quality 
printing to date; very high 
quality stock. The game 
plays really well, but there 
are still a lot of questions 
about rule interpretations. 
Spellfire's latest expansion, 
Artifacts, is selling well also. 
I've seen a considerable 
increase in sales of Starter 
decks, especially the 2nd 
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Edition. TSR recently 
announced that the 3rd 
Edition will be out 
soon, and lst/2nd 
Edition Starters are get¬ 
ting hard to find. 

Blood Wars was not doing 
too badly out of the gate, 
but it is slowly trotting 
around the track these days. 

The long-awaited refer¬ 
ence guide has just come 
out - this is a must-buy for 
new and old Spellfire play¬ 
ers alike. 

Towers In Time has final¬ 
ly released - far behind its 
projected street date. The 
Starters and Boosters are 
very reasonably priced and 
the game has a good quick- 
start format to it. The rules 
are fairly well laid out and 
the card artwork is excep¬ 
tional on some pieces, but 
below average on others. 
Having hit the shelves the 
same day as Ice Age, I 
expect sales to be slow, ini¬ 
tially. 

Star Trek has slowed to 
sub-impulse compared to 6 
months ago. We still get 
about 10 to 15 people out 
for our weekly meetings, 
but the new expansion will 
be here soon, followed by 
another only a few months 
later. I am a little worried 
about how well the ST:TNG 
expansions will sell once 
| Star Wars comes out. We 
offer Limited Edition 
| Boosters to players who buy 
the Starter decks of 
Unlimited and this has 
helped bring in quite a few 
new players. We also have 
made up some "customized 
Starter decks", which have 6 
missions, crew, equipment, 
ships, etc., geared towards 
accomplishing the missions. 
Bring on the warp packs! 

Ultimate Combat! 
debuted recently and, 
though this game has a 
great play structure, I fear 
the game will not do well 
except with the die-hard 
j martial arts fans. Collectors 
I do not find the photos 
appealing. 

Star of The Guardians 
has been well received by 
the long-time sci-fi fans. 
Many have complained 
about the complexity of the 
rules and the bland outer 
borders of the cards and 
icons, but those who have 
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gotten a handle on the 
rules argue that it is the 

best sci-fi battle game to 

date. 

INWO, Galactic Empires, 
Dixie, Wyvern Limited 
Edition, On The Edge and 
Echelons are quite slow to 
move off the shelves. 
Doomtrooper still has a lit¬ 
tle action, but the 
Inquisition expansion is 
way overdue. 

HEROES AND HITTERS 
ROCKY HILL, CT 

Bill Hall 

The card Stasis comes to 
mind. Buyers of Magic sin¬ 
gles are holding their collec¬ 
tive breaths as they await 
Chronicles. The only cards 
that we get daily requests 
for are Moxes and the Lotus. 
Magic money seems to be 
reserved for spending on 
4th Edition only. The new 
cards to hoard are the Dual 
Lands despite the persistent 
rumor that they are soon 
going to be added to the 
restricted list. 

Star Trek singles sell only 
when priced at a third 
below guide, even the 
Bridge crew. 

Wyvern, Doomtrooper 
and On the Edge don't gen¬ 
erate enough interest to jus¬ 
tify selling singles, but 
Booster sales are enough to 
keep us in lunch money. 

Illuminati doesn't sell 
here in the dark heart of 
New England. Maybe it's a 
conspiracy. 

A letter from Mag Force 
7 complimented us on our 
Scrye column while noting 
it was flawed by our failure 
to mention Star of the 
Guardians. They sought 
redress by supplying us with 
two Starter decks and four 
Booster packs. We invested 
the playtest time, but the 
kindest thing that we can 
say about this game is that 
the art is topnotch. 'Nuff 
said. (Of course, this means 
that we can forget about 
anyone ever sending us free 
decks and Boosters. Sigh!) 

Rage is the rage here. A 
liberal number of Starters 
and Boosters sold out in 48 
hours and our exponential¬ 
ly expanded reorder sold 
out in two hours! What will 
happen when that tractor- 
trailer pulls up with our 


third order? 

Rage, unlike other recent 
collectible card games, owes 
nothing to Magic. The 
basics of the game are readi¬ 
ly comprehensible but there 
is more to the game than 
two werewolves slugging it 
out. The combat phase is 
more exciting than Magic's 
sterile comparison of num¬ 
bers. Combat is simulated 
with separate decks that are 
played simultaneously. The 
cards cover the spectrum 
from Block to Mangle (and 
my personal favorite, Head 
Wound - "A victim damaged 
by this attack cannot play 
any combat cards for the 
next round of combat"). 

You can even bluff during 
combat. 

The silver foil Past Life 
cards are causing a frenzy. 
You get one per box of 
Boosters. There are thirteen 
different Past Life cards, one 
for each werewolf tribe, but 
you Rage rookies needn't 
worry if you don't have one; 
they don't guarantee a victo¬ 
ry- 

I could go on about 
Rage, but instead, I'll just go 
play a quick game or twen¬ 
ty- 

HEROES UNLIMITED, 
ROSELLE, IL 

Tom Klein 

One of the most fre¬ 
quently asked questions at 
Heroes is "Do you trade?". 

Well, trading in a retail 
operation is a double-edged 
sword. While it often allows 
us to get a popular card, the 
customer usually wants to 
trade even. Too many trades 
and Heroes won't be paying 
the electric bill or the rent!! 
However, we have bartered 
for goods and services. It 
never hurts to ask since the 
worst you'll hear is NO. For 
example, we traded Star 
Trek for new carpeting in 
the store; Illuminati and 
Magic for accounting ser¬ 
vices during tax time. We 
also traded a set of The 
Dark and some singles for a 
summer campsite and 
bartered Wyvern for upgrad¬ 
ed computer memory. 

Wyvern - While we're on 
the subject of Wyvern, U.S. 
Games Systems, Inc. was 
generous enough to send 
Doug Bissonnette, their 


tournament coordinator, 
out to the store during one 
of our Monday evening ses¬ 
sions. He passed out free 
Starter decks to everyone 
and bought pizza...thanks 
for the food fix! He spent 
the next four hours clarify¬ 
ing cards and demonstrat¬ 
ing multiple player Wyvern. 
He will be sending us a kit 
that will assist in organizing 
future sanctioned Wyvern 
tournaments. 

Congratulations to 
Marty, one of our cus¬ 
tomers, who after opening 
four boxes of Wyvern 
Premier, found the Gold #136. 

By now you've probably 
formed your own opinion 
about 4th Edition. Since it 
wouldn't surprise me to dis¬ 
cover that a lot of stories are 
being written about it, I 
think I'll just let a sleeping 
dog lie! Although sales for 
4th Edition are far in the 
lead, sales for Revised con¬ 
tinue to be strong. The 
search for OOPS cards and 
Dual Lands make up about 
30% of box sales. There's 
still an occasional request 
for Legends, but we have 
not sold a pack of 
Antiquities since the release 
of 4th Edition. 

We are planning a col¬ 
lectible card game survey 
this month. We'll include 
questions about favorite 
cards, card combinations, 
tournament types and opin¬ 
ions on recent releases of 
Magic, including 4th 
Edition and Ice Age. We 
hope to have this informa¬ 
tion compiled for you by 
the next issue. 

Tournaments - Monday 
night Star Trek tournaments 
have headed in a new direc¬ 
tion. In keeping with cus¬ 
tomer interest, games have 
expanded to include 
Wyvern, Jyhad and occa¬ 
sionally, On The Edge. This 
seems to be a casual time 
for players to experiment 
and learn the newer releases 
as well. It lacks the frenzy of 
the Friday night Magic tour¬ 
naments. 

Friday is Magic night and 
Summer has definitely not 
diminished its popularity! 
Last week we ran an 8-play¬ 
er sealed deck tournament 
with 4th Edition...winner 
take all! This was certainly 
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not a match for the weak of ! 
heart! The winner of each 
round was allowed to take 
the loser's cards and use 
them as a sideboard to 
adjust their individual 
Decks. The final winner 
wound up with 8 Starter 
Decks of 4th Edition, 16 
Booster packs of 4th 
Edition, and 16 Booster 
packs of Fallen Empires. 

[Editor's comments... a belated 
Happy Birthday, Tom!] 


HOBBYCRAFT, INC. 

ANCHORAGE, AK 

Randy Lockard 

Greetings from the Last 
Frontier! Well, let me sum 
up the past few months in 
the collectible card game 
market; whine, whine, 
whine, whine...and that's 
just the start! 

Magic: The Gathering 
collectors, everywhere, are 
going bananas...all because 
of a game which they sup¬ 
posedly ENJOY! They all 
seem to have basically the 
same complaint, the loss of 
value to their Magic cards, 
which by the way, is whin¬ 
ing. First off, it's a game; 
collectible yes, game yes. 
Secondly, the folks at 
Wizards of the Coast proba¬ 
bly could care less about the 
value of the collector's cards 
decreasing. I know I sure 
don't care. Wizards of the 
Coast is a game manufac¬ 
turing company, not a col¬ 
lecting company. If more 
people are going to buy 
their cards because they 
have included some great 
cards in the new 4th Edition 
Magic: The Gathering print, 
then that is food for them. 
After all, a good business 
would do exactly what they 
did...I would have and if 
you cared about your busi¬ 
ness you would have, too. 

Now, I am sure many 
collectors are sitting here 
reading this saying things 
about me that I cannot 
print...and that's fine. My 
feelings on the cards that 
are included in the new 
print, such as Carrion Ants, 
Killer Bees, Time 
Elementals, and Spirit Links 
are these: the value of these 
cards will not go down too 
much for too long. Reason 
#1, the people who need 
these cards for sets will still 













have to acquire black-bor¬ 
dered versions to complete 
sets and #2, and most 
important, a store like mine 
has really only one place to 
get these cards - from you, 
the public. If you paid, say 
$40 for a Carrion Ants or 
Killer Bees, you are NOT 
going to just accept the fact 
that they are now only 
worth $15 because I say so. 
Therefore, the prices on 
these cards will probably 
| drop at first, but then climb 
back up quickly as the col¬ 
lectors make their wishes 
known as to the price of 
THEIR hot cards. We, as 
retailers, will have to listen 
to them if we ever want to 
see these hot cards in our 
stores again. 

4th Edition Magic: The 
Gathering...WOW!!! Great 
packaging, display boxes 
and new bright colors make 
this set a great addition to 
the world of Magic. Wizards 
of the Coast could not have 
done much more to 
improve the play environ¬ 
ment for the PLAYER. The 
removal of Land cards from 
the Booster packs makes the 
older players happy, while it 
puts the need to buy more 
Starter decks on to the new 
players. While this is both 
good and bad, I feel that 
after the dust settles, the 
people who are short on 
Land will have plenty of 
chances to get it from peo¬ 
ple who have been in the 
game longer. They have 
probably been heating their 
homes with excess Land 
cards for quite some time 
now! 

What will the future hold 
with the release of Ice Age? 
Who knows...we will have 
to wait and see what we can 
TAP into...good luck, and go 
play! 


INFINITY COMICS 
& GAMES, INC. 
LAYFAYETTE, CO 
Jonathan Greschler 

Greetings from Colorado 
P . On the night of May 2nd, 
1995, we were broken into, 
after our store had closed 
for the day. Over 8,000 
I Magic: The Gathering and 

* Star Trek cards were stolen 
from ten large three-ring 
binders. We have restocked 
and are on the road to 



recovery. There is a 
$2,500.00 reward for infor¬ 
mation leading to the arrest 
and conviction of the bur¬ 
glars. If you hear anything, 
contact me at Infinity or 
Detective Emerson of the 
Lafayette Police Department 
at (303) 665-5571. 

4th Edition and Rarity - 
The biggest story about 4th 
Edition is not what was 
dropped or what has been 
reprinted, but more impor¬ 
tant is that the overall 
"Basic" Magic: The 
Gathering set has grown 
from 306 cards to 378 
cards. The effect on prices 
will be subtle, but very real 
for the uncommon cards. 
Thirty-one Rare cards were 
dropped and thirty-one Rare 
cards were inserted. The 
chances of getting a particu¬ 
lar Rare card, say a Shivan 
Dragon, in a box or a pack, 
has not been affected. The 
odds of getting any one par¬ 
ticular Common or 
Uncommon card from a 
pack of Boosters have gone 
down. Six Common cards 
have been dropped and 52 
have been inserted. This 
should mean that if you 
buy five packs of cards, you 
will rarely get more than 
two of the same Common 
cards. Common cards have 
always been relatively inex¬ 
pensive and will stay rela¬ 
tively inexpensive, even if 
there is a greater variety of 
them out there. Utility will 
raise the price of some 
Common cards, but ulti¬ 
mately none of them, even 
the 4th Edition Bloodlust, is 
likely to see a five dollar or 
more price tag while 4th 
Edition is in print. The 
greater variety is definitely 
an improvement for the 
Magic: The Gathering pur¬ 
chaser. 

I have noticed that there 
seems to be more than one 
level of Uncommon cards 
in the 4th Edition. Some of 
the less common 
Uncommon cards ( I will 
call them scarce 
Uncommon cards) are only 
one or two to a box. I sus¬ 
pect the Serra Angel and 
Counterspell are among the 
scarce Uncommon cards. 
Fourteen Uncommon cards 
were dropped from 4th 
Edition. Forty Uncommon 
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cards were added. The odds 
of getting a particular scarce 
Uncommon card from this 
larger pool of Uncommon 
cards may not be a great 
deal higher than getting a 
particular Rare card. 
Effectively, some scarce 
Uncommon cards are, in 
fact, now Rare cards. While 
many dealers and collectors 
are upset about the loss in 
value of some of their sin¬ 
gles, they will see a rise in 
price of many Uncommon 
cards over the next few 
months when demand far 
exceeds supply for the 
scarce Uncommon cards. 
Foreign Language Magic - 
We have begun carrying for¬ 
eign language Magic: The 
Gathering packs and we are 
experimenting in selling 
singles in French and 
Italian. Demand has been 
mixed locally, as the novelty 
has worn off, but it is still 
strong nationally. Licensing 
agreements prevent foreign 
distributors from selling 
directly to retailers in the 
United States. United States 
retailers selling foreign lan¬ 
guage Magic had to buy the 
cards from someone who 
bought them in that coun¬ 
try. When you add shipping 
and customs, the price for 
packs of these cards is rela¬ 
tively high. They are fun to 
play with and still have a 
slightly superior quality 
printing than the English 
versions, including 4th 
Edition. 

WARGAMES WEST ON 
CENTRAL 
ALBUQUERQUE, NM 

Glenn Godard 

Normally, in this col¬ 
umn, I try to cover all that's 
new and exciting in the col¬ 
lectible card game field, 
with a southwestern tint. 
This time, due to their 
impact in the field, let's 
look at Wizards of the Coast 
and their summer releases. 
1994 will go down in the 
history books as the year 
WotC released four brand 
new expansions 
(Antiquities, Legends, The 
Dark and Fallen Empires) 
and a brand new 
Deckmaster release (Jyhad). 
The excitement of the break¬ 
neck pace handled by the R 
& D team, Art Department, 





and production 
crew of WotC was 
unrivaled in the 
gaming industry. 

Many mistakes 
were made along the way in 
both production and prod¬ 
uct design. 

As serious as those mis¬ 
takes were, it hardly seems 
to justify the R & D slow¬ 
down for 1995. Half of the 
year has already gone by, 
and what is WotC offering 
for 1995? The first major 
card release from Seattle 
was 4th Edition, with its 
new look and rotation. This 
product is clearly a superior 
product to Revised Edition 
but, of course, offers noth¬ 
ing new. Now, with the 
release of Ice Age, the game 
is recharged. Rest assured, 

Ice Age offers plenty that 
will change the way the 
game is played, but after 
having seen all of the cards, 

I am disappointed at the 
number of cards which are 
copies, or copies in all but 
name. 

Chronicles—more 
reprints! Following that is 
the new and improved 
Vampire: The Eternal 
Struggle (formerly Jyhad). 
Do we have a pattern here? 

Finally, we have 
Homelands, promised for a 
Christmas release. Will we 
see Netrunner before the 
end of the year? Go figure; 
WotC has yet to project a 
release date. If the product 
schedule stays like this, 

1995 will see Ice Age and 
Homelands as the only 
truly new releases. Quite a 
turnaround from 1994's 
offerings. I am disappointed 
at WotC's efforts for '95. 
Now is the time to make 
sure '96 rebounds. 

The result of reprint fever 
is to depress card prices. 
While WotC has increased 
card availability, they did so 
when they had no new pro¬ 
duction capability to handle 
the increased demand. Any 
retailer, who can get enough 
new product is sitting pretty. 
Judging from the howls and 
screams of the retail base, 
the demand is not even 
close to being filled. 
Previously, if a customer 
stopped by and wanted to 
spend say $50.00 on Magic 
and the latest release or 


Boosters were out, he'd 
spend the extra money on 
singles. 4th Edition slowed 
this pattern considerably. 
Why spend $35.00 on a 
jazzy single that fits your 
deck just right, when if you 
had waited for Chronicles, 
it might just be in a Booster. 

The idea of giving every 
customer a chance to buy 
every permutation of cards 
at a good price, is a noble 
one. However, the result of 
this theory has been to cut 
off an important safety 
valve for advanced shortages 
of new product. 

If you own a collection 
of out-of-print cards and are 
considering selling, my 
advice is to wait. Reprint 
fever will only continue for 
a short while longer. When 
it ends, those cards that 
WotC has decided are bad 
for the game and are not 
being reprinted, will shoot 
well past their value today. 

If you are considering buy¬ 
ing out-of-print cards, now 
may be the time to buy 
while the uncertainty of 
Chronicles is depressing the 
price of all cards. Once 
Chronicles is released, you'll 
never be able to say, "I 
think I'll wait. It will proba¬ 
bly be reprinted in 
Chronicles", hoping for a 
better counter offer. 


WARHORSE HOBBIES 
PERU, IL 

Linda Corrie | 

Hello and (if you are a 
large M:TG collector) my 
sympathies. The Re-Revised 
or 4th Edition M:TG is out 
and we have heard the 
lamenting of the collectors 
and the praise of the play¬ 
ers. Overall, the only people 
who seem sad are the indi¬ 
vidual card collectors. We 
have to ask the 
question, "What is 
Chronicles going to do to 
the market?". 

The 4th Edition has 
come and gone, leaving a 
wave of stunned, yet eager 
players, who have been 
blown away by the vibrant 
colors on the cards them¬ 
selves, not to mention the 
beautiful new packaging job 
on the decks, Boosters and 
boxes. I'd like to send a spe¬ 
cial thanks to WotC for the 
tamper-proof foil wrappers. 
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Everyone here has 
“ k “ been amazed at the 








number of potent cards 
which were reprinted, 

|| and only collectors were 
upset with the changes. 

The most sought after cards in this 
set have been Colossus of Sardia, 
Carrion Ants, Killer Bees, and CoP 
Artifacts. The copious supply of 
Eternal Warriors has changed many 
in player s strategies, and we are seeing 
larger decks becoming the trend. It 
could very well be that this edition 
has breathed new life into M:TG. 

The announcement of the new 
Vampire card game has most of our 
Jyhad customers holding their 
breath. The biggest concern here is 
the compatibility of Vampire and 
Jyhad. Rage looks to be a simple, 
yet an entertaining game. Card 
stock seems to be a concern, but the 
coating is more than ample and we 
have high hopes for how these 
cards will wear over time and play. 
The art is awesome, as is typical of a 
White Wolf product, however, the 
sales have not been as strong as we 
had hoped for, but we've only been 




selling it for a short time and the 
game is new...we'll see. 

Star Trek sales are now non-exis¬ 
tent and greater attention is now 
focused on Star Wars. We have seri¬ 
ous interest from our customers in 
the Star Wars game and they hope it 
will be more battle oriented, as 
rumored. 

Re-Revised coming out has hurt 
the Wyvern sales slightly but we 
have also found people trading in 
their collections of M:TG for 
Wyvern Boosters. This may be the 
game to give M:TG a run for their 
money. If trends continue in the 
prices for OOP cards, it could be 
that players (not collectors) will be 
inclined to switch to a more afford¬ 
able game. 

Doomtrooper has gotten the 
attention of some of our biggest 
customers and even now we are try¬ 
ing to come up with tournament 
rules. This game is receiving the 
same amount of attention as 
Wyvern, in that it is drawing players 
from M:TG who are dissatisfied 
with the $275.00 Black Lotus and 
the $150.00 Moxes. 
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If you want to cash In on one of the hottest 
gaming products call us! Were honest, reliable 
and knowledgable. We go out of our way to 
give you the most up-to-date information so 
that you may order intelligently. 


Call to make us your distributor. 


We are a full service distributor of Wizards 
of the Coast, Decipher, TSR, U.S. Games 
Systems, White Wolf, Heartbreaker Hobbies & 
Games, Steve Jackson Games, and many more. 
Plus we have Pogs, Plastic storage items and 
other products. 
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* 


* 





m 


S C R Y E 



Hot on our list of games to see: 
Highlander, expansions for 
Doomtrooper's Inquisition, 
Wyvern's Phoenix and WotC's 
Chronicles. 
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THE MAGIC SOURCE! 


COHOES, NY 

John Sanders 

Ice Age is the Big News this month. 

What's there to say? The art is 
awesome, the cards are awesome, 
the whole set is just really cool. 
(Wince.) 

Wizards of the Coast is also fos¬ 
tering this sentiment by having Ice 
Age-only tournaments. Since tour¬ 
naments have typically been the dri¬ 
ving force behind play-style, this 
will make Ice Age-only decks much 
more popular. 

Fist-flying fast-paced fun! 
Shadowfist should be available by 
the time you see this, and we're all 
really excited about it. This game is 
easily as good as Rage (gameplay) 
and the art is the best among the 
new games we've seen this year. 

In fact, we're so excited about it 
that we're carrying single cards for 
Shadowfist the moment it comes 
out, plus a bunch of support prod¬ 
ucts for it, like special counters. 


Top Selling Cards This Month 

Chain Lighting 
Wyluli Wolf 

Icy Manipulator (Ice Age) 

Jester's Cap (Ice Age) 

Jester's Mask (Ice Age) 

Convention Alert! - If you can 
make it to GENCON, you'll get a 
chance to see us in person. Yup, we 
have our booth near the Starbase. 
We'll have single cards, decks, packs, 
boxes, signed cards, and whatever 
else we can get Phil to drag along. 
Hope to see you there. 


WARGAMES WEST 
ALBUQUERQUE, NM 

Kevin Burch 

New month...so many things 
happening. First, I would like to 
discuss what appears to be a sad but 
upcoming death for the type 1 tour¬ 
nament. I speak here mainly to the 
collectors and people who have 
invested money in the older and 
out-of-print cards. If this style of 
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tournament is allowed to pass away, 
then all of the searching and pur¬ 
chasing has been for naught, for 
you will only have a local arena in 
which to play them. 

When registering for a convention 
that does not support the type I, ask 
for it... request it...demand it...it is 
your right to have a place to play 
with these cards. 

A new Ice Age is sweeping the 
continent, and we are buried under 
the avalanche of orders for this new 
product. This is what Magic is all 
about. This edition is a more pri¬ 
mal, complex game, with more pos¬ 
sibilities and twists to the old some¬ 
how gentler Magic: The Gathering. 

It appears to move more slowly in 
the beginning but soon adds more 
speed than a rolling snowball. One 
aspect of Ice Age, that has never 
been seen before, is the idea of 
cumulative upkeep (pay X amount 
this round, than pay X +1 the next 
round...). This allows a lower cast¬ 
ing cost for some of the most nasty 
cards, but they cannot be main¬ 
tained too long due to the back¬ 
breaking upkeep. This really creates 
the extreme need for Mana manage¬ 
ment. Nice tricks. For green there is 
a common card called Tinder Wall. 
You can sacrifice this card to gener¬ 
ate two red Mana. I play a black 
and green deck. I have included this 
card as well as a few Lava Burst and 
Incinerate from red. As we all know, 
it is a great feeling to see the look 
on your opponent's face when they 
get hit with something that he or 
she did not see coming. Most talked 
about is the return of the Icy 
Manipulator, now back in print 
after so long. It is one of the most 
sought after cards. Two of the hard¬ 
est cards to get, it seems, are the 
Jester's Mask and the Jester's Cap. 
The mask allows you to take the 
hand and library of your opponent, 
sort through it and create a hand 
for that person of as many cards as 
they held when you cast the spell. 
The cap allows you to sort through 
your opponent's library and take 
three cards out of the game. Killer 
Combo: Glacial Wall - this card 
allows you to take no damage, but 
you cannot attack and must sacrifice 
a Land, when it comes into play, 
and pay a two life cumulative 
upkeep each round, or the card is 
buried. Put Consecrate Land, which 
keeps a Land from being destroyed, 
on the Glacial Wall. Now that you 
do not have to pay an upkeep cost, 
you can sit back and build up your 
defenses. 

Got to get back to cracking the 
ice, so till next time... 
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REGIONAL ADVISORS 
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Asgaard Games 
Las Vegas NV 

702-368-3389 
Coliseum of Comics 
Orlando FL 

407-422-5757 

Fanfare Sports & Entertainment, 
Kalamazoo MI 

616-349-8866 

Game Master, Ltd. 

Fairlawn NJ 

201-796-7377 
Gator Games & Hobby 
San Mateo CA 

415-571-PLAY 
Grandin Video & Games 
St. Albert AB 

403-459-1055 

Heroes Unlimited, Inc. 

Roselle IL 

708-980-1080 
Heroes & Hitters 
Rocky Hill CT 

203-529-8824 

Hobbycraft, Inc. 

Anchorage AK 

907-349-5815 

Infinity Cards & Comics 

Lafayette CO 

303-661-0860 

The Days of Knights 

Newark DE 

302-366-0963 

Wargames West on Central 
Albuquerque NM 

505-265-6100 
Warhorse Hobbies 
Peru IL 

815-223-1020 
Whyte Knight Market 
Edmonton AB 

403-439-5299 


SCRYE’s MAIL 
ORDER TEAM 


Iguana's Comic Book Cafe 
Iowa City IA 

319-338-0086 

Troll And Toad Inc. 

Keavy KY 

606-878-2936 


SCRYE's MAIL 
ORDER ADVISORS 


The Magic Source 

Cohoes 

800-2MACIC6 

Wargames West 

Albuquerque 

800-5CARDS1 
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All Ages Comics, Inc. 

Coventry 

RI 

401-828-0909 


Boston Baseball Cards 

Watertown 

MA 

617-923-2828 


Boyhood Dreams, Inc. 

Dunellen 

NJ 

908-752-0440 


Brevard Cards & Coins 

Melbourne 

FL 

407-676-4653 


Card Central 


Winnipeg 

MB 

204-783-2838 


Castle Archon 


Erie 

PA 

814-899-8299 


Celtic Miniatures 


Elkhart 

IN 

219-294-2960 


Cobweb Corner 


Melbourne 

FL 

407-254-0445 


Danzig Corridor 


Huntington 

WV 

304-453-4712 


Dreamers Guild 


Billings 

MT 

406-252-8217 


Earth bound Comics & Cards 

Englewood 

CO 

303-721-8070 


Eclectic Trader 


Bedford 

IN 

812-331-4178 


Fastball Sportscards 

Downsview 

ON 

416-398-9400 


Final Frontier 


Camarillo 

CA 

805-389-1696 


Games Plus 


Woodinville 

WA 

206-485-7295 


Generation X Comics 

Bedford 

TX 

817-540-5556 


Greenhouse Games 

Gardiner 

ME 

207-582-6486 


Greg's Sportscards & Games 

Lansing 

MI 

517-882-0101 


Hansen's Hobbies 


Wilmette 

IL 

708-853-1994 



Action City Comics 
Eugene OR 

503-343-9015 
Adventures & Hobbies 
Rochester NY 

716-342-1070 


Hot Comics & Collectibles 
New Hope MN 

612-593-1223 
Imagination Unlimited 
Grand Junction CO 
303-243-2962 

J.A.M. Spori'S Cards & Comics 

Youngstown OH 

216-759-3400 

Kat-Gem Comics and Games 

Greenville TX 

903-454-7882 

Legends 

ComicS/Sportscards/Games 
Houston TX 

713-524-4048 
M. Foner's G.O.E. 

Lfmoyne PA 

717-761-8988 
Miniature Militarla 
of Montana 
Hardin MT 

406-665-3558 
Mystic Castle 
Campbell CA 

408-364-0845 
Neutral Zone Comics 
Scarborough ON 

416-285-6421 
Odin's Cosmic Bookshelf 
Stone Mountain GA 

404-413-0123 
Odin's Cosmic Bookshelf 
Lilburn GA 

404- 923-0123 

Pandemonium Game Store & 
Studio 

Scotia NY 

518-347-1123 
Pharaoh's Guard 
Oklahoma OK 

405- 748-4263 

Premier Comics & Games 
Merrillville IN 

219-756-9636 

Rock Bottom Comics 
Columbia MO 

314-443-0113 
Shanandoe Enterprises 
Boise ID 

800-975-1119 
Silver Snail 
Toronto ON 

416-593-0889 
Sports Card Pan-Atic:s 
Portland OR 

503-256-5393 


Sports Cards, Etc. 

Wexford PA 

412-934-0740 

Sports Cards, Etc. 

Pittsburgh PA 

412-787-3235 

Storyteller's Comics 

Goffstown NH 

603-644-1230 

The Comic Source 

Skowhegan ME 

207-474-5039 

The Cosmos 

Thornton CO 

303-252-9233 

The Game Zone 

Pr. Myers FL 

813-482-4755 


The Saratoga Sci-Fi Shop 
Saratoga Springs NY 
518-584-2699 
Tom's Triple Play #2 
Shreveport LA 

318-687-6153 

Top Shelf Coins, Comics & Cards 

Bangor ME 

207-947-4939 

Top of The Ninth 

Traverse City MI 

616-946-3030 

Trading Post 

Kirkland WA 

206-821-9755 

Trek-In-Time 

Fort Lauderdale FL 

305-563-8735 
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PANELIST 
SEMINARS 
CHARITY 
AUCTION 
CARD 
CARNIVAL 
ALL THE 
COLLECTABLE 
CARD GAMES 


AT THE QUALITY HOTEL, FOUR SEASONS 
2500 CARLISLE NE, 1-800-545-8400 


ANY QUESTIONS?!! 



WE STOCK 98% OF ALL MAGIC CARDS SINGLES INCLUDING FOREIGN CARDS 
AND STAR TREK, WYVERN PREMIERE, AND ILLUMINATI SINGLES AS WELL. 

Just call 1-606-878-2936 for prices on any cards or complete sets desired (fax: 1-606-878-9061). We 
also handle foreign orders. Our hours are 12-7 p.m. Eastern Standard Time US Monday to Friday. 

In stock merchandise as of 6/12/95: Foreign singles, all 5 Moxes, Juzam Djinn, Time Walk, Maze Of Ith, Black Lotus, Ali From Cairo, 
Guardian Beast, Mirror Universe, Moat, Hell's Caretaker, Chromium, Royal Assassin, Serra Angel, Argivian Archaeologist, Ice Storm, 
Berserk, Mishra's Factory, Jester's Cap, Psionic Blast, Jade Statue, Fallen Angel, The Abyss, Nether Void, Mana Drain, etc. 

Our stock changes on a daily basis. Call for up to date prices. You can also fax or e-mail us at: renvhoek@aol.com 

Write to us for prices, a free price listing of our Star Trek or Magic singles or price quotes on your 
collection at: Troll And Toad Inc., 253 Reynolds Rd., Keavy KY 40737. Payments accepted: Visa, 
MasterCard, Discover, American Express, money orders, checks, wire transfer. 

Pre-orders available and not charged until time of shipment! Homelands $75, Ice Age Boosters $75 
box, Ice Age Starters $75, Chronicles Box $63, Star Trek: Alternate Universe $75, Wyvern Phoenix 
$72, 4th Edition Revised $75, Star Wars $75 etc. Add $5 for shipping per order domestic UPS. 

MAGIC SPECIALS UNTIL SCRYE #9 IS RELEASED: Call about Italian Legend packs! 

Antiquity Common Set (all 25 C3/C4 commons) $20, Legend Common Set (all 75 commons) $75, Dark 
Common Set (all 40 commons) $20, French, German or Italian Black Border Common Set $40, 100 card 
mixed lots - pick a color - $5 a lot, 5 legend uncommons - pick a color - $10, 50 Black Border Star Trek 
Cards mixed lot $5, Out Of Print Cards: Wheel Of Fortune, Copy Artifact, Demonic Attorney $6 each. 














ALPHA SET 
BETA SET 
UNLIMITED SET 
REVISED SET 
ARABIAN NIGHTS SET 
ANTIQUITIES SET 
LEGENDS SET 
THE DARK SET 
FALLEN EMPIRES SET 
JYHAD SET 

SPELLFIRE LIMITED SET 
SPELLFIRE UNLIMITED SET 
SPELLFIRE RAVENLOFT SET 
STAR TREK: TNG SET 
STAR TREK: TNG SET (UNLMTD) 
GALACTIC EMPIRES ALPHA SET 
GALACTIC EMPIRES BETA SET 
GALACTIC EMPIRES PRIMARY SET 
GAL. EMP. NEW EMPIRES SET 
WYVERN SET (138) 

DIXIE SET 

DOOMTROOPER LIMITED SET 
ILLUMINATI LIMITED 
WYVERN BETA SET (239) 


SEALED CARDS 

ALPHA STARTERS-BOX 

ALPHA STARTER 

ALPHA BOOSTERS-BOX 

ALPHA BOOSTERS 

BETA STARTERS-BOX 

BETA STARTER 

BETA BOOSTERS-BOX 

BETA BOOSTER 

UNLIMITED STARTERS-BOX 

UNLIMITED STARTER 

UNLIMITED BOOSTERS-BOX 

UNLIMITED BOOSTER 

REVISED STARTERS-BOX 

REVISED STARTERS 

REVISED BOOSTERS-BOX 

REVISED BOOSTER 

4TH EDITION STARTERS-BOX 

4TH EDITION BOOSTERS-BOX 

FRENCH REVISED ALPHA BOOSTER 

GERMAN REVISED ALPHA BOOSTER 

ITALIAN DARK BOOSTER 

COLLECTOR'S SET (DOMESTIC) 

COLLECTOR'S SET (INTERNATIONAL) 

COLLECTOR'S SET (DOMESTIC OPND) 

COLLECTOR'S SET (INTERNTNL OPND) 

ANTIQUITIES-BOX 

ANTIQUITIES-BOOSTER 

ARABIAN NIGHTS-BOX 


3500.00 

3100.00 

2625.00 

2500.00 

2100.00 

1950.00 

2000.00 

1850.00 

1675.00 

400.00 

360.00 

310.00 

800.00 

790.00 

700.00 

375.00 

350.00 

300.00 

1600.00 

1400.00 

1150.00 

275.00 

250.00 

215.00 

100.00 

95.00 

75.00 

450.00 

400.00 

325.00 

- 

100.00 

- 

- 

50.00 

- 

- 

100.00 

- 

1000.00 

1000.00 

925.00 

650.00 

650.00 

475.00 

255.00 

210.00 

170.00 

135.00 

120.00 

110.00 

- 

450.00 

- 

- 

125.00 

- 

395.00 

360.00 

330.00 

105.00 

85.00 

65.00 

- 

300.00 

- 

250.00 

250.00 

225.00 

230.00 

210.00 

190.00 


UPPER 

MEDIAN 

LOWER 

. 

1600.00 

_ 

225.00 

175.00 

160.00 

- 

2200.00 

- 

120.00 

90.00 

82.50 

1175.00 

1050.00 

925.00 

170.00 

150.00 

140.00 

1825.00 

1650.00 

1475.00 

100.00 

70.00 

68.00 

825.00 

750.00 

675.00 

130.00 

125.00 

100.00 

2550.00 

1700.00 

1600.00 

75.00 

75.00 

62.50 

145.00 

115.00 

100.00 

15.00 

11.95 

9.50 

150.00 

140.00 

105.00 

5.00 

4.00 

3.25 

- 

120.00 

- 

- 

120.00 

- 

- 

11.00 

- 

- 

n.oo 

- 

- 

9.45 

- 

300.00 

248.00 

200.00 

295.00 

287.50 

280.00 

137.50 

125.00 

107.00 

155.00 

132.00 

110.00 

1000.00 

975.00 

835.00 

25.00 

22.00 

19.00 

3100.00 

2750.00 

2250.00 


ARABIAN NIGHTS BOOSTER 
LEGENDS-BOX 
LEGENDS-BOOSTER 
THE DARK-BOX 
THE DARK-BOOSTER 
FALLEN EMPIRES-BOX 
FALLEN EMPIRES-BOOSTER 
JYHAD STARTERS-BOX 
JYHAD STARTER 
JYHAD-BOOSTERS BOX 
JYHAD-BOOSTER 
SPELLFIRE STARTERS-BOX 
SPELLFIRE STARTER 
SPELLFIRE BOOSTERS BOX 
SPELLFIRE BOOSTER 
SPELLFIRE RAVENLOFT-BOX 
SPELLFIRE RAVENLOFT-BOOSTER 
SPELLFIRE DRAGONLANCE-BOX 
SPELLFIRE DRAGONLANCE-BOOSTER 
SPELLFIRE ARTIFACTS BOOSTER 
STAR TREK:TNG LTD BOOSTER 
STAR TREK:TNG LTD BOOSTER BOX 
STAR TREK:TNG LTD STARTERS 
STAR TREK:TNG LTD STARTER BOX 
STAR TREK:TNG UNLTD BOOSTERS 
STAR TREK:TNG UNLID BOOSTER BOX 
STAR TREK:TNG UNLTD STARTER 
GALACTIC EMPIRES BETA STARTER 
WYVERN PREM.E STARTERS-BOX 
WYVERN PREM. STARTERS 
WYVERN PREM. BOOSTERS-BOX 
WYVERN PREM. BOOSTERS 
DIXIE STARTER 
DIXIE STARTER-BOX 
DOOMTROOPER STARTER 
DOOMTROOPER BOOSTER 
ILLUMINATI LIMITED STARTER 
ILLUMINATI LIMITED STARTER BOX 
ILUMINATI LIMITED BOOSTER 
ILUMINATI LIMITED BOOSTER BOX 
ON THE EDGE LIMITED STARTER 
ON THE EDGE LIMITED BOOSTER 
ON THE EDGE LIMITED BOOSTER BOX 
ON THE EDGE UNLIMITED STARTER 
ON THE EDGE UNLIMITED BOOSTER 
WYVERN STARTERS LIMITED ED 
WYVERN STARTERS LIMITED ED BOX 
WYVERN BOOSTERS LIMITED ED 
WYVERN BOOSTERS LIMITED ED BOX 

SPECIAL CARDS 

NALATHNI DRAGON 
ARENA 

SEWERS OF ESTARK 


65.00 

57.50 

50.00 

1200.00 

1000.00 

1000.00 

39.00 

35.00 

35.00 

380.00 

360.00 

350.00 

10.00 

8.25 

7.50 

70.00 

60.00 

55.00 

1.45 

1.45 

1.00 

90.00 

80.00 

65.00 

8.96 

8.95 

7.95 

U0.00 

85.00 

71.50 

2.90 

2.75 

2.50 

42.00 

40.00 

37.50 

8.95 

8.50 

7.25 

89.00 

65.00 

41.25 

2.50 

2.10 

2.00 

95.00 

67.50 

45.00 

2.50 

2.50 

2.00 

95.00 

72.50 

50.00 

2.50 

2.00 

1.60 

2.50 

2.00 

1.60 

12.50 

12.00 

10.00 

335.00 

300.00 

260.00 

25.00 

25.00 

22.50 

- 

300.00 

- 

3.00 

3.00 

2.95 

100.00 

90.00 

82.50 

9.50 

9.50 

9.00 

- 

15.00 

- 

120.00 

80.00 

80.00 

9.25 

9.00 

8.00 

103.50 

80.00 

73.75 

4.00 

3.10 

3.00 

9.00 

9.00 

8.70 

- 

80.00 

- 

8.25 

7.95 

7.95 

2.50 

2.50 

2.45 

- 

9.95 

- 

- 

47.95 

- 

2.60 

2.50 

2.25 

69.00 

67.50 

66.00 

7.70 

7.50 

7.25 

2.40 

2.25 

2.10 

- 

80.00 

- 

7.95 

7.95 

5.75 

2.00 

1.95 

1.50 

- 

7.95 

- 

80.00 

79.50 

75.00 

- 

2.50 

- 

90.00 

85.00 

75.00 

UPPER 

MEDIAN 

LOWER 

5.75 

5.00 

" 5.00 

6.25 

5.50 

5.00 

6.10 

5.00 

5.00 






Put yowr opponents on ICE 
with these L>one cfn'l(i'nc> •♦noctures 


The Ultimate Warrior 

Errantry, Aggression, Imposing Visage and Aerathi Berzerker. When these cards are rolled together you 
get a 5/4 first-strike, trample, rampage:3 creature that can only be blocked by two or more creatures. $10 

Oide of InWnemWy 

Greater Realm of Preservation and Balduvian Shaman : The Greater 
* ‘fmPiTllifci Realm of Preservation protects you from red or black and with the Shaman you 

can c ^ an 9 e either of these colors to any other color at any time. $10 


Dust in "the \A4ttd 


Arnjlots Ascent and Hurricane: Arnjlofs Ascent lets you make an additional 
creature flying for each mana you spend, then play a Hurricane. Ouch! $3 


Wh^t You See Can t 

Field of Dreams and Ray of Erasure: The Field of Dreams shows you the 
card of their library all the time. Ray Of Erasure allows you to dispose of a 
really ugly card before they can draw it. $10 


frafcte T 


Uncommon/Common Set (one of each common and uncommon card). 

Common Grab Bag 000 cards, this does have duplicates).■ 

SUNG CCG Rare Grab Bag (10 rares, no duplicates)... 


We have over 115,000 IndlvIclual^aircuNnjsfock including 
all Magic: The Gathering Sets, Wyvern, . m 
Shadowfist, Star Trek: The Next Generation and lllumina 







OP 40 


1 2 

1 

BLACK LOTUS* 

$215 

ULTD 

(ALPHA $250, BETA $225) 

M:TG 

2 4 

2 

THE FIVE MOXES 

$112.50 

ULTD 

(ALPHA $165, BETA $135) 

M:TG 

6 6 

3 

TIME WALK 

$95 

ULTD 

(ALPHA $160, BETA $100) 

M:TG 

4 6 

3 

GAUNTLET OF MIGHT 

$95 

ULTD 

(ALPHA $115, BETA $110) 

M:TG 

8 12 

5 

FORCEFIELD 

$85 

ULTD 

(ALPHA $135, BETA $105) 

M:TG 

8 11 

6 

TIMETWISTER 

$80 

ULTD 

(ALPHA $105, BETA $80) 

M:TG 

8 8 

7 

ALI FROM CAIRO 

$75 

AR 

M:TG 

3 5 

7 

JEAN-LUC PICARD 

$75 

LTD 

(ULTD $37.50) 

STCCG 

13 16 

9 

ANCESTRAL RECALL 

$70 

ULTD 

(ALPHA $109.50, BETA $97.50) 

M:TG 

12 12 

10 

CHAOS ORB 

$67.50 

ULTD 

(ALPHA $112.50, BETA $77.50) 

M:TG 

8 8 

11 

GUARDIAN BEAST 

$65 

AR 

M:TG 

5 8 

12 

DATA 

$57.50 

LTD 

(ULTD $35) 

STCCG 

6 15 

13 

U.S.S. ENTERPRISE 

$52.50 

LTD 

(ULTD $30) 

STCCG 

16 12 

14 

MIRROR UNIVERSE 

$50 

LGNDS 


M:TG 

15 18 

14 

WORD OF COMMAND 

$50 

ULTD 

(ALPHA $74.50, BETA $63.50) 

M:TG 

24 33 

16 

RAGING RIVER 

$47.50 

ULTD 

(ALPHA $66.25, BETA $45) 

M:TG 

14 17 

17 

ICY MANIPULATOR 

$45 

ULTD 

(ALPHA $65, BETA $55, LA $6.50) 

M:TG 

24 18 

17 

CYCLOPEAN TOMB 

$45 

ULTD 

(ALPHA $110, BETA $75) 

M:TG 

18 18 

17 

LICH 

$45 

ULTD 

(ALPHA $75, BETA $62.50) 

M:TG 

19 18 

20 

TIME VAULT 

$42.50 

ULTD 

(ALPHA $90, BETA $50) 

M:TG 

33 28 

20 

ILLUSIONARY MASK 

$42.50 

ULTD 

(ALPHA $75, BETA $52.50) 

M:TG 

19 18 

20 

GEORDI LA FORGE 

$42.50 

LTD 

(ULTD $22) 

STCCG 

16 18 

23 

WILLIAM T. RIKER 

$40 

LTD 

(ULTD $20) 

M:TG 

24 31 

23 

DIAMOND VALLEY 

$40 

AR 


M:TG 

40 33 

23 

BLAZE OF GLORY 

$40 

ULTD 

(ALPHA $71.25, BETA $50) 

M:TG 

- 41 

23 

JUZAM DJINN 

$40 

AR 

M:TG 

19 24 27 

WORF 

$39.50 

LTD 

(ULTD $22) 

STCCG 

19 25 

28 

TWO-HEADED GIANT 

$37.50 

ULTD 

(ALPHA $100, BETA $50) 

M:TG 

40 31 

28 

JIHAD 

$37.50 

AR 


M:TG 

30 29 

28 

OLD MAN OF THE SEA 

$37.50 

AR 


M:TG 

23 27 

31 

DEANNA TROI 

$35 

LTD 

(ULTD $18) 

STCCG 

33 29 

31 

SINGING TREE 

$35 

AR 


M:TG 

40 43 

33 

ISLAND OF WAK-WAK 

$34.50 

AR 


M:TG 

24 26 

34 

BEVERLY CRUSHER 

$34 

LTD 

(ULTD $16.25) 

STCCG 

- 

35 

KHABAL GHOUL 

$33.50 

AR 


M:TG 

24 33 

36 

NATURAL SELECTION 

$32.50 

ULTD 

(ALPHA $60, BETA $34) 

M:TG 

39 41 

36 

THE WRETCHED 

$32.50 

LGNDS 


M:TG 

- 

38 

DROP OF HONEY 

$30 

AR 


M:TG 

- 

38 

LIBRARY OF ALEXANDRIA $30 

AR 


M:TG 

- 

38 

ALL HALLOWS EVE 

$30 

LGNDS 


M:TG 

33 33 

38 

FIVE ELDER DRAGONS 

$30 

LGNDS 


M:TG 


SS::ALPHA AND BETA EDITIONS OF M:TG WEREN'T FACTOR 
El LIST "WOULD THEN BE ALPHA EDITION CARDS. SO WE 


WHICH MAKES SENSE TOO? BECAUSE MOST OF THE CARDS BEING SOLD ARE' REVISE: 
NOT ALPHAS OR BETAS. "THE FIVE MOXES" ARE MOX EMERALD, MOX JET MOX.PEAS] 


NOT ALPHAS OR BETAS. "THE FIVE MOXES" ARE MOX EMERALD, MOX JET MOX.PEAfli, MOX RIB 
MOX SAPPHIRE. "FIVE ELDER DRAGONS" ARE ARCADES'SABBOTH, CHROMIUM, NIC'OL BOM§ r I 
MORS, AND VAEVICTUS ASMADI. ■ ^ 
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A NEW GAM 


W&sSSfMt 


Comic Images has assembled 18 of the finest science 
fiction and fantasy artists in the galaxy to create the 
mindboggling original art for Star Quest-'The 
Regency Wars. 

Not only does Star Quest look exciting, it plays ( 
exciting. (Extensive play-testing generated A 

overwhelming kudos.) Fast. Strategic. £ 

Pojktgafml in a futuristic science ^ 

fiction world. _ 


© 1995 White Buffalo (lames 


Star Quest offers other exciting features, including special 
■"jjTl Foil Cards and randomly inserted Artist Autographed 
Cards. Plus, expansion sets will continue the 
^ standard of spectacular art and special cards. 

I Reach for Star Ouest this summer. After all, 

1 nobody know s more about great gaming art than the 
company that has a history of bringing you ^mk 
great card art. That’s Comic Images. I$!AGP 

__ That’s Star Quest. 


A N D T S . 


AND T l 
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ILLUSTRATION BY 
JEFF HAYNIE 


Redemption™ is a trademark of Cactus Game Design, Inp; 

All rights reserved ©1995 / 











The battle begins ... 


| 

fl 





In the frozen wilderness of the Ice Age, 
you will face powerful wizards, 
battle savage beasts, 
and encounter heroic warriors. 


Ice Age ™ is an all-new environment that can be played as a stand-alone 
trading card game or as an expansion for Magic: The Gathering™. 


60-card starter deck $7.95 • 15-card boaster pack $2.45 * Summer 7 95 


The Gathering are trademarks of Wizards of the Coast, Inc. Wizards of the Coast is a registered trademark of Wizards of the Coast, Inc. Illustration by Richard Kane-Ferguson. © 1995 Wizards of the Coast, Inc. 


Ice Age and Magic: 


OF THE COAST 








































What? You sold my p 

to son 


action movie card game will never be farther aw< 
than your nearest ammo clip. 

You’re rocketing headlong into the third act 
an epic battle for humanity’s future, and things lo 
grim. You’re a secret warrior—which means you 
know the real score: history belongs to the force 
that controls the best feng shui sites. Feng shui i 
the ancient Chinese art of geomancy, of knowinc 
how places channel and reflect the all-important 
life energy known as chi. Your enemies have cap 
tured a couple of sites from you already. Now 
they’re poised for victory. But you’re not going to 
down without a fight. You’ve been down this road 
before, and you know one thing for sure: in the 
world of Shadowfist, the action can turn on a 
dime. 


H ey, chill out, Johnny! No reason to go on a 
guns-blazing rampage in your friendly neigh¬ 
borhood gaming store! Sure, Limited Edition 
Shadowfist cards are in short supply. But you 
gotta get ahold of yourself, man! First of all, you 
should be concentrating on the real bad guys: evil 
sorcerers, the horrifying abominations, fanatical 
kung fu masters, and all of the other enemies of 
the Dragons. Okay, Shadowfist is the great new 
trading card game everyone’s been waiting for. It’s 
been playtested into the ground, and is balanced 
like crazy: your opponents won’t be able to judge 
their chances for victory by the thickness of their 
wallets. No first-turn wins: if you’re gonna go down 
you’re gonna go down fighting. A bum shuffle 
doesn’t doom you to a slow demise, either, 
because you’ve got options for getting your hand 
into shape right away. Shadowfist is way playable 
right out of a starter. Granted too that this is the 
most eye-poppingly gorgeous card game set ever 


You’re down to two sites. The first is the 
Blessed Orchard, which gives you an underdog 
advantage. Your opponent is bristling with the 
power that flows to those who have feng shui sit< 
up the wazoo, but every time she attacks the 
Blessed Orchard, you get to snap up a bit of tha 
awesome power. 


Still, Johnny, you’re overreacting. See, the 
thing is, Standard Edition Shadowfist is already 
on its way! So even an impatient, take-charge cin 
ematic hero like yourself can rest easy: even 
behind enemy lines, soon a reliable source of the 


The other site is still concealed from your 
enemy. It’s Cave Network, an underground com 


thing is certain about Shadowfist the fact that there are more exc 


In August, don’t forget to check out the Shadowfist Player’s Guide. It’s stuffed to the 
full-color brim with strategy tips, killer combos, and the behind-the-scenes scoop on the 
action-movie card game. It’s also loaded with background info about the world of 
Shadowfist, and is illustrated not only with your favorite cards but with new art commis- 


gs us Netherworld, the first expansion set for Shadowfist. The 
:arthly realm that connects the various time periods involved in the 
les are fought and lost in the secret war and entire histories are 
:he losers go to lick their wounds and mourn for their lost realities, 
rs can draw on these veterans of the endless battle for wisdom, 

* even help in a big light or two. Netherworld not only supplies you 
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re-ordered Shadowfist ™ cards 
leone else?!?” 


Now it’s your turn. Thank goodness you’ve 
managed to save up a little power and you’ve still 
got your two sites. You now have the juice to field 
some more reinforcements. Say hello, oh lamers of 
the Lotus, to an Everyday Hero and a Righteous 
One. These humble but scrappy allies are going to 
hold the fort while you give Explosives to your 
Masked Avenger. She blasts over to your enemy’s 
unprotected site and tosses that dynamite right 
into it. It turns out to be a Mountain Retreat, which 
you now take over in the name of truth, justice, 
and hamburgers with the works. 


plex where your forces are hiding, ready to leap 
into action when your adversaries come knocking. 

It’s a good thing, too, because you’re 
cleaned out of warriors for the moment. You don’t 
have a single tough cabbie or kung fu student out 
there to defend your sites. And don’t look now, but 
the enemy is swarming after you with everything 
she’s got. A great honking monster called The 
Thing with 1,000 Tongues leads the way. Joining in 
on the attack are a passel of Shadowy Horrors, 
monsters who are somewhat less honking but 
nonetheless tough to take out. These nasty crea¬ 
tures are all servants of the Eaters of the Lotus, a 
gang of cackling evil sorcerers who truly need their 
butts kicked. 


That done, you can now take another shot at 
a site you managed to shoot some holes in early 
in the struggle: the mystical and sneaky Lily Pond, 
which up and moved out of the way on you last 
time you tried to find it. The Everyday Hero and 
Righteous One hammer on it, and all of a sudden 
you’ve gone from underdog to potential winner. 


Fortunately, you knew in advance that you 
might be taking on a hideous monster or two, and 
have come equipped with The Crucible, your 
handy-dandy method of hideous-monster disposal 
And sooner than you can say “vaporize,” all of the 
enemy’s forces are smoked. Good-bye, Shadows. 
Good-bye, Tongue Boy! Then you take advantage 
of the Cave Network to start beefing up your 
forces: a Masked Avenger roars out of your under¬ 
ground hideaway atop a howling Motorcycle. 


Not that you can rest easy or anything. 
There’s no telling what the enemy might have up 
her sleeve. Nothing is certain here. It’s 

Shadowfist. 


with new cards for all of the major groups in the secret war, but 
groups who make cameo appearances in the main set. 


In October, look for Combat in Kowloon ™, our first introductory Showdown Set™. 
Showdown Sets are boxed pairs of preconfigured decks for the beginning player. This one 
tells the story of the Dragons, a plucky band of cinematic heroes who struggle against their 
mortal foes, the Eaters of the Lotus, in modern-day Hong Kong. If you’re on a budget and 
want to dip your toe gently into the Shadowfist pool. Combat in Kowloon is the way to go. If 
you're already a dedicated player or collector, you’ll want to pick it up for its 34 brand-new 
cards, many of which appear multiple times in the set. What Dragon deck is complete with¬ 
out a Scrappy Kid or Butt-Kicking Mom? What evil sorcerer would want to achieve world 
domination without a Flying Crescent or a substantial supply of zombie gangsters? And any 
secret warrior will be happy to fight over the many new urban feng shui sites that appear 
in the set. 


























